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About This Guide 

This guide is a detailed snapshot tffQuild Wars as it was at the time of release. Guild Wars I'j a liFingt grotvitig entity, and new 
content is being added all the time. Use this book as a guide to the initial Guild Wars releasef then enjoy the new quests, missions, 
and items as they become apailable. 

The material in this guide is both facUmi and subjective. As Guild Wars is a new game with man)^ different character choices 
and team strategies, players will approach it from many different perspectives. Read through the guide and the opinions of our writers, 
and then form your otvn opinions* haven ^t eliminated contradictory opinions, as they usually help rather than hurt the reader by 
providing several different vieutpoints to c&nsider.The key is to find a strategy that Uforks best for your play styles and this hook will 
guide you toward that discovery. 
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Read This First 




This sectioa is a primer for those who 
haven't had a lot of online RPG experi- 
ence. If youVe the veteran of many games 
in this getue^ you may want to plunge 
ahead into the guide; if not, start your 
adventures here. 

Online RPC 
Frequently 
Used Terms 

The following terms are heavily used in all 
manner of online RPGs, and OuUd is 
no exception. Not only are these terms lib- 
erally spread throu|^out this guide* but 
you'll hear them more often than not 
while conversing with online RPG vets; 

ftggro: When a single monster or group 
of monsters is attracted to you hecause 
you've stumbled into their field of view. 
Drawing too much aggro can mean a 
very quick death, so pull one at a time. 
You can determine which enemies you'll 
aggro in Guild Wars hy the small transpar- 
ent circle surrounding the players posi- 
tion on the mini-map — if any enemy 
"trips" over this, they'll be all over you. 

AoE: Area of Effect refers to any s kill or 
attack that has an effect (usually a radius 
of "x" distance from the initial 
attack /casting point) that will hit mote 
than one enemy. AoEs can take many 
forms* from offensive speUs and attacks to 
heals, buffs, and everything between. 

build: This refers to the type of character 
you play and the skill sec that goes with 
that character. 

buff: Any enchantment that imbues the 
player or players with a beneficial boost, 
whether it applies to an attribute, skill* 
etc. Think of it as temporarily turbo- 
charging your character beyond his or her 
normal abilities. 

combos; Combos or combo'ing refers to 
using two (or more) complementary skills 
in rapid succession to Inflict more damage 
or increase the efficacy of a buff or heal. 

DD; Direct Damage. This applies to any 
spell that delivers its full payload of dam- 
age in one shot, as opposed to spread out 
over a span of time (DoT)* 

d^-bufT: The opposite of a buff*, and is 
any skill, that removes the beneficial 
effects of a previously applied buff. 


DoT: Damage Over Time refers to any 
skill attack, etc. with a lingering effect 
chat continues to cause damage after the 
ability is initiated. 

DPS: Damage Per Second is an equation 
chat takes the player character's variables 
and generates a the amount of "x" damage 
generated over a "y" span of time. The 
hi^er this number is, the better; though; in 
most cases, this isn't a number that's easy 
to arrive at. 

Grinding: The practice of staying in the 
same general area killing the same mon- 
sters (or doing the same task) over and 
over to earn EXP rather than partidpating 
tn quests. It can also refer to exclusively 
killing monsters to level. 

interrupt: Any skill, attack, etc. that dis- 
rupts a foe's ability to launch one of his 
own. This is an advanced skill as it 
requires knowledge of how long an 
enemy's s kill will take to execute. 

kite: Kite or kidng something is a tech- 
nique whereby you attack a fi3e fiiom a dis- 
tance and then, using an ability to slow 
(or in a Ranger \ case, a pet to harass), 
you attack the foe from afar while con- 
stantly moving away from the intended 
target^ — like 9ying a kite, which is where 
the term derives its name. It can also be 
done, if the player is fast enou^, without 
any sort of hindrance to a foe. 

knockdown; Anything that causes an 
enemy to be knocked down on the 
ground, disrupting their offensive moves, 
and leaving them open for further abuse. 

LFG: Looking For Group is the key 
phrase when looking for other members 
to group up with. This can be preceded 
by a class and level to aid those LFM, 
e.g., “LvL 18 Monk LFG.” 

LFM: Looking For Member (or More, 
depending on whom you ask) means that 
you're looking for a team member. For 
example: “LFMj LvL 18 Monk or higher” 
would mean that you're looking for a level 
18 Monk. It can also be altered to include 
multiples such as LF2M (Looking for 2 
More/M em b e rs ) . 

looU The spoils that are collected after a 
fight, and the process of collecting them. 

LoS: line of Sight refers to any skills that 
require the target to be in view. This means 
that if the enemy/ally is behind something 
or over a hill, the attempt will fail. 


LtL: This is shorthand for a character's level, 
which is the basic unit of measuring 
progression in an online RPG — the higher 
the better. 

mob: The term for any enemy or group 
of enemies who are tied together via the 
game's systems. A mob could be a White 
Mantle Knight or a full squad of them 
and a boss. The term is shorthand 
for " mobile." 

nerf; To reduce the effectiveness of a 
certain item, profession, skill, etc. by 
developer fiat. 

newb; Newh or newbie refers to some- 
one who is new to the game (such as a 
low level character). It's also a pejorative 
to put someone down. 

PST: Please Send Tell means that the 
person asking for it wants the player to 
respond with a “whisper” command so 
that only the two players involved can see 
the conversation. 

pullmg: This is a very imporliant concept 
in GitddWtrs. As you'll only want to deal 
with one mob at a dme, pulling is a handy 
skill that you need to hone to a razor's 
edge. It refers to snagging one enemy 
and/or mob at a dme when many are 
lurking about so that the player/ team has 
an easier time rather than aggro'ing sev^^ 
era! mobs at once. However, there is no 
greater cause of death in an online RPG 
than a go^d pull gone bad. 

Res: Res or Rez is short for Resurrect, 
which brings someone back to life after 
they have been felled by an enemy. 

solo: Solo or soloing is the practice of 
playing an RPG alone (i.e., without a live 
teammate). While this is fun, most online 
RPGs are geared at least as much to 
grouping with teams and, in some cases, 
soloing is impossible. 

spam: Spam or spamming is the 
praedee of using spells over and over 
again, specifically spells with low Energy 
cost, low casting dme, and low 
recharge dme. 

stacking: Denotes how certain skills 
can be cast on top of one another to 
increase damage or the potency of 
attacks or buffs, 

tfluk: Any player character (or NPC 
Henchmen) who can serve as a primary 
melee fighter/ damage sponge on the team. 
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WTB: Want To Buy. A player looking to 
buy something rai^t type this in the 
main chat window. 


eye out for the zone " vortexes “ on the 
map that signify a portal to a new area. 

Q: I^m about to die and I have no healer 
to pull my fat off the fire — what are 
some of my options? 

A: You have a couple: If you're near a 
zone's edge, race through it, as enemies 
can't follow, however^ there may be ene- 
mies in the next zone to watch for» If 
you have any speed skills^ activate them 
and run* but make sure it*s toward ground 
you've cleared (it wouldn't do to run 
blindly into unexplored territory). 

Q: 1 need backup going into a quest or 
Story mission — what's the best Henchman 
class to take with me? 


Team: Naturally, this is for people in 
your team/party and only they can 
see these. 


WTS: Want To Sell. A player looking 
to sell sometliing might type this in 
the main chat window (e.g. “WTS 
blue dye”). 

zerg; Zerg or zerg’ing refers to over- 
whelming a foe with a "death of a thou- 
sand cuts." In CfiilJ Wars, this refers to a 
Necromancer's use of minions to swarm 
and destroy more powerful opponents due 
to strength of numbers. 

zone: Zone or zoning is the act of tran- 
sitioning fi'om a city or town via the por- 
tals scattered about Tyria. Also refers to 
an area in the world. 


Trade: This is for buying and selling. 

Whisper: If you know a player's 
name, you can message them directly 
via this window. 


Also, as a shortcut* you can type /all* 
/guild* etc. instead of clicking on the 
individual chat panes — just make sure you 
type the players name after a /whisper 
command like: /whisper Ironbeard Come 
help me. please! 


Q: Are there any tricks to increasing 
damage without getting better gear, 
skills* etc.? 

A: Yes. Seek the higher ground and attack 
from above. This imparts a damage and 
range increase, which is helpful for missile- 
based classes like the Ranger. Also* if an 
enemy is fieeing* you can inflict more dam- 
age as a Warrior. 


A: Bring a healer (a Monk). Monks are a 
very important class as they are the pri- 
mary health-givers in the game* and you'd 
surprised how far you can get with just 
that one profession at your side. If you're 
a Monk* bring a Warrior to tank for you. 

Q: Tm having a hard time finding items, 
switches, ecc. Am f missing something? 

As If you are having trouble locating 
interactive objects* etc.* hold down fAlfl to 
highlight them onscreen* making them 
easier to pick out against the background. 

Q: 1 keep asking for help while on a 
quest in the game and nobody replies — 
can anyone hear me? 

A: After you leave the confines of a town 
or city, you enter your own pocket realm 
that is only occupied by you and your 
teaminates (only you if you're not on a 
team) so there won't be anybody (outside 
of select NPCs) to help. If* however* you 
want to leave town* you can use the vari- 
ous chat commands to reach out to some- 
one* hut you need to meet them outside of 
the quest zone to recruit them properly. 
Use the chat window at the bottom left 
corner of the screen {if it's not there, hit 
the key). From here you can: 

All: Send a message to everyone in 
your current area (this will NOT 
work in instances where you are 
alone* as there is no one else there). 

Guild: All members of your guild can 
see these messages. This is a good 
window for getting quick help. 


XP or Exp: Experience points; the basic 
unit of measurement that leads to char- 
acter advancement in most online RPGs. 
XP is rewarded for completing quests, 
dispatching foes, and loot collected. 


Gaild Wars FAQ 
(Frequently Asked 


Q: Is there a specific orxier in which I 
should attack enemy targets? 

A: Yes. If there's a mob that contains 
melee attackers* a caster* and a healer* 
take down the healer first — this includes 
mobs that have a nasty habit of self-heal- 
ing. After that* take out the weakest ene- 
mies* then, finally, the strongest — there's 
nothing worse than taking down an arch 
wizard* then getting carved up by his 
lackeys. 


Q: What is a good profession with which 
to start? 


A: A Warrior with Monk as a secondary is 
a very effective beginner class. With the 
Warrior* a player can jump into the heat 
of action and not be bogged down so 
much with the nitty-gritty of AoE 
attacks* kiting* pulling, and all of those 
other fancy online RJ*G terms. Just get in 
there and start hacking and Come to grips 
with the basics of using skills and gener- 
ating damage via combos. Couple that 
with the healing abilities of the Monk, 
and you've got a bloodthirsty blade- 
wielding barbarian capable of slaying sev- 
eral foes at once with little down time 
due to premature death. 


A: After every quest* sell excess inventory 
or salvsge it. Anything you don't plan on 
using is dead weight that's better converted 
into useful components or gold. As the 
game progresses* you'll also he able to 
secure additional hags to carry more loot* 
and you can bank excess inventory. 

Q: This mob is constandy tearing me 
apart; what can I do to even the odds? 

A: While a lot of players go into CuilJ 
H^rs with a "one man against the world" 
attitude* teams are there for a reason. If 
you're stuck at one point* head into a 
town or city and type LPG: name of quest 
to collect enough part mernbeiv to get 
past a sticking point. 


Q: I'm lost and don't know where to 
next — what should I do? 


A: Consult your Quest Log by pressing 
m . Therein is your progress on current 
quests (if you have any) and what your 
next step might be. If you click tiie que 
again, it'll give you a general idea of 
what direction it is you need to gp via a 
green arrow on the mini-map. You can 
also click to display a map. Keep an 


The autfwr tifottld Hhe fo thank lsat<ih 
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Character 


By Heather ^^Orieua^* Rothwell 


he first thing you 
must do in the 


game 

W is create your charac- 
ter, so now would be 
a good time to take a 

look through the prt.>- 

fession chapters ajid determine what 
type best suits your play style. In gener^ 
al, Warriors are good at melee combat, 
Rangers are good at ranged weapon 
damage. Monks are healers, Necro- 
mancers are a pet class, Mesmers are a 
subtle class relying on using others' 
strengths against them, and Elementalists 
are damage-dealing spell casters. 

The first choice you face after clicking 
on ‘‘Create" at the character selection 
screen is whether you want a role playing 
character or a PvP Only character 

‘ A rolcplaying character has access to 
both the cooperative and competi- 
tive areas in Guild which 

means that you get to run coopera- 
tive missions and quests, and expe- 
rience the storyline of the battle 
against the Charr.This also means 
that you start at Level 1, although 
you have complete freedom about 
the type of character you develop, 
making you more comfortable with 
your skill choices for different situ- 
ations than most PvP Only charac- 
ters. This is a good choice for play- 
ers new to Gwi7d IVars and RPGs in 
general, 

- A PvP Only character is restricted to 
the competitive areas in CuiJd Wars 
where you can participate in player 
vs. player combat alongside your 
teammates. If you choose this option, 
you can choose from provided tem- 
plates, or customize your character 
with skills youVe unlocked by play- 
ing a roleplaying character. Your 
character starts at the highest level 
(20), This choice is better for more 
experienced player, especially those 
whoVe already nm a character or 
two through the storyline missions. 


If you choose a roleplaying char- 
acter, you start by selecting your 
primary profession. You may also 
want to gather some ideas for a 
secondary profession, as well. You 
can try out different types of sec- 
ondary skiUs during the tutorial 
before setdiug on which second- 
ary profession you prefer. You 
also have a chance to cus- 
tomize your character’s ^ 

appearance by selecting gen- 
der, hair style, hair color, 
face, skin coloci and body 
scale. Finally^ give your new 
character a first and last name 
and you're ready to go. 


If you decide to create a PvP Only 
character, you can choose from a set 
of templates* 

* Spell Slasher is a Mesmer/Warrior 

designed to take out enemy casters. 

* Flame Slinger is a Ranger/ 

Elementalist who reduces the 
Enei^ cost of attacks and com- 
bines natural durability with the 
Elementahst skiDs to deal additional 
damage with every attack. 

* Warrior's Bane is a Necromancer/ 

Mesmer who relies on stacking 
Hexes to take out enemy Warriors, 
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Mjnloti Master is a Necromancer/ 
Mesmer who focuses on raising a 
pet army. 

Pyromancer is an Elemeatalist/ 
Mesmer focusing on fire attacks 
that are deadly against tightly 
packed groups of foes* 

Ice Blighter is an Elcmentalist/ 
Necfotnanccr using Hexes and ice 
attacks to disrupt enemy movement 
and provide crowd control. 

Protection Healer is a Monk/ 
Warrior who uses stances to keep 
herself safe from melee attacks 
while mitigating the damage taken 
by party members and removing 
detrimental effects. 


available, do you create characters with 
lots of variety, or similar characters 
who can benefit from the skills your 
roleplaying character(s) learn?) 

Once youVe picked a template, you 
have a basic selection of eight skills 
and advanced training in two attributes* 
The next screen in character creation 
allows you to customize this» depending 
on what skills youVe unlocked, and to 
modify your attribute point allocation. 
Then you go tlirough ±ie same appearance 
customization choices as rolep laying 
characters have. Next, there's an 
equipment selection screen where you 


can outfit your character. Finally, name 
your character and you’re ready to go. 


Starting Play 


Roleplaying characters start play in the 
Kingdom of Ascalon (idyllic), in 
Ascalon City* Pvp Only characters start 
play in the PvP arena of Fort Koga. 


Fi Boon Healer is a Monk/ 
Necromancer who combines Divine 
Favor and Health-sacrifices for 
powerful healing and nearly 
endless Energy. 

Abominable Snowman is a hammer 
and ice wielding Warrior/ 
Elementalist who can take out sin- 
gle enemies quickly, or manage 
groups of foes. 

Paladin is a Warrior/Monk who 
deals damage with one hand while 
healing herself and her party with 
the other. 


My Favorite Character k 

Name: Curtis Johnson wilj|A 

Title: Game Designer 
Character: Wanda Whodat 

My M^stneriNecrotnancer is an antUWhrriorlRanger character^. She M 
Conjure Phantasm, Clumsiness, Ineptitude, Leech Signet, H 
Prtcc of Failure, Arcane Conundrum, Malaise, and Illusion of B 
H^akness. j| 

1 

/ hitilt this character to compete directly against the Warriors and 

running about in PvP, I call it the ^'Stah yoursetf in the face** ® 
strategy. Of course, looking as innocent and fragile as possible is S 
importanL First rule, always cast Illusion of Weakness well before B 
you see the enemy. Then don*t worry about it. ■ 

Arcane Conundrum is there to help a bit with casters, and Malaise m 
is for use only when you are not under attack to stop half^Monks 
from healings X 

usually an initial stand-off in PvP battles, which is the time ^ 
to cast Price of Failure on as many Ran^rs and Wtrriors as you can, since 
it lasts quite a while. When the fighting starts, cast Conjure Phantasfn on 
one of your Price of Failure targets. We*ll call this chantcter *Hke plcfim.** 
Cast Clumsiness and wait for the victim to try an attack and take damage. 
Cast Ineptitude and wait for the victim to stab himsey^ again. He is now 
Blinded and taking Price of Failure on every attack for 8 seconds, so let him 
swing. the victim to try a heal, and use Leech Signet to stop that. 

Recast your Conjure Phantasm andjinish off with wand attacks and more 
Clumsiness if the victim isn*t already dead. 

This character is a little less useful in large groups with healers, such 
as guild or tournament fights, hut is absolutely deadly at taking out 
e«er«y JVPCs such as Ghostly Heroes and Guild Lords* 


IVEX Trapper is a Ranger who 
specializes in Traps and uses them 
to deal massive amounts of damage 
to enemies who venture near the 
group's perimeter. 

DW Healer is a Monk/Warrior who 
can heal herself and allies, as well 
as remove Conditions and Hexes. 


You can also pick a custom character, 
but you won't have access to many 
skills unless you’ve already unlocked 
them with one of your role playing 
characters. (Whenever ajiy of your 
roleplaying characters learns a new 
skill, any Pv^P Only characters with the 
same profession also gain access to that 
skill* That in itself can lead to difficult 
choices. With only four character slots 
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Guilds 


By Andrea Silva 


^ uilds are an mipor- 

taut part of Cuitd 

B which should 

H '' come as a surprise to 
«o one* Being in a 
— guild allows you to 

participate in Guild vs. Guild PvP bat- 
tles and to earn status through your 
guild ^s performance in these battles. 
Being a guild member is also a great 
way to meet other players who share 
common interests. And one more great 
feature of guilds — guild chat' Since 
you always adventure in an instanced 
area, the only way to talk to anyone 
outside your party while adventuring is 
with a whisper to a specific character, 
or with your guild chat channel. While 
soloing, guild chat is the best way to 
keep in touch with your friends even 
while youVe all by yourself. 

Note that all characters on an account 
are always part of the same guild' you 
can’t join different guilds with different 
characters. The most recent character 
you’ve played is the one who is dis- 
played for you in the Guild window. All 
characters in a guild always wear their 
cape (if one has been selected). 

To create a guild, the player you 
pick as leader speaks with a Guild 
Registrar in any major city. 

• Type in your guild name. This is the 

full name of your guild and must 
be at least two words long. 

■ Type in your guild tag. This is an 
abbreviated version of your guild 
name, is case-sensitive, and must be 
between two to four characters. 
Other players will see this tag when 
viewing your character. 

* Pay 100 gold to the registrar. 

Growing: Once you've created a guild, 
you’ll be able to add new memhersl 
(Well, you will if you’re an officer or the 
leader.) This is as easy as pressing to 
open up your guild window and typing 
the character’s name on the Invitations 


line. (Your invitee can he anywhere 
online, anywhere in the game.) Once the 
invitation is accepted, your new member 
appears, in your guild v^ndow. Use the 
boxes to the left of each character name 
to perform guild functions such as pro- 
moting or kicking out members and 
leaving (or in the case of the leader, dis- 
banding) your guild. 

Cape: Most guilds opt to design a guild 
cape so members can stand out from the 
crowd by proudly wearing their own 
emblem and colors. As guild leader, 
speak to the Guild Registrar in any town 
and dick on the Guild Cape tab to cre- 
ate the cape for your guild members to 
wear. You can alter the Emblem Color, 
Detail Color, and Background Color by 
using the color grid and shder bar. Right 
below the preview pane and above the 
emblems are a few ’Tattems.” Click 
through the arrows to see the many 
available cuts and background designs 
available for your guild cape. The final 
portion of the guild cape creation 
involves choosing an emblem from the 
wide selection at the bottom of the win- 
dow. If you don’t want an emblem, 
there’s a blank box to pick firom too.\bu 
should certainly spend your time careful- 
ly reviewing the choices you’ve made in 
cape selection as once youVe accepted a 
design for the cape it comes with a price 
tag of 100 goldl 

Celestial Sigil: It is said this Sigil is 
granted to those brave enough and 
skillful enough to hold the Hall of 
Heroes and earn the blessings of the 
gods. To reach the Hal) of Heroes, it is 
said you must pass through the under- 
world itself. It is more reliably certain 
that finding the tombs of ancient 
kings, in the desert, is the first 
step toward reaching the HaU 
of Heroes. i 


Ascalon or Kiy'ta. Only the empire of 
Cantha will allow guilds to build their 
hath there. However, Canthans are a 
very religious people and will only 
allow a guild leader whose reputable 
guild has been favored by the gods to 
petition for an island to build their hall 
upon. Proof of reputation is your guild 
cape and proof of divine favor is dis- 
played with a Celestial Sigil. 

Once you have a Celestial Sigil, 
head to Lion’s Arch and speak with the 
Can than Ferry Captain. He shows you 
around the islands. Speak to the 
Canthan Ambassador to petition for 
ownership of the island of your choke 
once you’ve viewed them. The Canthan 
Ambassador takes your Sigil and coin 
and then swears you in as the new 
owner of the island. The islands include 
Burning Isle, Druid’s Isle, Frozen Isle, 
Hunter’s Isle, Isle of the Dead, 
Warrior’s Isle, and Wizard’s Isle. Each 
island has its own unique look and you 
are sure to find one that suits your 
guild’s needs and personal style. 


Guild Halls: The epitome of pres- 
tige is to own a guild hall. It’s diffi- 
cult to obtain because you won’t be 
allowed to purchase land in cither 
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Interface 


By Heather **Orlena** Rothmll 


S Tj > he Cuiid Wars UI is 

f fairly intuitive if 

Wm youVe played online 
K RPGs before, but like 

S most games, there are 

^ I some differences 

which can leave you wondering just 
how to do something in particular. Let’s 
see if we caji answer those questions. 


QiiM Wars is config- 
urable from a control 
standpoint. By 
accessing the 
Mema/Options/Control 
Setup screen, you can 
re^bind keys at will, 
allowing more efficient 
manipulation of various 
commands. 


in-game 

Simply highlight V 

any of the items in the l| 

“Actions’’ pane, then II 

type in which key- I" 7*^ , , „ 

board (or mouse) but- 1^-^ ^ 

ton you’d like mapped - 

to that function — this 

process is known as AfrJiw User hitt 

binding. For example: 

1* Left click “Open FuUscrccn Map" in 
the Actions pane — the default h; 

2. Enter a new key (Q], for example) 
for the command in tlie "Type a new 
key for this action” field. 

1. Finally, press the “Assign” button 
and YOU can now call up the map 


Directions 


After character creation, your first task 
is to move to the person standing in 
front of you with a large exclamation 
point over Ins head and speak to him. 
The default setting for moving allows 
you to use ®, ® [£), 0, 0, 

and 01 t»r to left-click where you want 
to go in order to move>The easiest way 
to speak to Sir Tydus at thus point is to 
simply left-click on him* Left-click on 
characters in order to speak to them, to 
open shop windows, and to target them. 


It cannot be stressed enough that 
binding keys will make a huge difference 
in reaction time and overall smoothness 
of play* Clustering frequently- used 
commands around the dominant keyboard 
hand and binding as many functions to 
the mouse as possible will make a 
noticeable difference in higher level 
play — especially when dealing with 
very skilled enemies in PvP skirmishes. 
Experiment with different setups to 
find the one that works best for you. 

Most of the other actions listed are 
self-explanatory, but as you highlight 
them by clicking, a brief description of 
what the action will do is displayed at 
the bottom of the list. In the Options 
window you can also set your default 
language, the chat filter Level, and 
Graphics and Sound preferences. Lf 
you're experiencing lag while playing, 
it might be worth going into the 
Advanced Graphics options and setting 
them to a lower level than the game 
defaults* 


You can also remove redundant key 
commands (as in the above example) by 
Mghlighting the command in question 
and clicking the “Remove” button. This 
w'ay, there won’t be multiple keys per- 
forming the same function, thereby 
freeing them up for other bindings. 

can repeat this 
■ ^1 process for every com- 
I mand on the “Actions” 

I pane. Manipulating mul- 

I tiple weapon sets can be 

advantageous for certain 
professions (especially 
. Rangers, who would fre- 

* quendy switch from 

ranged to melee combat)* 
* t Therefore, it is in the 

1 1 player’s best interests that 
• those keys are within 

I easy reach during the 
heat of combat; the same 
can be said for frequent- 
ly-used skills* 


If you wish to reconfigure movement 
controls, or any other keyboard com- 
mands, click the Menu button in the 
lower left corner and select Options to 
bring up the Options window. Under 
Game Options, select Control Setup 
to reconfigure your key- 
board. You will see a list 
of actions and the cur- 1 7 ,*^ 
rent key command for 
them in this window. At . , 

the bottom of this win- 
dow you can also check 

the "Disable Mouse 

Walking” box, “Invert 
mouse control of camera,” ■■■# 
and “Double tap forward 
to auto-run." Auto-run can — . ^ 

I 

also be configured to ‘ 

another key by scrolling 
down the list until you 
see "Automatic Run." i 


Now leCs get back to talking to Sir 
Tydus. As with all quest characters, he 
has a green exclam ado n point above his 
head. When you click to him, a dialogue 
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box opem that ends with selectable 
lines to respond to liim with liis text, 
and response choices for you to click. 

Bear in mind that different binding^ lay^ 
outs may be adpantaj^eous dependiH£ on 
the profession ];o»iVe playing at that 
moment. Just heeause a certain conjigura- 
tion is ideal for the does not 

mean it will automatically carry over to 
Mesmers,for example. 

Lf he has a quest for you, the word 
“Quest" will appear in parentheses after 
any of the available quest responses. If 
youVe spoken to someone and already 
received a quest, but have forgotten 
what youVe supposed to do, you can 
either open your Quest Log ((Q) or 
speak to the quest giver for a brief 
reminder. Sometimes the information in 
the Quest Log isn’t as detailed as what 
you can get from a conversation with 
the quest character, so if you’re stuck 
on a quest you can’t complete, talk to 
the person who gave it to you again 
and see if you can pick up hints. 


Mission 

Pointer 


After you agree to help Sir Tydus out, 
you will notice that a green triangle 
shows on your mini-map. This triangle 


Actr^“« Qucsfi 


ArtwiMC m AKy 
W»r Wlfl 

L^n« iTko^ i I 

Trie Wsrm fljatign 

TWhlhlai^T ^ 

^uiTimdry 

i,r. J.V-a*..-.- »<■ A"-" »■ ’■ T 

4, Vwmru^r to fyftji 

fdj #ris|i ti> Bvic* 10 ‘If it f 

qi»idilV 

fVT ne«il Bull r-7«tv h4»«ivKie*i 

w4t Bk ti 

A Vi«t 

f yov ^ ywCAOd h«0'ti+n.‘ 

Br«iV0 


indicates the direcdon you must travel 
to complete your active quest. 
Highlighting a quest in the Quest Log 
makes it your currently active quest. 
Some quests will point you to the por- 
tal to a particular area, while others 
will point you to someone specific 
within your current area. (Once your 
next objective is within your mini-map, 
the arrow is replaced with a glowing 
green splash.) If you have multiple 
quests, yon can open the Quest Log 
and highlight each quest to see where 
it will take you. This will allow you to 
betterplan what you need to do in a 
particular area. 


Instanced 




T\p 



Sir Tydus sends you into your first 
instanced area. You begin the game in 
what is referred to as a town area. 

Here you can meet ami team up with 
other players, as well as sell and buy 
equipment. However, outside of town 
and outpost areas, you are in your own 
mini- world (called an "instance"). Only 
tliose you are grouped with when you 
leave the town or outpost will be in 
the same instance as you, and you must 
remain in the team in order to stay in 
that instance. If you want to return to 
the town, you must leave the group 
unless everyone in the group is going 
to the town at the same rime. Use cau- 
rioii when moving from one instanced 
area to another, because the whole 
group will be forced to switch to tiie 
new area ’when you do. However, if 
you use the maps to “warp” &om 
area to area, it wiU disband the group 
completely, so think twice before 
attempting that shortcut. 





A town or outpost is the only place 
where you can change which skills 
equipped in your Skill Bar. At the 


.41 Hmesj jumping through a portal is 
tite best way to save your party *s bacon* 
J^^en you go through, so do they, 
puHing them all out of whatever combat 
you were in the middle of hsing. But 
stiilj make sure that*s what they umnt 
before forcing dtem all to Jump. Also be 
ainare that you could be Jumping from 
one problem to the next. 


bottom of your screen is a bar contain- 
ing eight small icons, each ’with a number 
in the lower right corner — this is your 
Skill Bar. This is where you place the 
skills that you plan to use while adven- 
turing. At first it won’t matter what skills 
are on the Skill Bar here because you 
generally won’t have more than eight 
available skills until you complete early 
missions. But after you've entered the 
Academy and can purchase more skills 
from Skill Trainers, you will find that 
you have to be selective about which 
skills you equip. Pressing 0 brings up 
the Skills menu and allow's you to sw'ap 
skills in and out of your Skill Bar. To 
increase the effectiveness of skills, allo- 
cate your attribute points (you earn 
five points for each level gained) in the 
Hero menu ®)- 

Dragging an unequipped skill on top 
of an equipped skill replaces the old 


10 
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Skills Interface 

equipped skill with the new one. combat (green) NPC in this manner, yon 

Dragging one equipped skill onto automatically open up a chat or shop 

another switches their places. Dragging window, depending on the type of NPC. 
a skill off the Skill Bar removes it. 

Elite skills have a gold border, rather 
than gray. Yon can only have one active 
elite skill at a time, so dragging a new 
elite skill to your Skill Bar not only 
replaces the skill you drop it on, hot 
also removes any other elite skill from 
your Skill Bar- 


As you travel through instanced areas, 
you will see a red-dot trail on your 
large map (J^ by default). These dots 
represent everywhere you have been in 
the current instance of this area. In 
most instances, enemies that you kill 
won't respawn behind you, so if you 
need to retreat, try to retrace your 




As you leave the safety of Ascalon, one 
very useful key is left- (Ctr1] , which 
displays all enemies within at least a 
hundred feet. Similarly, left- [Alt ) displays 
all friendly characters, loot, and area 
markers. If you hold down either key, 
you can then dick on the highlighted 
name and your character will run to that 
location automatically. Note that if you 
have done this with an enemy, you auto- 
matically begin to attack unless you 
interrupt this acdon (for example, by 
moving your character a step or two or 
by hitting [EscD - If you selected a non- 


steps. However, a word of caution: once 
you leave an instance, all this informa- 
tion clears out so that when you return 
to it, you have to start over again. On 
your large map, you will also notice 
named areas when you are zoomed out 
(the magnifying glass). These areas 
are outposts or cities that you can 
quickly teleport to by clicking on 
them. You must have visited an area 
oiice in order to use this fast mode of 
travel, but unlike instanced areas, once 
you have “discovered” a town or an 
outpost, you can always teleport to it 


by way of the large map. In order to 
scroll around the large map* right-click 
to bring up the hand icon and drag 
the mouse. You can also zoom in and 
out by left-clicking on the map in 
order to see a map of the whole game 
world or a close up of your region. 


Chat 

The chat system is used to communi- 
cate with other players throughout 
Guild l^rs. At the lower left comer of 
the screen is the chat window^, and atop 
it are five tabs; you can access these 
tabs by clicking on them or via short- 
cut keys: 

Q]: Speak bo everyone in the current 
town or instance. 

1^: Speak to players in your guild, only. 



Speak to everyone on your team, 
only. 

[|]: Advertise trades* buying and selling 
among PCs only. 

rHi Whisper directly to one player. 


T 


If the chat window isn't there, simply 
press Q to bring it up. 

It is very had etiquette to Jill Alt 

channel with communication that should be 
reserved for any of the other channels — 
especially for tradin^^ buyings and selling I 
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Default Controls 


The following lists the default eommands for most Guild Wdrs 
functions. You can change many of these settings by going to 
Menu: Options: Control Setup. 

Action Default Descbjption 




Do If 


ISpacebaf) Performs default ardoa on sdecEed target. 


A'fifJdff lIS’trpLitf Set 1 ED Equip items assif^ied to weapon set 1. 


Antipole Sel 2 |Fg I Equip items assigned to weapon set 2. 


i. 


Aciivate J |F3 ] Equip items assigned to weapon set 3. 


Activate We^n Set 4 |F4 j Equip items assigned to weapon set 4. 


Chse VI 


Log Out 



Open Cftal 


■U 
fEnter] 


Close any open menus and panels. 


Display logout coD&rmation dialog. 


Open chat paiicL Also [Return) on the 
mmibcr pad. 


5hcw Offtm 


Show ally, NFC, and item names. 


Open AUfihiffti 


e 


Open character Attributes panel. 


Open Items 


Open character item inventory. 





Kjpen 1 lilt JXFCit 

i { djp |WJ 

HHi serttn wur.ctii uiijpF 


Open C^^niont Menu [Fli 1 Open the Gudil Wars Op dons menu. 


Open Log 


0 


Open character Quesr Log. 


Open Steals 


Open character skill inventory, 


Reiwrc Canterti 


l^Lcwrse camera direcdon wliile key is Jield. 


Strafe Left 


Move left without turning. 


Move rigiir wurhout runiing. 


Tiii^ Nearest 


( c ),0 


Select nearest target foe (in mission), or 
player (in towns and outpost). 


Sfieir 


Show foe names (in mission), or player 
names (in towns and outposts). 


Target Next 


0.® 


Select next target foe (in rmssion), or 
player (in towns and outpost). Press [ShHt] 
to select previous target. 


Target Prei^ious 


Target previous foe (in mission), or 
player (in towns and ovitposE). 

Press I ShHt] to select next target. 


Priority 


Select party high piiority target. 


Self 

0 

Select player character. 

Chat 

Q 

Toggle chat window on or off. 

Tnrti Left 

0.0 

Turn left. 


Action 

Default 

Description 

Turn Right 

0.® 

Thrn right. 

Vie sum # 

0-0 

Use skill in chai Skill Qar position. 

Move Backward 

S .0 

Walk backward. 


jV/ijrc Forward 


0.0 Jog forward. 


Screenshot 


Print Scre^ Create an image in BMP format of the 
current screen. 


Cancel Aeiion 


Reverse Direction 


Oytet! Backpack 


Cmdt I 

IfTI 


Cancels current game action. 


B 


Face character in oppodte direction. 


Opens backpack w'iiidow. 


O^jcn Belt Pouch 


(ED 


Opens character belt pouch. 



Open Sack t 


(ED 


Opens diarjcter sack L 


Open Sack 2 


(ED 


Opens character sack 2* 


Open tPindcnvjJ i 

\Iap (U) 

Open windowed region map. 

Aittomatic Run 

0 

Run until another action is taken. 

Toggic A II Hags 

m 

Show or hide all bags.. 

Open Friends 


Open friends list. 


Open Citiiil 


Open guild rosrer and sraais. 


Latm& Qdfk TcS£te 


Hold this key down to toggle between 
En^Jkh and the system default language. 
IME Key 2 (on Asian language keyboards). 


Target Nearest Ally 

0 Select nearest ally or NPC. 



Open Score Chart 

Open mission score chart. 

Reply [Backspacel Starts a reply to the last player eo send 

you a wliisper. 


Useful Cofflmaflfls That 
Cannot be Reassigned 


Screenshot, fw UI [ShHt] Print Screanl Take a screenshot that doesnT 

display any of the UI (User Interface), 


Tiix^h' UI 


CtfllShIttli-n Till ns the UI on or off* 


Useful Commands That 
Don’t Have a Default Key 

Tdi^ Party Member 1-S — Select party member in party lilt #!-#&. 
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Default Controls, Emotes dr Special Commands 




Emotes &• Special Commands 


Command Text Shovn 


Animated? 


Command text Shotn 


Animated? 


The various targeting commands 
(Target Nearestf Target Nextj 
Target PreviouSj Target Selff and 
so forth) can he Hfesavers. If 
there^s complex comhat boiling 
around you^ it can often be hard 
to dick on the opponent or ally 
you want to select next, and even 
a couple of seconds of hesitation 
or searching can mean failure. 
With Target Nearest, yon can work 
your way through your opponents 
one at a time; each time one dies, 
hit it again fo find the next one* 
C}r cycle through them with Target 
Next to select the specific one 
you want to attack first* 

If you use the keyboard for 
targeting, you almost certainly 
want to assign keys to your 
party members. (If you*re a 
healer, it^ all but mandatory.) 
The easiest assignment uses the 
F-keys (but that eliminates their 
original functionality) or the 
tiumherpad numbers. 

One other note: If you fall into 
an automatic pattern of faking 
out one opponent at a time (in 
cooperative play), watch out for 
monsters who create a Spirit* 
Unless you want to destroy the 
Spirit, he careful how rapidly you 
auto-target a foe — sometimes 
you can be too trigger happy. 


Of course, youTl try out the various 
emotes next time yoidre waiting for 
your la^t party member to show up, 
hut the dance emotes are worth par- 
ticular note* They are*, .astounding* 
might even find Yourself creating 
a new character of each profession 
(and each sex) Just to try them out. 
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/point 

<character> points. 

Y 

/poisdcr 

<cliarac[er> ponders die situation. 

Y 

/pout 

<c;haTacter> pouts. 

Y 

/ready 

<charac[er> is ready for acdoii! 

Y 

/roar 

<character> roars. 

Y 

/rolJ <#> 

<charac[cr> rolls <x> on 



a <#> sided die. 

N 

/salute 

<character> salutes. 

Y 

/scratch 

<character> scratches. 

Y 

/shoo 

<character> thoos you away. 

Y 

/sigh 

<characccr> sighs. 

Y 

/sit 

No text shown. 

Y 

/sorry 

<charjcccr> apologises. 

Y 

/stand 

No text shown. 

Y 

/laiiiir 

<clt;irsiCEcr> maizes a rude gesture. 

y 

/violin 

<diajacter> plays the viohn sadly. 

y 

/wave 

< character > waves. 

Y 

/yawn 

<charai:teT> yawns. 

Y 

j 

<characier> says, "Yes” 

Y 

/no 

<character> says, “No.” 

Y 

1 /iii?? 

Shows the amount of dine >idu 
liave slaved character in hours 
and luimires. 

N 

/deaths 

Shows the number of tunes 
that character has died. 

N 

/healtfi 

Shows you your current health 
ajid Energy’ out of )cuji' maxiiimm 
health and Energ>t 

N 


/afk 

No text shown. 

Y 

/agree 

<chacactor> agrees. 

Y 

/attendon 

<characteT> comes to attention! 

Y 




/beckon 

<chii;facter> beckons. 

Y 

/beg 

<character> begs. 

Y 

/boo 

<cli3racter> scares you! 


/bored 

<characteT> is bored. 

Y 

/bow 

<cliaracter> bows. 

Y 

/bowhead 

<chaTactei> bows his head. 

Y 

/catclihreadi <characTcr> stops to catch Ith 



breath. 

Y 

/clap 

< character > daps. 

Y 

/cheer 

<cli3r3ctcr> cheers. 

Y 

/congrats 

<chaiacteT> congratuladom. 

Y 

/dance 

■ccli3ractcr> starts dimcing. 

Y 

/doh 

<cbaracter> smacks has head Doh! Y 

/doubletake 

< char act (?f> does a double take. 

Y 

/drum 

<character> playi the drmm. 

Y 

/excited 

<cliaracter> is excited! 

Y 

/hstshake 

<character> shakes, a fist angrily. 

Y 

/ flex 

<character> flexes. 

Y 

/flute 

<character> plays the fiute. 

Y 

/goteam 

< character > cheers wildly. 



“Go Team!” 

Y 

/guitar 

<chaTacter> plays a mean 



air guitar. 

Y 

/lielp 

< character > requests help! 

Y 

/highfive 

<character> says, “Hi^ Five!” 

Y 

/jump 

<charactcr> jumps. 

Y 

/kneel 

<chaxacter> kneelsn 

Y 

/litugh 

<charactcr> laughs licardlyv 

D 

/moan 

<chajactet> moans. 

y 

/no 

■ccliaracier> says/' No” 

Y 

/paper 

<character> plays paper, rock, 



scissors. 

Y 

/pickme 

< character > says, “Pick me!” 
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Helpers 

Henchmen 


For the lone adventurer who could use 
some help exploring new areas or 
completing tasks, adding a henchman 
or three can give you just the assis- 
tance you need. There are a variety of 
henchmen to choose fix3m, so it*s easy 
to round out a party no matter what 
your player character professions are. 
While not as intelligent or sociable as a 
party of player characters, henchmen 
can help get the job done, whatever 
the job might happen to be. Henchmen 
are only available to roleplaying charac- 
ters, and you find them in towns and 
outposts scattered throughout the world. 

You meet your first henchmen when 
you enter the Ascalon Academy to join 
the Guard, You won’t be able to choose 
your henchmen at this time, but itHl 
give you a taste of what grouping with 
a henchman can be like. While you 
can't order the henchmen around, he 
or she does follow you and assists in 
your battle against the Grawl. 

Once yon begin playing in the 
R.uins of Ascalon, you have more 
choices ai^ailable for which henchmen 
join you on your adventures. At lower 
levels, you only have four henchmen 
available to choose from, and their lev- 
els match the levels of the areas you'll 
be exploring, hi Ascaion City, you meet 
Orion Elek, Alesia Baptiste, Reyna 
San dor, and Stefan Baruch. Choose 
your henchmen wisely based on the 
skills your party is currently lacking. 

For example, if you don’t already have 
a Monk in the party, Alesia is an excel- 
lent choice to bring along. Parties with 
lots of casters will probably prefer Stefan 
(the Warrior) to keep your enemies at 
bay so you can sling your spells* You 
can ask as many henchmen to join you 
as the party size limits will allow* 

As you travel farther away from 
Ascalon City, new henchmen are 
available at the outposts and towns. 
Eventually you’ll be able to invite 
Little Thom, Valyr Morghulez, Edren 


Merrick, and more to your party* Wliile 
henchmen can be extremely useful, 
there are a few things to keep in mind 
about them. 

• Henchmen will share in party loot, 

so you’ll likely notice fewer item 
drops if traveling with a lot of 
henchmen. 

• Henchmen stay with you (and even 

level) until you enter another area 
with henchmen, such as a town or 
outpost. Your henclinien’s level will 
then be reset to the level of the 
other henchmen in the area. 

• Henchmen can die and suffer death 

penalty. Henchmen return to life if 
you resurrect them, enter a town or 
outpost, or when you move from 
one adventure area to another* 
Death penalties only erase after 
entering a town or outpost, or by 
working off the penalty through 
killing foes* 


Pets 

Pets are similar to henchmen in that 
they can’t be directly controlled and 
are subject to gaining experience and 
dying as they travel witii you, but the 

Henchmen 


By Andrea Siha 


similarities end there. A character can 
obtain a pet in one of two ways. 

Rangers acquire pets by using the 
Charm Animal skill. After taming an 
animal, any time they enter a mission 
or explorable area with Charm Animal 
on their Skill Bar, the pet appears 
beside them and stays with them until 
death or until the Ranger enters a 
town or outpost. Animal companions 
range from Melaiidru's Stalkers (cats), 
to moa birds, to wolves and other 
beasts. Just about any animal that shows 
green can be tamed. Rangers can also 
improve their pets through the Beast 
Mastery attribute and related skills and 
their pets gain levels much like hench- 
men do during battles. 

Necromancers’ pets are more tempo- 
rary* obtained by animating the corpses 
of the fallen* These pets eventually 
expire unless healed or reanimated 
from a fresh corpse* 


Henchman 

Responsdiilety 

Description 

Orion Elek 

Mago 

Orion specializes in Fire Magic and ptnsierful AoE spells. 

Baptiste 

Healer 

Alesia is a competent healer who can also resurrect. 

Reyna Saiidor 

Archer 

Reyna is a support damage dealer, adept at keeping herseli out oi 
harm's way as she shoots from afar. 

Sic fail Bsiriu'li 

Fi gli ter 

Stefan, a brawny wvord fighter, distracts foes liy wading 
riglit into melee with them. 

Liitlv Thdm 

Brawler 

Little TtlOm doesjiwt wdlal the name implies — he brawhl He also 
wields ail 

Claude 

CultiM 

Claude draws cm Itis skiJh as a Neatnnancer to raise 
I'anquidied Ibes from die dead to figlit as ilio plaj'er s undcad arttiyn 

IluiihiAiii 

Et'tfhauwr 

]>unliain has subtle hut powerful jiUUiries as a Mesmer that ecrnie in 
handy wdien you need baok-up in tin? firepower department, fust don’t 
expect him to mbi it up. close range. 

Una Bsivmi 

Frotecror 

Etna is a specialized healer that favors Heahiig atjd 
Prntecnon Prayers. She w'orks iu the backj^rottiid. 
keeping your party heated and shielded. 


r 
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Helpers, Elementalist 


Elementalist 


By Laura ‘‘Taeta ” 


Mistress of 
the Elements 


Five Reasons to 
Be an Elementalist 


iementflUsts are 
amazing damage 
dealers and are 

^ V S extremely powerful 

against auy foe. While 

-* quick to die when 

targeted, an Elementalist is able to use 

offense as the best defense: Kill your 

enemies before they kill you! The 

Elementahst should be the highest 

damage profession in the game. On 

top o-f that, with more 

Energy than any other 

profession, and skills to MriHE 

keep chat Energy through- 

out the battle, they are able 

to keep dealing damage all 

combat long. 

The key to playing an Elementalist 
is to keep casting! The incredibly 
helpful Aura of Restoration restores 
your Health as you cast speJIs. If you're 
an Earth Elementalist, use the skill 
Kinetic Armor to improve your 
armor; this spell recharges itself A 

each time you 
cast. Energy 
management is very 
important as an Elementalist; 
unless your secondary is a Mesmer, 
make sure to keep your Elemental 
Attuiiements on all the time to con- 
serve Energy, and use Glyphs whenever 
they are ready! 

"When choosing your element, take 
a number of factors into account. For 
example, the Fire element does the 
most damage but doesn't have any 
defensive skills. Also, as it is a popular 
element, more people arc prepared to 
defend against It. Earth is more defen- 
sive and less popular, but doesn't do as 
much damage. 


Damage! Elementalists do a large 
amount of damage with their 

highly piftetit skills^ J'f^ikhci^r 

element yon choose, you'll 
find plenty of spells with which to 
hurt your target. 

Only EkmaUifiist primaries hatfe 
the Energy Storage special 
attribute, which increases your 
maximum Energy letfel, as well as 
impromng nuttiy speiis that help 
you with Energy renewai Emt if 
you're concentrating on healing (as 
a Monk secondary) or another 
profession's skills, the extra 
Energy of an 
primary is a blessing. 

Element a! ists aren't solely focused 
on damage dealing. Many of the 
spells hatfe other effects as ttfell. 
For ittsiance, Blinding Flash (Air) 
blinds your opponent, Earthquake 
(Earth) knocks them down, and 
Deep Freeze (Water) slows 
their motretnefU. 

Elementalists can also buff and 
protect. For example, there are 
Elementalist spells such as 
Windbonte Speed (Air), which 
improves an ally's moifemeut (tfs. 
attack), Kinetic Annor (Earth), 
which improifes the ElemetUalisFs 
armor, or Mist Fortn (Water), 
which nullifies physical attacks 
agaittsi the Elemetitaiist. 

Elementalist Attunements improve 
your Energy-to-dantage ratio, and 
C/yp/r.s improve your efficiency 
even fiirther. 
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When going into a cooperative 
player battle, be aware of your sur- 
roundings. If you're in an area with lots 
of lava. Fire spells aren't likely to do 
you much good (since your enemies 
will probably be Fire-based), Wliile you 
aren't likely to focus on more tlian one 
element, if you find your element lack- 
ing, switch to skills from your second- 
ary profession until you are back in an 
environment that suits your primary 
profession better. 


Aura of Restoration: The best time to 
use this sld)l h when you're spamming 
low-cost Energy skills because it keeps 
your Energy levels fairly full and also 
keeps the caster healthy. 

Ether Prodigy (elite); This skill boosts 
Energy regeneration at the cost of tak- 
ing serious damage at its cessation. It's 
best to use when your Health is low. 
Beware of foes removing it since it will 
bistantly incur the damage penalty and 
leave the Elementalist in sorry shape. 

Ether Renewal (elite >r This is effective 
when stacked with numerous 
Enchantments, such as Aura of 
Restoration and Fire/Earth/ Air 
Attunemeot, and is able to fill the 
entire Energy bar when it's in effect. 
The best time to execute it is when 
Energy levels have ebbed to a very 
low level. 


Elemental Attunement (elite): When 
activated, any element-based skills 
(Fire, Earth, etc.) are essentially free. 
Combine this with the Attunement 
skills and they can be repeatedly 
spammed for free. This is especially 
impressive given that those skills are 
anything but cheap. Energy-wise, 

Glyph of Concentration: If you have 
trouble with Daze or are experiencing 
many interrupts, use this skill to nullify 
the effects. 


Glyph of Elemental Power: This 
increases the attributes for the speU 
you cast immediately after casting this 
spell. It's excellent for gettiiig the most 
out of higher-powered skills such as 
Lightning Orb. 

Glyph of Energy (elite); This is 
excellent for use with high Energy 
spells (25 Energy). 

Glyph of Lesser Energy: This is also 
excellent for use with high Energy 
spells (15 Energy). 

Glyph of Renewal (elite): This Glyph 
is ideal to drop before skills chat take a 
long time to cast/re charge, as it will 
accelerate the ability to let you re-use 
them more often. 


Attributes 
& Skills 


Energy Storage 

(Primary Elementaltsts Only) 

This is a very useful attribute! Not only 
does it improve the effects of spells 
such as Aura of Restoration, but it 
increases your maximum Energy, Try to 
max this attribute out! It's only avail- 
able to characters who choose 
Elementalist as their primary profession. 


These skills are not tied to any specific 
Elementalist attribute. They boost your 
spellcasting abilities in a specific way 
and some form natural pairs. 


Glyph of Sacrifice: Your next spell 
may be cast instantly, but it takes an 
additional 120 seconds to recharge. This 
matches up w'eli witli skills that already 
have a long recharge time, such as 
Restore life, so that a party member is 
instantly returned to battle. 


Air Magic doesn't do as much damage 
as Fire Magic, but the Air clement cer- 
tainly has its advantages! For one, most 
of the Air Magic spells have 25 percent 
armor penetration, letting them do 
more damage even if your target has 
Air or Elemental resistance. Air Magic 
also affects the skill Windbome Speed, 
which improves the speed of an ally by 
33 percent. The last advantage to Air 
Magic is in the spell Whirlwind. Even 
if your enemy has Air/Ughming 
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resistance, Whirlwind is the only Air 
spell chat does Cold damage! 

Air Attunement; This is excellent to 
use in combination with high Energy* 
cost Lightning spells, and is the non- 
elite version of Elemental Attunement 
(but only affects Air skills). 

Blinding Flash: This is a low recharge 
skill and is easily spammable. This is 
especially effective against Warriors and 
caii keep them completely Blind for an 
entire battle. Due to its liigh Energy 
cost, combine this with ajt Enei^ 
recovery skill to keep that Warrior in 
his place. j 

Chain Lightning: Like Deat±ily J 

Swarm for the Necromancer, this f§ 

spell bounces around, 

delivering terrific damage 

to lots of enemies. It is ^ 

not a skil] to waste on a 

single enemy* * 

Conjure Lightning; Use ^ - 

this in combination with 
a lightning wand to do ^ 

extra damage, or stack ^ 
it with another 
weapon that does 

electrical damage. A 

This is also good to ^ 

match up with Warrior /5 

skills Like Frenzy / , ^ 

and FI urry. 

Enervating Charge: 

While this skiU does less 

damage than some of your 1^0 

other choices, it inflicts 

Weakness on a foe. Just make ^ % 

sure the group knows this 

skill is being used and who 

your target is before you use it. It 

combines well with Stoning, 

Glimmering Mark (elite): This 
is fantastic to use against a lot ^ 
of Warriors when combined with 

''■p' j 

a Lightning wand because it will 
blind the target and those around 
lum. It's also a good match with 
Lightning Strike* 

Ughtnitig Javelin: This is a fast, 
spammable Lightning spell that is 


excellent for keeping a Warrior in a 
constant state of interruption* It also 
has a secondary use against Rangers 
who, though they have more resistance 
to Elemental damage, still have to deal 
with interruptions, albeit on a lesser 
scale than Warriors* 


Mind Shock (elite): This skill is great 
on almost any enemy type (save other 
Elem entails ts), as your Energy Storage 
almost guarantees you'll have more 
Energy than your ta^et,This is a good 
skill to start an attack with or to com- 
bine with Energy-draining skills from a 
Mesmer, ensuring that you'll always 
have greater Energy than the target. 

Shock: This touch-based spell will 
knock down a foe, and is helpful 
against eticroacliing Warriors. The 
downside is that it causes Exhaustion, 
so don’t spam tliis too heavily, or you’ll 
find yourself depleted quickly. 

Thunder Clap (elite): As with 
Glimmering Mark, every time an oppo- 
nent is struck with Lightning, they are 
knocked down. Just be wary: Every 
time an opponent is knocked down, it 
costs significant Energy 


Lightning Orb; This is one of the 
highest damage spells in the game, but 
it can be dodged due to its projectile 
nature* Combine this with Lightning 
Surge or Mind Shock so that the 
taiget cannot evade its 
crushing power. 

Lightning Strike: This is a 
cheap, fast, highly spamma- 
ble spell that can be used 
to discourage foes that are 
attempting an ill- 
planned escape. 

\ ^ lightning Surge 

^ < (elite): This is a 

V very short-duration 

Hex that will knock 
foes flat on their 
V backs* Combine 

this with 

Jk Lightning Orb 
^ ^ to inflict mas- 

r sive amounts of 

' ^ * damage (often 

A half a foe's 

J lifebar)* 

V Lightning 

r Touch: If you're 

in a party with a 
Water Elementalist, 
communicate with 
him and work 
together to use this 
spell ill combination 
with a water Hex to 
maximize damage. 
* You could also 
. combine this with 
^ Frost Hurst and Ice 

Spikes to really put 
the deep freeze on 
an opponent- 


Eartli Magic is the most defensive of 
the elements* Witli skills such as Armor 
of Earth, fCinedc Armor, and Magnetic 
Aura, Earth HementaJists are less likely 
to die than their more aggressive 
brethren. And while it doesn't have as 
many damage spells. Earth spells such 
as Aftershock, Crystal Wave, and 
Stoning do a good deal of damage to 
opponents. This is a great, weE-rounded 
attribute to emphasize, and as most 
Elementahsts are Fire or Air, not many 
people come into battle with skills to 
defend against Earth* 

Aftershock: This is an AoE that does 
tremendous damage and, if the foe is 
knocked down, deals a second helping 
of damage. Combining this with 
Whirl w'ind or a Hammer Warrior 
provides staggering effects* 

Armor of Earth: Thi.s boosts armor 
significantly but also slows you down* 

It is great when trying to stand up 
against serious damage, provided there 
is a healer nearby just in case die battle 
fray gets too intense* 
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Crystal Wave: This AoE spell ignores 
all armor, so it's equally effective 
against all creatures and is combinable 
w^ith all manner of Conditions. 

Earth Attimement; Combine this with 
liigh Energy- CO St Earth spells. 

Eruption: This is a great spell for bog- 
ging down a pack of Rangers or an 
army of Warriors. Combine tliis with 
Grasping Earth or Earthquake to really 
keep them mired until the secondary 
effect (Blindness) can kick in. 

Orit&piijg £iirili: TLiis ia a pului-blaiiK 
AoE that grants armor but slow's the 
recipient down. Thus, you should con- 
sider carefully whether to use it. It is 
definitely not something to be cast on 
a group of Warriors. 

Iron Mist; This is somewhat tricky to 
use because it slows your enemy down 
to a crawl, but leaves them vulnerable 
only to Lightning attacks. This is also 
excellent for pinning foes in AoE's 
such as Maelstrom and Eruption, 

Finally it*s a great escape spell, granti- 
ng time to get away. 

Kinetic Armor: This armor-boosting 
spell has a short duration unless you 
keep casting. Use this with builds when 
you plan to spam a lot of spells, so that 
your armor boost never wears off. 

Magnetic Aura: This is ideal for using 
against a pack of Warriors because it 
gives you a 75 percent chance to block 
for the next ten seconds. It's probably 
not the best spell to use against heavy 
casters, however. 

Obsidian Flame: This is a very cheap 
(but high Exhaustion) skill that pene- 
trates arinor and does very heavy dam- 
age. Try to combine it with other 
Elementatiscs casting the same spell for 
tremendous amounts of damage. 

Obsidian Flesh (elite): This prevents 
any hostile spell from targeting the 
beneficiary. Combine it with Grasping 
Earth and Eruption as the foe scram- 
bles to find some way to cope. 

Stone Daggers: This cheap, fast, spam- 
mable attack hits twice, so it's excellent 
for nullifying Reversal of Fortune 


(Monk). Combine this with Kinetic 
Armor or Ether Renewal for 
added value. 

Stoning: Much like Lightning Orb, this 
is a high damage, direct attack spelL If, 
however, it hits a weakened target, it 
will knock down the target. Combine 
tills with Enfeeble (Necromancer) and 
Earth Attuuement to blunt the 
Energy drain. 

Ward Against Elements; This is a 
fantastic spell for dealing with 
Elementalists and Ranger groups that 
are heavy on Fire-based attacks, since it 
can mitigate the damage from 
such sources. 

Ward Against Foes: This is great to 
combine with AoE attacks such as 
Eruption as it will slovr down all foes 
snared within its reach. It's also excel- 
lent for preventing groups of enemies 
from retreating in swift fashion. 

Ward Against Melee: Ideal against 
packs of Warriors, this is also beneficial 
because it can't be removed, since it 
isn't cast on a particular person. Just be 
wary of having a team group nearby as 
it will open them up to AoE attacks. 


Fire Magic 

Fire Magic is the ultimate offensive 
element. Every Fire spell is offensive 
and does a lot of damage, which can 
be somewhat of a disadvantage when 
the situation calls for defense. Still, 
spells like Meteor Shower, Mind Burn, 
Phoenix, and Immolate promote the 
"offense is the best defense" theory. 

Conjure Flame; Combine this with 
Fire-based weapons such as a fire wand 
for extra flame damage. 

Fire Attunement: This is much like its 
Attuuement brothers in that it returns 
the Energy lost when cast. 

Fireball: This grenade-like spell is ter- 
rific for tossing into the midst of a 
group of enemies. It's a good match for 
Meteor since foes will be knocked 
down &om Meteor and will be easy 
prey for the follow-up Fireball. 

Flame Burst: This is great to use when 
yon want to rush into groups of ene- 
mies and let loose. Use this after 
Inferno and foes will scramble to get 
away from the devastating combo. 
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Flare: This cheapo fast Fire spell 
combines well with Ether Renewal 
and Mark of Rodgort for extended 
Fire damage. 

Immolate: This is a good spam attack 
to keep a foe burning. It is also a good 
spell to finish off an escaping foe. 

Incendiary Bonds: This spell casts a 
Hex on a target that sets them aflame 
and does a huge amount of damage. 

It is also good for throwing down 
on groups. 

Infemu: This is a poiriL-btank AoE 
spell that is excellent to combine with 
any spells that slow enemies down, 
since it will prevent their escape from 
its deleterious effects. 


Rodgort's Invocation: Combine this 
with Fire Attunement or Glyph of 
Energy to deliver a devastating, albeit 
high. Energy-cost, attack. 

Searing Heat: Tliis is a very expensive 
spell that is best used with Fire 
Attuncment (to mitigate Energy loss) 
and Meteor (to hold foes in place). 
ITie damage output on this spell 
is very high. 


Conjure Frost: Use this with a frost 
wand or other Cold-based attack to 
enhance their efficacy in battle. 

Deep Freeze: This is a buffed version 
of Ice Spikes and is very effecdve 
against large groups of foes. Naturally 
it is also excellent at preventing large 
groups from escaping. 

Frozen Burst: This spell works well 
with Inferno and Crystal Wave 
and Is excellent at preventing 
enemies from 


escaping. 

m ' Ice Prison: Use ibis Lu 
^ slow enemies down, but do 
not use it if the team is also 
hosting a Fire Elementalist 
since flame spells will cancel 
out the effects of 
this spelL 

Ice Spear: This is a close- 
range, fast, spammable, 
and high damage spell. 

1^^ Ice Spikes: This is a direct 
damage spell with a sec- 
I ondary, slow compo- 
nent- Combine this 
with Maelstrom or 
Water Trident. 


Like Earth Magic, Water Magic is 
more defensive than offensive. 

Mist Form, Ward Against 
Harm, Armor of Frost, 

Armor of Mist, and other ABH 

defensive skills aid Water 

Elementalists in staying 

alive and make the Water 

Elementalist a good pri- 

maty profession fot a heal- 

er. Unfortunately, thougli, 

the offensive Wacot spells 

tend to do less damage 

than any of the otlier ele- L^r 

ments; their main advan- 

tage is that many of them 

slow your target down. 

_ 

Armor of Frost: \ 

On the one j|| 

hand, this provides 

protection against 
melee attacks, but 
be wary of Fire-based 
blo'ws, as this will allow 
more damage to get 
through. 

Armor of Mist: Not 
only does this strengthen 
your armor, but it also 
increases movement 
speed, making it one 
of the best spells for 
escaping a very bad situation. 

Blurred Vision: Cast this on 
Warriors to increase their miss rate 
to 50 percent and, as it's an AoE 
spell, use it on large groups tiiat 
are clumped tightly together. 


Lava Font: This AoE spell is a good 
one to combine with Inferno and 
Phoenix, or any other skills that keep a 
foe pinned in one area, so that the lava 
can work its burning magic. 

Mark of Rodgort: Combine this Hex 
with a fire wand or any other Fire- 
based attack to keep a foe burning for 
an extended period of time. 

Meteor; This is a cheap, Jong- lasting 
AoE spell. lt*s great for pinning down 
enemies, then hitting them with anoth- 
er AoE spell such as Inferno to really 
light them up. 

Meteor Shower: This is a very expen- 
sive, slow-casting spell and executes 
tliree bursts of knockdown. It is very 
difficult to pull off and its tremendous 
Energy cost can make using it 
very tricky. 

Mind Burn (elite): Unlike the other 
Fire spells, this one has an extended 
period of immolation. The downside is 
that it will only work if the target has 
less Energy than the caster, so make 
sure that requirement is satisfied before 
letting loose. 

Phoenix: This long-casting spell is 
great for doing serious damage to a 
single foe, but its slow casting time 
makes it easy to run from. Combine 
tins with any spell that has a slowing 
effect to get maximum results. 


Jk Maelstrom: Use 

this to disrupt a 
group of 
casters as 
each time it 

hits, they'll be interrupt- 
ed. Combine it with 
other Ice spells to keep 
the group in place 
while the shards of 
I Ice rain down on 
I their heads. 


Mind Freeze: If 
your foes have less 
Energy, this is a good 
spell to slow them down. 

Mist Form (elite): This reduces 
all damage from any attacks to 
zero (from Warriors ai:d Rangers 
for example). Tliis is not a good 
spell to use when dealing with 
i caster-heavy groups, though. 
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Rust: This is a good spell to use on 
Monks with Bane Signet or Warriors 
with Healing Signet» as well as any 
other team heavy in Signet usage. 

Shard Storm: Much like Lightning 
Orb and Stoning, this is a projectile 
attack that slows down a single enemy. 
The key to this spell is that it is cheap 
and spainmable, so it's good for pre- 
venting a group from escaping. 

Swirling Aura: This is excellent pro- 
tection against a shower of arrows from 
Ranger-centric groups, as it w^iJl allow 
the caster to evade all incoming 
projectiles. 

Ward Against Harm (elite): This gives a 
massive boost in armor against any 
group that^s heavy in Fire-based 
attacks. It’s also excellent on your 
base armor stat. 

Water Attunement: This is good for 
midgating the cost of high Energy, 

Cold spells as it replenishes the Energy 
spent on such spells. 


Water Trident (elite): This is a fast, 
spammahle projecdle spell that knocks 
down foes. It’s fantastic as a primary 
damage spell and is also great for pin- 
ning down groups of enemies, after 
which another caster can drop a heavy- 
damage AoE on them. 


Secondary 




Mesiner 


The Elementalist/Mesmer is one of the 
best damage dealers in the game, com- 
bining Elementaiist attacks with 
Mesmer Hexes and, most importantly, 
Arcane Echo. Energy Storage is one of 
the prime features of this profession 
combo, a feature not available if you 
flip into a Mesmer /Elementaiist. 


As an Elementalist/Mesmer, you 
have the opportunity to be extremely 
offensive, so you might as well take it! 
Concentrate on the Fire and Illusion 
Magic attributes (and, of course, 

Energy Storage) to take advantage of 
some special tricks that only this pro- 
fession combo can play. The most 
important skills to have are the elite 
skill Mind Bum (from your 
Elementaiist half) and Arcane Echo 
(from your Mesmer half). Fill in the 
rest of your skill slots with damage- 
dealing skills such as Flame Burst or 
Flare, and bring along Aura of 
Restoration, Fire Attunemeut, and 
Glyph of Lesser Energy. When you go 
into battle, cast Arcane Echo, follow'ed 
by Mind Burn. Yju can now cast two 
Mind Burns on your opponent, and 
because of your increased Energy due 
to Energy Storage, you are almost guar- 
anteed to have more Energy than any 
other enemy, save other Hie menta lists. 
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Elemental ist/ 
Monk 

Elementalist/Monks are extremely 
powerful healers and a popular combo. 
With Energy Storage, an 
Element all st/Monk can cast a lot more 
heals before she runs out of Energy 
chan a Monk primary can. Because of 
tliis, many Elementalist/Monks are 
more like regular monks in disguise! 

If you want to he a true 

YjiVcTncrAa1aiit,/lAuri\k, you xrngVrt. coxiccn- 

trate on the Water attribute. Mist Form 
and Armor of Mist help protect you, as 
you will be a very popular target. On 
your Monk side, concentrate on either 
Healing or Protection Prayers, 

You can also choose to follow the 
Earth Magic attribute, with the 
extremely useful Kinetic Armor and 
Magnetic Aura spells. Though the 
defenses in the Water Magic attribute 
are more effective, Kinetic Armor is 
renewed each dme you cast a spell, 
making the effects last for a longer 
period of dme. Eartli Magic's offensive 
skills are also more harmful than Water 
Magic's, wliich is another draw. 

Elementalist/ 

Necromancer 

Necromancer is a good secondary for 
any Mesmer, Elementalist, or Monk. As 
these three professions often get target- 
ed during PvP, a Necromancer second- 
ary specializing in Blood Magic allows 
you to continue doing damage while 
maintaining your Health. 

Choose your favorite Elementahst 
element — all work well with a 
Necromancer — but make sure to put 
some points into Energy Storage (as 
always). On your Necromancer side, 
concentrate on Blood Magic skills such 
as Vampiric Touch, Vampiric Gaze, or 
Life Transfer, If there are many enemies 
attacking you in close quarters at once. 
Unholy Feast is another good spell to 
use. If your allies are close to you and 
you have a corpse at hand (creating a 


low-level minion h a good way to get 
a corpse), use Well of Blood or 
Well of Power. 

Elementalist / 
Ranger 

This is another unusual combination to 
play. As an Elementalist, you won't get 
Expertise and you probably won't use 
Marksmanship, since you'd need to 
switch to a bow to use most of the 
skills in that attribute. That leaves 
Wilderness Survival and Beast Mastery. 
Beast Mastery is marginally useful with 
your portable pet tank. Wilderness 
Survival will give you fair self-healing 
power with Troll Unguent. If you 
decide to try this combination, explore 
your options carefully. Your best bet 
would be to put most of your points in 
Elementalist attributes and pick up the 
few Ranger sldlls that would comple- 
ment your play style. 
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Elementalist/ 

Warrior 

Most Warrior attacks and skills are 
designed for close combat, meaning 
you have to wade hip-deep into the 
fray, A Warrior secondary doesn’t have 
as much armor as a Warrior primary, 
wliich makes it a difficult secondary 
profession no matter what. As an 
Elementalist primary, your armor isn't 
very strong, making this an even more 
difficult combo to play! 

The Elementalist/Warrior should 
put a majority of his points into 
Tactics. Consider keeping a few battle 
cries such as "Watch yourself!" and 
"Shields up!" ready in your arsenal, 
and most importantly, have Healing 
Signet close at hand. 

One positive aspect to being up 
close and personal with a Warrior 
weapon (axe, hammer, sword) is that 
you can take advantage of some of 
your area-of-efFect (AoE) attacks. If 
you're a Fire Elementalist, use skills 
like Flame Burst, Inferno, Lava Font, 
a!5d Phoenix, 

The downside to concentrating 
on the Fire elemental Magic attribute 
is your lack of defenses. Make sure to 
take Warrior defense skills such as 
Bonetti's Defense. 



Because of their high damage- dealing 
abilities and AoE attacks, El ementa lists 
make wonderful cooperative player 
characters. Whether you are defensive, 
offensive, or in between, you are an 
asset to any group. 

If you want to play your 
Elementalist defensively (this is a good 
idea if your secondary is a Monk), stick 
with the Water element. Skills such as 
Mist Form will save your life in sticky 
situations, and the ability to slow your 
enemies down while you make a get- 
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away can be the difTerence between a 
failed or successful mission. 


Cion if one Elementalist craps a group 
of enemies with Deep Freeze while 
another destroys them with a Meteor 
Shower, Meanwhile, a Ranger could be 
hammering away with Barrage attacks. 
Succeeding with these tactics requites 
good team communication, comple- 
mentary skills, and excellent timing — 
and when it all comes together, the 
results are awesome to behold. 


The £lementalists‘ mam strengths 
include their innate ability through 
Energy Storage to increase their mans 
Energy pool, and the varied options 
tliey have when it comes to dealing 
damage. They boast some of the most 
impressive AoE skills in the game. Air 
and Water Magic skills not only deal 
significant damage, but tliey provide 
bonus effects — for instance, mflicting 
Conditions or slowing targets. 

The better Element alists will focus 

on "burst" damage, using their large 
Energy pool to release a chain of spelts 

to quickly bring down the Health of 
single or multiple targets. While the 
Elementalist may have ample time to 
allow his vast Energy pool to regener- 
ate once his immediate enemies have 
been defeated in missions and 
explorable areas, in PvP she will not be 
afforded that luxury. In PvP play, the 
Elementalist might want to make a 
conscious effort to conserve his "burst'" 
damage for when it will actually kill a 
target. In the meantime, make good use 
of the more defensive or udlity skills 
(such as blinding with Air Magic, slow- 
ing with Water Magic, or raising every- 
one's melee evasion or Elemental 
resistances with Earth Magic. 


On the other hand, if you're going 
for a more offensive apprc>ach, your 
best bet is a Fire Elementalist, The AoE 
attacks of Fire El emeu tails ts (Inferno, 
Fireball, Flame Burst, and so forth) are 
extremely effective, even if most of 
them require you to get up close and 
personal with your enemies. Just make 
sure you have a good healer as a team- 
mate (or a Necromancer secondaryl) 
and you'll be fine. 

The middle routes, of course, 
would be Earth or Air. While Earth is 
more medium-defensive and Air is 
more medium-offensive, either of these 
elements make great middle-of-the- 
road choices for a balanced 
Elementalist. 


ElementaEsts have two primary 
weaknesses. Low armor value is the 

first, and the other relates to their 
spellcasting repertoire. Because ail of 

their damage comes from spells, and 
some of the more powerful spells have 
longer cast times, Elemeiitalists can be 
effectively shut down by an anti- caster. 
Knowing and understanding these 
weaknesses allows you to find success- 
ful tactics for countering them. From 
Earth Magic skills you can add a hefty 
amount of all-purpose armor, tlirow up 
wards that provide protection against 
both melee and Elemental damage, or 
even a ward that will slow all enemies 
within its range. Ward Against Foes 
gives opposing Warriors a hard time 
when they try to reach you or any 
nearby allies. For some spells. Glyph of 
Concentration makes a handy additioti 
to your SkDl Bar (or Mantra of 
Resolve if you've got a Mesmer sec- 
ondary). 


Often, triumph is delivered to those 
who control mobility on the battlefield 
Elementalists have some of the 
strongest abilities when it comes to 
impairing the movements of large num- 
bers of enemies. The most talented 
Elementalists gp beyond their brute 
force damage spells to take advantage 
of these. 


Water Magic offers a good balance 
of damage combined with movement- 
impairing effects. Spells like Deep 
Freeze, Frozen Burst, and Water Trident 
not only deal damage but slow or 
knock down your enemies — preventing 
them from getting to you or 
getting away. 

Earth Magic has Ward Against 
Foes, which slows down all the ene- 
mies that enter its area. While it can be 
easily avoided, it can't be removed like 
the slowing effects of Water Magic. 

Snaring spells really shine when a 
team coordinates their tactics so that 
heavy area damage lands as soon as the 
snares take effect. Imagine the devasta- 
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Elementalist Skills 

Energy Storage 

(Primary Elemetitalisis Oiily) 


(No Attribute) 




Look for new skills to be added Co Crii7d Wars over time. 


Aura of Restoration 

Source: Quest Kingdom of AstalorVVendor, Ascalon City (Ruiik) 
Cost 10 Casting lime 1/4 

Duration 60 fectjsf lime 20 

For 60 seconds^, you are healed for 152-400i?^> of the Energy cost 
each timeyou cast a spell. 

Elhgr Prodigy (gCrte) 

Source: Jyth Sprayburst (Wmdrider Boss) 

COST b Losing lime l 

Duration 10-25 ^ecf7Sf lime 5 

Lose all enchantments. For 10-25 seconds, you gain Energy regen 
eration of 4. When Bher PLodigy ends, you take 2 damage for 
each point of Energy you have. This spell causes Exhaustion. 

Ether Renewal Idite) 

Socrrce: Issah Sshay, Vassa Ssiss (Forgotten Bosses) 

Cost 10 Casting Ume 1 

Duration 10 Recast lime 30 

For fO seconds, each time you cast a spdS, you gain 1-5 Energy 
and 5-20 Health for each enchantment on you. 


Elemental Aftunem^nt 

Source: Ceckokaru Earthwind (Dragon Boss) 

Cosf 10 Casing lime 2 

Duration 45 Recast Ume 60 

For 45 seconds, you are attuned to Air, Fire^ Water, and Earth. You 
gain 50% of the Energy cost of the spell each line you use magic 
associated with any of these elements, 

Ctyph of Concentration 

Source: Vendor, Camp Rankor 

Cosf 5 Casting lime I 

Duration 15 Recast lime 2 

Your next Spell cannot be interrupted and ignores the effects of 
being Dazed. 

ctyph of Elemental Power 

Source: Vendor, Port Sledge 

Cost 5 Casting Ume 1 

Duration 15 Recast lime 5 

Vour elemental attributes are boosted by 2 for your next speiL 


5oi;fce. FM Thunderwtng (Tengu Boss) 

Cosf 5 Casting lime 

Duration 15 Recast lime 

Your next spell costs 20 less Energy to cast 



Civptt of Lesser Ettergy 

Source.' Quest Kingiim of Ascalon/Vendor, Ascalon City (Ruins) 
Cost 5 Casing Time 1 

Duratm 15 Recast Jtme 30 

Your next spell costs 15 less Energy to cast 


of Renewal 

Sou/'c^' Clarion Shinypate, Lucid Jewetstone (Earth Elemental 
Bosses), Hayl Klaw Tuthan (Hydra Boss) 

Cosf 5 Casting Time 1 

Duration 15 Recast Time 15 

Your next spell recharges twice as fast as normal. 


Source.' Vendor, Camp Rankor 
Cosf 5 Casting lime 1 

Duration 15 Recast Time 15 

Your next spell may be cast instantly, but takes an additional 120 
seconds to recharge. 



Air Magic 





Air Attungmgnt 

Source: Quest Kryta-The Wilds/Vendor, Amnoon Oasis 
Cost 10 Casting Itme 2 

Durathn 36-60 Recast 7/me 60 

For 36-60 seconds, you are attuned to Air. t)U gain 30% of the 
Energy cost of the spell whenever you use Air l\4agjc. 

Biimlttg Flash 

5wrce.' Quest Kirtgdom' of Ascalon/Vendor, Ascalon City (Ruins) 
Cost 15 Casting 7/me 3/4 

Duration - Recast 7/me 4 

Target foe is Blinded for 3-tO seconds. 


Chain tightning 

Source: Vendor, Maguuma Stade 
Cosf 10 Casting J/me 2 

Duration - Recast J/me 20 

Target foe and up to two other foes near your target are struck for | 
10-100 Lightning damage, This spell has 25% armor penetration 
and causes Exhaustion. 

Cotqnre Lightning 

Source: Vendor, Camp Rankor 

Cos/ 10 Casting lime 1 

Duration 60 Recast JJme 60 

Lose all enchantments. For 60 seconds, if you're wielding a 
lightning weapon, your attacks stnke foran additional 1-16 
Lightning damage. 

Iiwmtfng Charge 


Source: Vendor, Crendich Courtoous€ 

Cost 10 Casting J/me 1 

Duration - Recast J/me 8 

Target foe Is struck for 5-50 Lightning damage and suffers from 
Weakness for 5-20 seconds. This spell has 25% armor 
penetration. 
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Gale 

Source: Quest, Kryte/Hengie of Denravi 
Cosf 5 Casting Time \ 

Duration 3 Recast Vme 5 

Knock down target foe for 3 seconds. This spell causes 
Exhaustbn (50% failure chance with Air Magic 4 or less.) 


GHiraa^nj; Mark {elite} 

Source Alana Pekpdt (Crawl Boss) 

Cosf lO Casdng Time 2 

Dufutbn 1-16 Recast Time 15 

For 1-16 secondfs], whenever target foe suffers Lightning damage 
that foe and all! adjacent foes suffer from Blindness for 5 seconds. 






Source: Quest, Kingdom of Ascafon/V^idor, Ascaion City (Ruins) 
Cosf 10 Casting Time t 

Dufuthn - Recast Jlme 5 

Send out a Lightning Javelin that strikes for 15-50 Lightning dam* 
age if it hits. If Lightning Javelin strikes an attacking fo^ that foe is 
interrupted. This spell has 25% armor penetration. 

Li^iliiiog Orb 

Source: Quest, Kryta/Vendor, Henge of Denravi 
Cosf 15 Casting Time 2 

Durathn - f^ast Time 5 

Lightning Orb flies toward target foe and strikes for 10-100 
Lighining damage if it hits. The spell has 25% armor penetration. 

LiiWng strike 

Source: Quest, Shiverpeaks (M)/Vendor, Lion's Arch 
Cost 5 Casting Vme \ 

Duratbn - Recast Time 5 

Strike target foe for 5-50 L'^htning damage. This spell has 25^1^5 
armor penetration. 



Lighlniflg Sufgp (elitej 


Source: Qss Washer (Foigotten Boss) 

Cosf 10 Casting Time 2 

Duratbn 3 Recast Time to 

After 3 seconds, target foe is knocked dovim and struck for 14-100 1 
Lightning damage. This spell causes Exhaustion. 



LightninK Touch 


Source: Vendor, Beetletun 

Cosf 15 Casting lime 3/4 

Dufutfon - Recast Time tO 

Targel'touched foe and alt adjacent foes are struck for KMO 
Lightning damage. Foes suffering from a Water Magic Hex are 
struck for an additional IMO Lightning damage. This spell has 
25% armor penetratim. 




Mind Sj^o<k (elite) 


Source: OkJ Red Claw (Griffon Boss) 

Cosf 10 Casting Time t 

Dorathn - Recast Time 20 

Target toe suffers 10-50 Lightning damage, [f you have more 
Energy than target foe^ that foe suffers 10-50 additional Lightning 
damage and b knocked do^vn. Tills spell has 25% armor 
penetralion and causes Exhaustion. 



Shock 


i 


Source: Vendor, Fishermen's Haven 
Cosf 10 Casing Jtme 3/4 

Dumthn - Secosr lime 10 

TargetTouched foe is struck for to-60 Lightning damage and is 
knocked down. Thb spell has 25% armor penetration. 


Thunderdap (ctite) 


Source: Chrysos the Magnetic (Mursaat Boss) 

Cost 10 Casting lime 2 

Dura^n 3-20 Recast lime 15 

For 3-20 seconds, the next lime target foe is struck for Lighmirtg 
damage, that foe and adjacent foes are knocked dowr>, and you 
lose 15-7 &iergy or Thunderclap ends. 



Whirlwind 



Source: Quest, Shiverpeaks (N)/Vendor, Lion's Arch 
Cosf 10 Casting Time 3/4 

Duration 2 Recast lime 20 

All adjacent foes take 15^ CokJ damage. Peking foes struck 
by Whirivwnd are knocked dewm. 

Windborng Sp<<d 


Source: Quest, Crystal Deserl/Vendor, Dmknar's Forge 
Cost 10 CasO'ng Ume 

Duratbn 5-9 Recast Time 

For 5-9 seconds, target ally moves 33% faster. 


Earth Magic 



Aftershock 



Source: Vendor, Marhan's Grotto 
Cosf 10 Casting lime 3/4 

Duratbn - Recast lime 10 

Nearby foes are struck for 2^100 damage. Knocked doiA'n foes 
are struck for 10-63 additional damage. 

Armor of Eaiiti 

Source: Quest, Ruins of AscalorVVendor, Yak's Bend 
Cosf 10 CosO'ng lime 3/4 

Dura^n 30 Reca^llme 15 

For 30 seconds, you gain 24-60 armor, but move 50-14% s]ower| 
than noimafl. 

Crystal Waw 


Source: Vendor, Maguuma Stade 
Cosf 15 CosO'ngllme 3/4 

Dura^n - ffecosf Hme 20 

Foes near you are struck for 10- too damage, hut are cured of any 
negative Conditions. This spell ignores amior and magic resistaiKe.| 


Earth AttiJtwmgnt 

Source: Quest Ruins of AscalorVVendor, Yak's Bend 
Cosf to Casing lime 

Duratbn 36-60 Recast Time 


For 3&-G0 seconds, you are attuned to Earth. You gain 30% of tht 
Energy cost ol the spell each time you use Earth Magic 
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Source: Quest, Ruins of AscaloiVVendor, Yak's Bend 
Cost 25 Casting Time 3 

Dura^on 5 Recast lime 30 

Cause an Eruption at target foe's location. For 5 seconds, foes 
near this location are struck for 5-34 Earth damage each second. 
When Eruption ends, foes in the area of effect are Blinded. 
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Source: Quest, Kryta-The Wilds^Vendor, Amnoon Oasis 
Cost 10 Casting lime 1 

Duratbn 5-17 Reca^Tme 30 

For 5-17 seconds, target foe moves 904b slower than normal. That 
foe gains immuni^ to damage from all sources except Lightning. 


K netic Armftf 


Source: Vendor, Fishermen's Haven 
Cosf 15 Casting Tme I 

Duratm 8 Recast Time 60 

For 8 seconds, you gain +1M0 armor. Wlienever you cast a 
spell, Kinetic Armor is renewed for S seconds. 


Magnetic Aura 


Sou/re: Quest, Rums of AscaloiyVendor, Yak's Bend 
Cost 10 Costing Time I 

Duratbn 5- 11 flecE3sf7/me 60 

For 5-1 i seconds. Magnetic Aura has a 75% chance to block 
melee attadis. 


Obsidian F ame 


Source: Quest, Crystal Desert/Vendor, Droknar's Forge 
Cosf 5 Casting Time 1 

Duration - Reca^ Time 5 

Deal 22-112 damage to target foe. This spell ignores armor but 
causes Exhaustbn. 


obsidian Flo^ (elite) 


Source: Obsidian Guardian (Behemoth Boss), Ham Coldstone 
(Forgotten Enchanted Boss) 

Cost to Casting Tme I 

Dura^n 8-20 Recm Time 30 

For 8-20 seconds^ you gain +20 armor and canrrot he the target 
of enemy spells, but move 50Qb slower. 


Sou/ce.' Quest Kir^dom of AsGloiyvendor, Ascalon City (Rums) 
Cosl 15 Casting Tme 4 

Duratm 10 Recast Tme 30 

For 10 seconds, the area around target loe is bombarded with a 
fain of fire that strikes for 5’-29 Fire damage each second. 


tron Mist 


sti>fte Daggers 

Source: Quest Kryta'The Wilds/Vendof, Amnoon Oasis 
Cost 5 Costing Tme 1 

Dura^n - Recast Tme 

You send out two Stone Daggers tf it hits, each Stone Dagger 
strikes for 3-24 Earth damage, 


Waj<f Against Foes 


Source: Quest, Shiverpeab (N)/Vendor, Lion's Arch 
Cost 10 Casting Tme 1 

Duratm 8^20 Reca^ Tme 20 

You create a Ward Agairtst Foes at your current location. For 8-20 
seconds, foes In this area move 50% slower. 


Ward Against MeJee 


Source; Vendor, North Kryta ProviiGe 
Cost 10 Casting Tme 1 

Duration S-20 Recast Tme 20 

You create a Ward Against Melee at your current location. For 
8-20 seconds, allies in this area ho^e a 5ff^b chance to evade 
melee attacks. 


Comiipg Flame 


Source: Quest, Shiverpeaks (N)/Vendor, Lion's Arch 
Cost 10 Casting lime 1 

Duration 60 Recast Tme 60 

lose all enchantments. For 60 seconds^ if youTe wielding a Fire 
weapon, your attacks strike for an additional 1 -16 Fire damage. 


Fire Altimement 


Source Quest, Kryta-The Wilds/V^dor, Droknar's Foige 
Cost to Casting Tme 2 

Duration 36-60 Recast lime 60 

For 36-60 seconds, you are attuned to Fire. Ydu gain 30% of the 
Energy cost of the spell each time you tee Fire Magic. 


Firestorm 


V- 




Source: Quest, Kryta-The Wilds^Afendor, Droknar's Forge 
Co5f 25 Casing lime 3 

Duration - Recast lime 15 

You invoke an Earthquake at target foe's location. All foes near 
this location are knocked down and are struck for 26-100 Earth 
damage. This spell causes Eidiaustron, 


Source: Vendor, Ice Tooth Cave 
Cost 15 Casting Tme 1 

Duration - Recast lime 5 

You send a fluny of stones at target foe. If they hit, the stones 
strike for 20-90 Earth damage. If target foe Is suffering from 
Weakness, that foe b knocked down. 


Grasping Earth 

Source: Quest, Kryta/Vendor, Henge of Denravi 
Cosf 5 Casting lime 3/4 

Duratbn 8-20 Recast lime 30 

For 8-20 seconds^ ail nearby foes move 50% slower but have 
+24 armor against physical damage. 


Elementalist: Skills 


Source Quest, Ruins of Ascalon/Vendor, Yak's Bend 
Cost 15 Casting Tme 1 

Duratbn 8-20 Recast lime 20 

For 8-20 seconds^ nearby allies gain +24 armor against Elemental 
damage. 


Ward Against Eiement^ 
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Fireball 


I Meteor 


Source: Quest Ruins d Ascalon/Vendor, Yak's Bend 
Cost 15 Casting lime 2 

Dorathn - Recast Time 10 

Fireball flies towar<j target foe and explodes on impact striking for 
7-] 12 Fire damage in an area, 


Source: Quest Kryta-The Wilds/V^ndor, Amnoon Oasis 
Cosf to Casting Jtme 5 

Dura^n - Reca^ Vme 10 

Call down a fiery meteor on your target foe. The meteor 
explodes, striking for 7'1 12 damage and knocking down anyone 
It hits, This spelt causes Exhaustion, 

Meteor Shower 


Source' Quest, Crystal DeseiVVendor, Droknar's forge 
Cost 15 Casting Time 1/4 

Duration - Recast Time 5 

All nearby foes are struck by jets of flame for 7-? 12 Fire damage 


Source: Vendor, Morth Kr^ Province 
Cosf 25 Casting Time 5 

Duratbn 9 Recast lime 60 

Exploding meteors strike tlie area near your target Each strikes 
for 7-112 damage and knods down anyone it hits. This spell 

E^lidUbLiufL 


Source: Quest, Kingdom of Ascalon/Vendor, Ascalon City (Ruins) 
Cosf 5 Casting Jsme \ 

Duration - Recast Time 

Flare flies toward target foe, striking for 16-^6 Fire dama^ J rt 


Soorre: Scelus Prosum {Titan Boss) 

Cost 15 Casting Vme 1 

Duratbn - Recast lime 20 

Target foe takes 15-60 Fire damage. If you have more Energy 
than target foo, that foe takes an additional 15-60 Fire damage 
and is set on fire for 1-7 second(s). This spell causes Exhaustion 


Phoenix 


Source: Vendor, Crendich Gxirihouse 
Cost 15 Casting lime 3 

Duratbn - Recast lime 25 

A fiery phoenix rises at your location, striking nearby foes for 7-1 12 
Fire damage^ and flies out to your target exploding on impact This 
explosion strikes for an additional 15-90 Fire damage. 


I mm of are 


Source: Vendor, Crendich Courthouse 
Cost 10 Casting lime I 

Dura^n - Recast Itme 5 

Target foe is struck for 5-50 Fire damage and is set on fire for 1 -3 
second[s]. 


Rodgotfs iiivwjtion 


Source: Vendor, Marhan's Grotto 
Cosf 25 Casing Time 5 

Duratbn - Recast lime 15 

You invoke the power of Rodgort at target foe's location. All foes 
near this location are struck for 7-112 Fire damage and are s^ on 
fire for 1-3 second(s). 


Source: Vendor. Copperhammer Mines 
Cosf 25 Qrs£rh^ lime 3 

Duratbn 5 Recast lime 30 

Cause Searing Heat at target foe's location. For 5 seconds, foes 
near tills location are struck for 5-29 Fire damage each second. 
When Searir^ Heat ends, foes in the area of effect are set on fire 
for 3 seconds. This spell causes Exhaustion, 


Inremo 


Source' Quest, Kryta/\fendor, Henge of Denravi 
Cosf 10 Casing Time 

Dura^n - Recast Time 

All adjacent foes are stmckfor 15-120 Fire damage. 


Source: Quest, Ruins of Ascalon/Vendor, Yak's Bend 
Cosf 10 Casting Time 1 

Duration 5 Recast Time 4 

For 5 seconds, foes adjacent to the locadort iivhere this spell was 
cast are struck for 5-29 Fire damage. 


Source: Vendor, BeetJetun 

Cosf 5 Casting lime l 

Duratbn 10-34 Recast lime 45 

For 10-34 seconds, you gain +40 armor against physial damage, 
but -24 armor against Fire damage. Armor of Frost ends if you 
use any Fire Magic. 

Armor of Mist 


Source: Vendor, Copperhammer Mines 
Cost 25 Casting lime 2 

Duration S-20 Recast Time 20 

For 8-20 seconds, whertever target foe is struck for Fire damage, 
that foe is set on fire for 1-3 second(s). 


Source: Vendor, Morth Kryta Province 
Cosf 10 Casting lime 1 

Duratbn 8-20 Recast lime 30 

For S-20 secof^s, you gain +10-40 anrior aTKl move 33 *Wj faster. 


] In«w8afy Bonds 



1 

j Source: Quest Cryst^ DeserVVendor, Droknar's Forge 




1 Cosf 15 Casting Time 2 




Duration 3 Recast Time 15 




After 3 seconds, target foe and neartjy foes are struck for K>-60 



¥ ^ 

1 Fire damage and are set on fire for 1 -3 second [sj. 
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Blurred Vision 

Source: Vendor, Ice Tooth Cave 
Cost 15 Cosing lime I 

Duration 8--20 Recast Time 20 

For 3-20 seojnds, target foe and nearby foes aie Hexed with 
Blurred Vision, While Hexed, those foes have a S(M chance to 
rriss with attacks. 

Conjure Frost 


Source: Quest. Kryta-The Wilds/Vendor, Amnoon Oasis 
Cost to Casting Time I 

Duratbn 60 Recast Time 60 

Lose all enchantments. For 60 seconds, if you'ie wielding a Co3d 
weapon, your attacks strike for an additional i-16 Cold damage, 

Eteep PrpHg 


Source: Quest. Kryta-The Wilds/\fendor, Droknar"s Forge 
Co5f 25 Casting Time 3 

Duration 10 Recast Time 15 

You cause a Deep Freeze at target foe's location. All foes near this| 
location are struck for 10-S5 Cold damage. For 10 seconds, all 
foes move 50% slower than normal. 

Frozen Burst 

Source: Quest Ruins of AscalorVVendor. Yak's Bend 
Ccsf 15 Casing Vme 3/4 

Duratbn 5-li Recast Time 10 

Foes adjacent to you are struck for 2M0 Cold damage and are 
slowed for 5-11 seconds. 


^ let Prison ^ 

Source: Quest Shiverpeaks {M)/Vendor, Lion's Arch 
Co5^ 10 Casting Time 1 

Duratbn 8-20 Recast ^me 30 

For 3-20 seoorKk. target foe's legs are encased in ice, causing th( 
foe to move 66% slower than normal. This dfed ends if target 
takes Fire darrwge. 

kg Spear 

Source: Quest, Shiverpeaks (N)/Vendor, Lion's Arch 
Cost 5 Casting Time I 

Duratbn - Recast Time 

Ice Spear flies toward target foe. striking for 10-55 Cold damage 
if it hits Ice Spear has half the normal spell range. 

kg Spikes 


Source: Quest. Ruins of Ascalon/Vendor, Yak's Bend 
Cost 15 Casting lime 1 

Duratbn 2-6 flerasf Time 15 

Target and nearby foes are struck far 20-80 Cold damage and arc 
slowed for 2-6 seconds. 

Maelstrom 


Scu/'ce; Venctor. Maguuma Stade 

Cost 25 Casting Time 4 

Duratbn 10 Recast Time 30 

Create a Maelstrom at target foe's location. For 10 seconds, foes 

in that area are struck for 10-25 Cold damage each second. 

Maelstrom interrupts spelkasting when it hits. This spell causes 

Exhaustion, 




Mind Freeze Wg) 

Source: Maak Frostfriend (Imp Boss) 

CcfSt 10 Casting Ttme 1 

Duratbr^ 2-6 Recast Time 20 

Target foe suffers 10-40 Cold damage^ If you have more Eneigy 
than target foe, that foe suffers an addrtiortai 10-40 Cold damage 
and moves 50% slower for 2-6 seconds, This spell causes 
Exhaustion. 

Mitt Form (elrt^l 

Source: Bmr \Mndbum (Nightmare Boss), Frash the Cold (Skale 
Boss), Ice Beast (Ghost Boss) 

Cost 10 Castbg lime 1 

Duratior} 3-20 Recast Time 50 

For 8-20 seujficls you cdonui lake or deal ddmage hour dLtacks. 



Rusf 


Source: Vendor, Port Sledge 

Cosf 5 Costing Time 2 

Duratbr} b-A2 Recast lime 45 

For 6-42 second^ target fae and all adjacent foes take 3 times as 
long to activate Signet rings. 




Shard Storm 


Source: Quest Ruins of AscalorvVendor. Yak's Send 
Cast 10 Casting Time i 

Dura^r} 2-6 Recast Time 10 

This projectile strikes far 10-65 damage and slows the target's 
movement for 2-6 seconds. 



Swwting Aura 


Source: Quest Cfysy Deseri/Vendor, Droknar's Forge 
Cost 10 Casting Time 1 

Duratbn 8-20 Recast Time 60 

For &-20 seconds^ Swirling Aura has a 75% chance to block 
arrovis and magjcal projectiles. 


Ward Against Harm 


irr:% 



SourcE Obsidian Guardian (Beh«noth Boss), Arkh^ H^enwood 
(Plant Boss) 

Cost 15 Qrsftjf?^ Time 1 

Durotbn 8-20 Recast Time 20 

Create a Ward here. For 8-20 seconds, nearby allies have 12-60 
annor against Fire damage and 12-24 armor against other damage 

Water Attunement 

Source: Quest, Kryt^/Vendor, Henge cf Denravi 
Cost 10 Casting lime 2 

Duratbn 35-60 Recast Time 60 

For 36-60 seconds, you are attuned to Water. You gain 30% of 
the Energy cost of the spell each time you use Water Magic. 



Wal^r Trident (elitel 


Source: The Judge (L24: Cofem Boss) 

Cos? 5 Casting Time 1 

Duratbn - Recast Time 3 

Send out a Water Trident at target foe. Water Trident sihkjes for 
30-70 Cold damage if it hits. If it hits a moving foe, that foe is 
knocked down. 
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The Powers of 
the Mifid 


i Five Reasons to 
Be a Mesmer 


o play a Mesmer 
takes preparation, 
thought, and aware 
ness. If 


With Fast Casting and Energy- 
stealing speiiSf you seldom Jind 
yourself out of Energy 

While not as much of a damage 
dealer as an Elementalist, 
Mesmers have some pretty power- 
ful damage spells. Spells such as 
Phantom Pain and Conjure 
Phantasm can burn away at your 
enemy *s Health, and Shatter Hex 
and Shatter Enchantment umk 
on any profession, 

Mesmers aren't all about PuPl 
When hunting and fighting »fipn- 
sters, you're an mnaluable party 
menthtr against magic-using 
sters. Mesmers are also self- 
suffkient with spells such as 
Ether Feast. 

Your Mantras and Illusions allow 
you to make quick escapes from 
dangerous situations. 


you re con- 
stantly casting 

Backfire against 

melee creatures, yoiiVe useless to your 
group. But if you remember a few key 
rules, you are sure to be a popular 
party member in and out of PvP. 

Never underestimate any skill in 
your arsenal. While you may have trou- 
ble understanding the worth of some 
skills, a wise Mesmer can use every- 
thing she has to her advantage. With 
spells like Shatter He^ or Shatter 
Delusion, even a “poitidess" Hex 
becomes deadly in your hands. 

Know what you*re up against. 
Many of your skills are less useful if 
you don^t know what kind of crea- 
ture /profession you will be fighting. If 
you go into battle against melee crea- 
tures with Elemental Resistance, you've 
wasted a spell slot. But if you know 
that you're going to be coming up 
against an enemy that casts lots of 
fire spells, you'll he well prepared — 
and protectedl 

When going into battle, consult 
with other group members. Do they 
have lots of Hexes that they’ll be cast- 
ing? If so, bring Shatter Hex. Is one of 
them a high-damage Elementalist? If 
so, concentrate more heavily on Hexes. 
Is one a Hex-casting Necromancer? If 
so, put some damage-dealing skills on 
your list. 

Specialization Is the key Many of 
your spells depend on other spells that 
you can cast, or other spells that your 
enemy /ally casts. If you have a mish- 
mash of spells from different attributes 
for different targets, you're not as 


effective as, for example, a Mesmer 
who specializes in Domination spells 
against casters. 

And very importantly, — 

remember that a popular ^ 
party member is also a /; 
popular target. When / 
the other team fig- 
ures out who 
doing all the dam- 
age, you are sure to 
get targeted with some 
heavy spells. Be ready to defend with 
Mantras, slow down the opposition 
with Ethereal Burden, disable them 
with Power Block, Blackout, and simi 
lar spells, or make a run for it with 
Illusion of Haste] 
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Mesmer: Attributes £r Skills 




and commiini'* 

team so they 
know who 

to taj^etJ * 

Chaos Storm: This AoE is 
very effective against groups 
of casters and is especially 
effective when combined 
with skills that slow enemies. 
For example, you can keep 
them mired in place, then hit 
them with Chaos Storm. 


dnually lose Energy (for 2 to 20 sec- 
onds) and possibly take plenty of dam- 
age. Note: Because of Energy Storage, 
this skJH is less useful against 
Elememalists. 

Power Block {cHtc): Another very use- 
ful skill when fighting Monks, this can 
block off all of their healing abilities if 
timed right. This spell can win you 
the battle. 

Power Leak: This interrupt drains a 
large amount of Enei^, making it very 
effective against a Monk. It also com- 
bines well with Arcane Conundrum. 


Attributes 
& Skills 


(Primary Mesmers Only) 

The Fast Casting attribute is a good 
one to put your extra points in. As the 
name suggests. Fast Casting improves 
your speUcastmg speed. Fast Casting 
also improves the spell Mantra of 
Recovery (elite). This attribute is only 
available to Mesmer primaries. 


Power Spike: An interrupt skill. Power 
Spike is best used against enemy cast- 
ers, as it also deals damage, especially 
against Elementalists and Monks. 

Shatter Delusions: This skill is tricky 
to apply» but can be fantastic once the 
timing is down. Simply wait for the 
Hex on a foe to almost deplete, cast 
Shatter Delusions, so chat the Hex 
extracts as much pain as possible, then 
drop it to do even more 
damage. 

Shatter Enchatitment: This skill is 
[ useful when fighting a group with a 
k Monk who specializes in 
I Enchantments. 


(No Attribute) 


Cry of Frustration: Interruption Wa 
skills like Cry of Frustration or 
Power Spike work well when your S 
enemy is casting a spell that you I 
know has a long cast time. ■ 

Diversion: This skill is extremely 1 
useful for disabling healing Monks. ] 
If you're having a hard dme finding 
a counter to a particular skill, this is 
a good default choice. 

Empathy: This is primarily effective 
against fast Warriors, as it deals damage 
with every swing. 

Energy Burn; This skill is very effec- 
tive against anyone with Energy, so the 
more the better. Combine this with 
Mind wrack to really inflict maximum 
damage. 

Guilt: This is an effective shutdown 
against any offensive-based caster, as 
well as a good Energy-stealing skiU for 
a domination caster. 


Arcane Mimicry (elite); For 20 
seconds. Arcane Mimicry becomes the 
elite spell from Che ally that you target. 
This is a fun way to double your 
teams' best spells against your foes. 

Epidemic: All negative Conditions that 
your target suffers from are spread 
from him to nearby foes* This skill is a 
great way to affect a whole group of 
enemies with one spell* It*s even more 
useful in a group with otlier players 
helping to load on the Hexes. 


Domination Magic 

Putting your points in Domination 
Magic increases the duration and effec- 
tiveness of yoiir Domination skffls, such 
as Backfire or Blackout. Most of the 
skills based on this attribute focus on 
manipulating your target's Energy 
and/or sldll use. 


Signet of Weariness: Foes often 
know better than to cluster 

t together, but use Signet of 

Weariness as well as other area- 
of-effect (AoE) spells to take 
advantage of clustered enemies. 

Wastrel's Worry: Use this in 
combination with skills Like Backfire or 
Power Block. 


Backfire: This skiU is far more useful 
on NPCs than it is on PCs. A good PC 
will figure out not to use any skills 
until Backfire runs out, but NPCs are 
not able to make this connection. Use 
this skill more in cooperative play, or 
against henchmen in PvP. 

Blackout: This skill is a good example 
of " taking one for the team. " While 
both your skills and your target's skills 
are disabled, k gives the rest of your 
party a chance to kill the enemy before 


Hex Breaker; Use this when fighting 
Necromancers or Hex-heavy Mesmers. 

Ignorance: The primary use for this 
skill is to disrupt Warriors spamming 
Healing Signet during a fierce battle. 

Mind Wrack: Using this skill in con- 
junction with Energy-draining skills can 
really do a lot of damage to your 
opposition* A very good combination is 
Panic followed by Mind Wrack. With 
this combination, your enemy will con- 


As the name suggests. Illusion Magic 
skills create illusions affecting the tar- 
get's abilities. These illusions can either 
be helpful to the target, such as Illusion 
of Haste, or harmful, such as Ethereai 
Burden. Putting your points in this 
attribute will increase the effect and 
duration of Illusion skills. 
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Arcane Conundrum: Use tills spell on 
a foe that you plan to interrupt (with 
spells like Power Block, Power Spike, 
and so forth). 

Conjure Phantasm: This is a highly 
spammabie skill that will gradually 
drain enemies of precious Health. This 
stacks well widi Shatter Delusions. 

Crippling Anguish (elite): This not 
only drains Health, it also slows ene- 
mies down. Excellent for kiting ene- 
mies or slowing down foes that are 
attemptuiff to flee the battlefleld. 

Distortion: This stance allows you to 
evade, but it also steals Energy. If, 
however, there is a lai^e band of 
Warriors, it's not the best skill to 
use, as itll suck your Energy dry in 
short order. 

Echo (elite): Echo and Arcane Echo 
allow you to have more than one of a 
skill. This is very useful if you are 
fighting an intelligent enemy; they 
won't be expecting you to be able to 
cast back-to-back Backfires. 

Ethereal Burden: Use this skill when 
you're convinced that your enemy will 


live at least another 10 seconds, or 
when your enemy does not have a 
Hex-shattering Mesmer on his team* 

Fevered Dreams (elite): This is an elite 
version of Epidemic and it's very effec- 
tive for Condition-based builds. It's 
especially useful in large groups as it 
will quickly spread those Conditions. 

Fragility: This is very effective with 
any Condition, as it will deal extra 
damage across the board, even if the 
victim attempts to remove it. 

DJuaJuii ltF HciaLt;: 3u ua 

at Least one attribute rank in Illusion 
Magic, this spell lasts longer than its 
recast time. Use this when you need to 
flee to survive, and not before. 

niusioD of Weaponry (elite): Low 
melee attack and high Illusion Magic 
score? This allows you to do a lot more 
damage to your target without casting 
multiple spells* 

Ineptitude (elite); Even if your enemy 
notices that you've cast this spell on 
him, it puts liim out of the picture for 
4 to 1 0 seconds. 


Migraine (elite): This is a bufied ver- 
sion of Arcane Conundrum and is 
effective when stacked with Arcane 
Conundrum to significantly slow down 
a foe's ability to cast. 

Phantom Pain: The real gold in this 
spell is not the DoT, but rather the 
Deep Wound that afflicts your target 
afterward. Even if you don't have 
ranks in Illusion Magic, consider using 
tliis spell. 

Sympathetic Visage: This a very good 
anti- Warrior skill because it saps 
adrenaline, though it's important to be 
aware of where on the battlefield the 
most enemies congregate. 


Inspiration Magic focuses on aiding the 
caster and allies in battle with such 
skills as Mantra of Signets or Power 
Drain, though some skills (for example. 
Spirit of Failure) are offensive* Like 
the other attributes, putting your 
points in Inspiradon Magic will 
improve the skills. 

Channeling: Combine this with fast- 
casting Monk or Elementalist skills and 
position yourself amidst a knot of ene- 
mies for massive Energy gain. More 
effective in large groups than with sin- 
gle enemies. 


Drain Enchantment: Good for remov- 
ing enchantments that are hindering 
you and, at the same time, grants you a 
boost in Energy. Especially effective on 
heavy enchantment characters. 

Elemental Resistance: This speU is 
great if you're going up against casters, 
especially Elementalists. On the other 
band, it's also a perfect example of why 
you should know your enemy. If you 
find yourself up against a bunch of 
fighters, Elemental Resistance is a 
wasted spell slot and a potential 
handicap* 

Energy Drain (elite); A more powerful 
version of Energy Tap, it recharges 
faster, casts faster, and steals more 
Energy than its lesser sibling. 
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Energy Tap: A great spell for any 
inspiration Mesmer:^ to take into battle. 
If you wait until the right time to cast 
it» itMl strip an opponent*! crucial 
Energy core at just die wrong dme^ — 
for him, 

Ether Feast: One of the only ways to 
heal yourself as a Mesmer, it's worth 
putting a few' points into Inspiration 
Magic to use this skill. 

Ether Lord: This skill is most effective 
w'heti the Mesmer is at low Energy, 
since it shuts down your enemy for a 
short period of dme. 

Inspired Enchantment: hi spired 
Enchantment and Inspired Hex are 
excellent ways to take care of enemy 
enchantments /ally Hexes, as weU as 
gain an extra skill for you. 

Keystone Signet: If you use a lot of 
Signets, keep this skill handy — it 
instantly recharges all Signets. However^ 
if you*re Signet- light, this skill is not 
for you, as it will block access to your 
other skills. 

Mantra of Earth; Mantra of Earth, 
Flame, Frost, and Lightning are great 
skills to take into battle if you know 
what your enemy's element is. These 
skills are often more valuable in coop- 
erative play encounters, when you 
know what element most of the mon- 
sters in a given area are. 

Mantra of Inscriptions: This reduces 
the recharge of any Signet and is really 
effective when used with Signet of 
Judgment and other, long-recharge 
Signets. 

Mantra of Persistence: Increases the 
duration on fllusion-based Hexes, such 
as Conjure Phantasm, which will 
increase the amount of damage dealt. 

Mantra of Recall (elite): Combine this 
with self-Enchantment skills and it acts 
as a stealth buff, granting a massive 
Energy boost when a foe attempts to 
remove other, beneficial enchantments. 

Spirit of Failure; This Hex is most 
effective when applied to Warriors and 
Rangers. It combines well with Blind 
and Price of Failure. 


Secondary 

Professions 

Mesmer/ 

Elemetitalist 

The Mesmer/Elementalist combination 
is a powerful damage dealer and a 
scary sight to any PvP or cooperative 
play opponent. The Elementalist's high 

rinmflgp i^pplls^ r'rmplf'H with Mpfimpr 

Fast Casting, make this a popular and 
deadly build. 

As with the Monk combo, make 
sure to put at least 10 ranks into Fast 
Casting, then foUow your favorite 
Attribute lines from there. Any of the 
elements (Water, Fire, Earth, Air) cou- 
pled with Inspiration Magic on your 
Mesmer side, allows you to deal a lot 
of damage and keep your Energy from 
running out. First of all, make sure to 
have your chosen element*! Attunement 
spell in your arsenal. Use a liigh- 
damage Elemental spell such as 
Aftershock (Earth) or Rodgort's 
Invocation (Fire) after casting your 
Mesmer skill Arcane Echo to achieve 
double the spell power, and when 
you’re low on Energy, use spells like 
Power Drain and Energy Tap. 

If you are fighting Warrior or 
Ranger primaries, bring along an 
Elementalist spell such as Mind Burn 
(Fire), Mind Shock (Air), or Mind 
Freeze (Water). Couple this with your 
Arcane Echo spell to devastate enemies 
ui two hits. 

If you want to be a more aggres- 
sive Mesmer/Elementalist, concentrate 
your Mesmer side on Domination 
magic rather than Inspiration. Due to 
the Elemental ist*s high damage output, 
the Illusion line of Mesmers is less use^ 
ful, but Domination interrupts and skill 
disables are still extremely useful in 
combat. 



A Mesmer/Monk is a great profession 
choice if you want to be a healer. 
While you don't get Divine Favor, Fast 
Casting more than makes up for it. 
Also, a^ a Mesmer primary, you are 
likely to last a bit longer than a Monk 
primary, who will get targeted at the 
beginning of a fight. 

Make sure to put a fair amount of 
your points in Fast Casting, then foUow 
your favorite attribute lines ftoiu there. 
One suggestion is to concentrate on 
HeaUng/Protection on your Monk side 
and Inspiration on your Mesmer side. 
Though this is a more defensive build 
than most Mesmers, you're unlikely to 
run out of Energy with spells such as 
Energy Tap or Power Drain. Tlie trick 
is juggling between enemy targets to 
interrupt and ally targets to heal. 
Another advantage to this build is your 
access to the Mantras, which can come 
in handy defense-wisel 

If you want to be more offensive, 
stick with a smiting Monk and an 
illusion Mesmer, Use the Bane and 
Holy Strike combo to lay your target 
flat, and use Illusion Spells such as 
Summon Phantasm to inflict damage 
over time on your target. 

Of course, you can always mix and 
match the different elements of Monk 
and Mesmer to find a balance between 
the offensive and defensive builds. For 
example, a Healing and Illusion build 
would be great for cooperative play, or 
a Smiting and Inspiration build would 
be a pow^erful damage dealer with lots 
of Energy. 

Mesmer/Ranger 

This isn*t too common of a combina- 
tion, but it does bring a unique bland 
of skills to a group. Using Epidemic or 
Fevered Dreams with Poison or Pin 
Down works really well. Depending on 
whether you choose to specialize in 
Domination or Illusion, you can either 
be an anti-caster, or you can pretty 
much slow everything in sight with 
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Imagined Burden and Pin Down, The 
Mesmer/Ranger provides enough dam- 
age and anti-caster power to annihilate 
enemy spetUlingers in large fights. 


The Mesmer/Warrior should put a 
great deal of his points into Tactics. 
Consider keeping a few battle cries 
such as "Watch Yourself" and "Shields 
Upl" ready in your arsenal^ and most 
importantly, have Healing Signet dose 
at hand. 


Necromancer with the majority of your 
spells focused on killing melee charac- 
ters, bring a spell such as Power Spike 
or Backfire to damage magical oppo- 
nents. Likewise, if your buiid character 
is made to kill magic users, consider 
taking along a pure damage dealing 
spell such as Conjure Phantasm. If you 
are an illusion Mesmer, Illusion ary 
Weaponry is a very good spell to take 
with you into cooperative play. PvP is 
often fast-paced and constant casting, 
but in cooperative play you are likely 
to be using regular attacks a bit more 
often. Unless your secondary is a 
Ranger or a Warrior and you are using 
one of their specialty weapons, 
llJusionary Weaponry is going to 
improve your damage by a tot. 


Mesmer/ 

Necromaficer 


If you choose to use one of the 
Warrior weapons (axe, hammer, sword) 
instead of a ranged Mesmer wand, be 
very careful about regulating your 
Health. A defensive skill such as 
Boiietti's Defense is a must-have. These 
defensive skills are still useful even if 
you take the ranged route instead of 
the melee route. As most Warrior skills 
use adrenaline instead of Energy, a 
Mesmer/Warrior is belter off following 
the Domination or Dlusioii lines instead 
of the Inspiration line. Bonetti/s 
Defense is a good way to get Energy 
while protecting yourself, and Energy 
Tap, even without ranks in the 
Inspiration attribute, can be helpful. 


If you're looking for Hexes, a Mesmer/ 
Necromancer is tlie way to go. This 
powerfui combo is great for taking 
down Warriors, or if you want to con- 
centrate on your Mesmer skills and just 
use the Necromancer’s Blood Magic, 
that w'orks, tool 

The more aggressive way to play a 
Mesmer/Necromaj^cer is to concentrate 
your attribute points on Curses and 
Domination magic, with extra points in 
Fast Casting or Blood Magic. In this 
build you Ml specialize in killing 
Warriors and Rangers rather than 
magic types, so pick up Curses such as 
Enfeeble, Insidious Parasite, 
Faintheartedness, Price of Failure, 
Spiteful Spirit, Suffering, and Weaken 
Armor. On your Mesmer side, use anti- 
Warrior skills such as Empathy, 
Soothing Images, and Ignorance. 

Of course, the above build example 
leans more to Necromancer than 
Mesmer. If you w^ant to use 
Necromancer as more of a support 
profession, put your attribute points 
into Blood Magic, Fast Casting, and 
your favorite Mesmer skill line 
(Domination or Illusiaii Magic; 
Inspiration is not suggested). Use Blood 
Magic spells to keep Health up when 
pesky enemies decide to target you. 


Mesmer s are amazing PvP characters. 
Because of their spells, you can special- 
ize in taking down a specific type of 
character. Wajit to kill Warriors or 
Rangers? Get set up witli Ignorance, 
Empathy, Panic, Soothing Images, and 
some damage spells. Want to take down 

Elementalists, Monks, Necromancers, or 
other Mesmers? Use Backfire, Power 
Block, Power Spike, and similar spells. 

Mesmers with Domifiation Magic 
are a key component in almost any win- 
ning team. Without them, it is very hard 
to kill enemy casters. With them, things 
can sometimes seem all too easy. The 
top weapons in the Domination arsenal 
are Backfire and Shatter Dichantment. 
These two skills alone are enough to 
destroy any sloppy caster. Against a 
skilled opponent, a domination Mesmer 
may not single-liandedly defeat them, 
but she'll delay them enough so that 
the other damage dealers can finish 
them off. 

What's the downside of a domina^ 
tion Mesmer? You'll be identified as a 
primary threat, hated almost as much as 
the Monks you are designed to kill. 


While tlie Mesmer is generally thought 
of as a PvP character, it is still an 
amazing character in cooperative play, 
and in some cases, some of its spells 
actually work better on NPCs 
than PCs. 


When going into cooperative play 
battles, focus more on speUs that do 
damage or Hex opponents than the 
spells that regenerate your Energy. 
While it is good to take Energy Tap or 
Power Drain along with you, your main 
focus should be spells tike Backfire^ 
Power Spike, or Conjure Phantasm, 
Perhaps the most beneficial aspect of 
fighting NPCs is that they aren't smart 
enough to interrupt your casting, or 
even to stop casting after you have 
Backfired tiieml 

As cooperative play often provides 
a more diverse group of targets than 
PvP, be sure not to specialize too 
much. If YOU are a Mesmer/ 


Mesmer/Warri or 


Most Warrior attacks and skills are 
designed for close combat, meaning 
you have to wade hip-deep into the 
fray, A Warrior secondary doesn*t have 
as much armor as a Warrior primary, 
which makes it a difficult secondary 
profession no matter what. As a 
Mesmer primary, you're a favorite tar- 
get in PvP, which makes this an even 
more difficult combo to playi 
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, Cooperative Play, Player vs. Player (w) 


You'll need to learn how to duck in and 
out of range and avoid direct confronta- 
tions. Good team coordination is also 
important. 

If Dominadon sounds appealing^ 
then you may want to complement it 
with the skills of another profession. 

The good news is that it combines well 
with almost anything else — regardless of 
whether Mesmer is chosen as primary 
or secondary. The interruption-attacks 
from either Ranger or Warrior are a 
good combination. Monks can combine 
self-healing and Smitiug abilities 
(Scourge Healing is a great supplement 
for aspiring Monk-slayers). Element alists 
can ofier a larger Energy pool and 
direct damage. Necromancers can stack 
other deadly Hexes atop the Mesmer’s. 

When playing 8v8, become a 
caster-hunter. Seek out enemy Monks 
and offensive casters and shut them 
down for your team. You can choose 
disruption (skills like Pbwer Leak, Power 
Block, Migraine, and Guilt) or destruc- 
tion (Backfire, Power Leak, and DoTs). 
Control their actions, drain their Energy, 
or make their healers heal your decoy 


target, while your damagers easily tear 
apart your team’s real target. 

In 4v4, Ignorance and Backfire are 
staples. Removing a Warrior’s ability to 
use Healing Signet makes the battle 
much easier; making casters take dam- 
age when they cast will throttle back 
their casters' output, or (if tliey're as 
foolish as you are lucky) they may even 
kill themselves. DoTs also shine in these 
arenas, as Hex removal is less common. 

If you're going anti- Warrior, take 
Ineptitude. Clumsiness. Mantra of 
Persistence, Conjure Phantasm, and 
Phantom Pain. Throw in Illusion of 
Weakness for a free 200-Health heal, or 
Illusion of Haste for constant- run that’ll 
keep you away from those pesky 
Warriors with their nasty melee attacks. 

If you're going anti-El ementalist/ 
Monk, take Migraine, Mantra of 
Persistence, Conjure Phantasm, Phantom 
Pain, Power Drain, and Leech Signet. 
You can also choose Backfire, Blackout, 
or Wastrel's Worry if you want to make 
a splash in Domination. 

Try to concentrate on control 
rather than kills* Let your Warriors, 


Elementalists, and Rangers polish off 
targets, while you keep them safe from 
casters or melee fighters witli shut- 
downs. Be an opportunist — wait for the 
best time to use long cooldown skUls 
like shatters and interrupts to get 
maximum effectiveness out of your 
heavy-cost skills. 

Try to be subtle. Mesmers are at 
their best when they can go about 
doing their little mischievous deeds 
unnoticed. A definite weakness of 
Mesmers is the fact that a lot of the 
skills rely on your enemies' actions 
rather than your own. Wait for the right 
opportunities before strikingl Keep 
back; most enemies in PvP won’t con- 
sider you a target until later. Show them 
how wrong they are by keeping the 
entire enemy team busy with DoTs, 
Migraine, or Inept. In addition, Mesmers 
are the only class that can counter a 
nature ritual (with Unnatural Signet). 
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Mesmer Skills 

Fast Casting 

(Primary Mesmers OfUy) 


mt — ^ 

\ ^ 

Miinlra ofFtecovery 

Source: AyassaiT Hess, Goss Aieessh, Tbs Danssir (Forgotten 
Bosses) 

Cost 15 CasVng Vme 

Duratbn 30-90 R^ast Vme 30 

For 5-20 secondsv spells you cast recharge 504ti faster. 


Look for new skills to be added to GmiM Wars over time* 


Blackout 

Source: Quest* Kryta-The WilcM^ndor, Droknar's Fof^e 
Cost 10 Casting Itme i 

Dura^n 10 Recast Itme 10 

Far 2-7 seconck, alf of target foe's sktils are disabled, and all of 
vour skills are disabled for s seconds. 


(No Attribute) 


Arcane Mimicry 


Source: Vendor, Maguuma Stade 
Cosf 15 Casting lime 2 

Dufotbn 20 Recast Time 60 

For 20 seconds, Arcane Mimicry becomes the elite spel! from 
target other ally. 


Epidwnk 


Source: Vendor, Crendich Courthouse 
Cost 15 Casting Itme 2 

Duration - Recast Vme 15 

All negaiwe Conditions target foe suffers from are spread from 
target foe to nearby foes, 

Sljenet Humility 

Source: Vendor, Rshemiert's Haven 
Cost - Casting Time 2 

Duration - Recast Vme 20 

Target foe's elite skill b dbabled for 15 seconds. 


Signet of Midni^t telclg) 


Source: Mains Pba'smatb (Ghost Boss) 

Cost - Casting Vme 3/4 

Duratmn 15 Recast Vme 15 

You and target touched foe become Blinded for 15 seconds. 


Chaca storm 

Source: Quest, Ruins of AscaloiVVendor, Yak's Bend 
Cosf 15 Casting Time I 

Duratbn 10 Recast lime 30 

Create a Chaos Storm at target foe's location. For 10 seconds, foes| 
near this location suffer 5-14 damage each second. Chaos Storm 
drains 1-7 Energy whenever it strikes a foe casting a spelL 

Cry of frustration 

Soyrre: Vendor, Beetletun 

Cost 15 Casting lime 3/4 

Duration - Recast Vme 20 

If target foe is using a skill, that foe an d n earby foes are 
interrupted arKJ suffer 10-44 damage. 

Diversion 

Source: Quest Ruins of Ascalon 
Cost [0 CasBng Vme i 

Duratmn 6 Recast Vme 5 

For 6 seconds/The next dme target foe uses a skill, that skill takes 
do additional 1C^56 seconds to recharge. 

Empathy ^ 

Soyfca Quest Kingdom of Ascalon/Vendor, Ascalon C^ (Ruins) 
Cost to Casing Vme 2 

Duration 8-20 Recast Vme 20 

For S-20 seconds, whenever target foe attacks, that foe lakes 
3-30 damage. 

Energy Bum 


Domination Magic 


Arcane TWevery 


5ource: Quest Kryta-The Wilds/Vendor,Amnoon Oasis 
Cost 10 Casing Vme I 

Duration 5-35 Recast Vme to 

For 5-35 seconds, one random spell is disabled for target foe, 
and Arcane Thievery is replaced by that spell. 

Backfire 

Source: Quest Kingdom of Ascaion/Vendor, Ascalon City (Ruins) 
Cost 15 Casting Vme 3 

Duration 10 Recast Vme 20 

For iO seconds, whenever target foe casts a spelt, thal foe takes 
35-140 cfemage. 


Source: Vendor, Ruins of Ascabn/Vendor, Yak's Bend 
Cosf 10 Casting Vme 2 

Duratbn - Recasl Vme 20 

Target foe loses 4- to Energy and takes 8 damage for each point 
of Energy lost 


Energy Surge tetite) 

Soufce: Pantheras the Deceiver (Mursaat Boss) 

Cost 10 Casting Vme 1 

Duratbn - Recast Vme 20 

Target foe loses 4- to Energy. For each point of Energy lost that 
foe and all foes in the area take S damage. 


GUI t 


Source: Quest Crystal Desen/Vendor, Droknars Forge 
Cost 10 Casting Vme 1 

Dum^n 4-10 Reca^Vme 30 

For 4-10 seconds, if taiget foe case an offensVe ^elt, the spdl 
fails, you steal 5-14 Energy from that foe, and Guilt ends. 
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lUusioti Magic 


SouKe: Quest, Ruins of Ascalon/Vendor, Yak's Bend 
Cost 15 Casting lime 1 

Duratbn - Recast lime 10 

Remove a Hex from target ally. If a Hex h removed, foes near that 
ally take 22-140 damage. 


ShAtl«r Delusions 


Source: Quest f^ngdom of AsGlon/Vendor, Ascalon City (Ruins) 
Cost 5 Costing Time 1 

Duration - Recast Ttme 20 

Remove all Mesmer Hexes from target foe. For each Hex 
removed, that foe lakes 15-75 damage. 


Shatter Enchantme-nt 

Source: Quest, Shiwerpeaks (N)/Vendor, Lion's Arch 
Cost 15 Qisf% lime 1 

Dufo^n - Recast lime 25 

Rennove an enchantment from target foe. If an enchanlment is 
removed, that foe takes 14-fOO damaRe. 


Shatter Hex 




Source: Quest, Kryta/\ferdor, Henge of Denravi 
0?sf 5 Casting Time 1/4 

Durathn I Recast lime ] 

After 3 seconds, target foe takes S-64 damage, Wastrel's Worry 
ends prematurely if lhat foe uses a skill. 


Sifind of Weariness 

Sm//ce.' Vendor, Camp Ranker 
Cbsf - Costing lime 

Duration - Recast 77me 

Target foe and all nearby foes lose 3-10 Eneigy. 


Hex Breaker 

Source: Quest, Kryta-The Wilds/Vendor, Amnoon Oasis 
Cosf 10 CasUng lime 

Duration 60-180 Recast lime 20 

For 60- IGO seconds, the next lin’e you are the tai^ of a Hex, that 
Hex fails, the caster takes KM6 damage, and Hex Breaker ends. 


ignoraneg 


Source: Vendor, Port Sledge 
Cosf 15 Casting lime 

Duration 8-20 ffecosf 7/me 

For 8-20 seconds, target foe cannot use Signet rings. 


Mind Wrack 


Source: Quest, Kryta-The Wild^Vendor, Droknar's Forge 
Cost 5 Casing lime 1 

Durathn 20 flecosf 7/me 5 

If (within the 20 “Second duration) target foe's Energy is zero, that 
foe takes 15-90 damage and Mind Wrack ends. 


Patrfc teBtel 

5oo7ce. Moles Quibus (Ttlaii Boss) 

Cost 25 Casting lime 1 

Durathn S-20 Recast lime lO 

Target foe and all adjacent foes are Hexed mh Panic for 8-20 
seconds. While Hexed, they suffer Energy degeneration of 2 and 
take I0-S2 damage whenever they use a Signet ring. 

Power Blotit jgilte) 

Source: Lyssa's Cursed (Golem Boss) 

Cosf 15 CasU'ng lime 1/4 

Durathn - Recast lime 30 

If larger foe is casting a spell, that spelJ is interrupted. The Inter- 
rupted spell and all spells of the same attribute are disabled for 
3-15 seconds for that foe. 


Power L«ak 


Source: Quest, Ruins of AscaloiVVendor, Yak's Bend 
Cost 10 Casting lime 1/4 

Durathn - Recast lime 20 

If target foe is casting a spell, the spell is intermpted and target 
foe loses 10-25 Energy. 

Power Spike 


Source: Quest Shiver peaks (N)/Vendor, Lion's Arch 
Cost 10 CasU'ng lime 1/4 

Durathn - Recast lime 15 

If target foe is castng a spell, the spell is intermpted and target 
foe takes 20-102 damage. 

Shdme 


5oo 7C&* Vendor, North Kryia Province 
Co5f 10 Casing lime 1 

Durathn 4-10 Reca^ lime 30 

For 4- 10 seconds, the next lime target foe casts a spell on an ally, the| 
spell fais and you steal 5-14 Bteigy from that foe and Shame ends. 


Source: Quest, Ciyslal Desert,A/endor, Droknar's Forge 
Cos7 10 Cas ting Time 2 

Durathn 6-30 l^ast Tme 20 

For ^30 seconds, spells cast by target foe take twice as long to cast. 


Arcane Echo 

Source: Vendor, Beetletun 
Cost 15 Casting lime 2 

Durathn 10-30 Recast lime 30 

If you cast a spell in the next 10-30 seconds^ Arcane Echo is 
replaced with that spell for 20 seconds. Arcane Echo ends prema- 
turely if you use a non-spell skill. 

dumitness 

Sm//ce.‘ Vendor, Copperhammer Mines 
Cos7 10 Casting lime 1 

Durathn 4S Recast Time 10 

for 4-B seconds, if target foe attempts to attack, tlie attack is inter- 
aipled target foe suffers 10-92 damage, and Clumsiness ends. 


frem'w 
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Conj4JF& Phantasm ^ 

Source: Quest Kingdom ot Ascalon/Vendor, Ascalon City (Ruins) 
Cost 10 (MitingJime I 

Dum^n 2-14 Recast Time 5 

For 2-14 sGCon^ds, tai^ foe experience Health degeneration of 5.1 


r 



Cri|H>tiflg Anguish (elite) 


Source" Fuury Stanevurath (Summit Dvrarf Boss) 

Cost IS Casting Tone I 

Duratbn 3-20 Recast Vme 20 

For a-20 seconds, target moves 50% slower and suffers Health 
degeneration of 1-3. 



Distortion 


■ • v? 5 p 


Source: Quest, Ruins of /tecaion/Vendor, Yak's Bend 
Co5f 5 Casting Jlme 

Dmthn 5 Recast Time 5 

For 5 seconds, you have a 75% chance to evade attacks. 
Whenever you evade an attack this vwy^you lose T-3 Energy or 
Distortion ends. 

Echo (eilte) 

Source: Mek Kiwi Mawl (h^dra Boss) 

Cost 5 Casting Hme \ 

Dmthn 10-30 Recast Jtme 30 

For 10-30 seconds, Echo is replaced with the next skill you use. 
Echo acts as this skill for 20 seconds* 





Ettimat Bufdtn 

Source.’ Quest, Kryta’TheWllds/Vendor.Amnoon Oasis 
Cost 15 Cus^ngjlme I 

Durathn 10 Recast Time 45 

For !0 seconds, target foe moves 50% slower than normal When 
Ediereal Burden ends, you gain 10-22 Energy. 




"1 


Fevered Dfcams (eM 


Source: Plexus Shadowtiook (Dr/der Boss) 

Cosf 10 Casing Time : 

Duration 4-16 Recast Vme !i 

For 4-16 seconds, whenever target foe suffers from a new 
Conditioa nearby foes suffer from that Condition as well. 


C-Jl 


Illusion of Weaitnws 

Source: Quest Kryte/Vendor, Henge of Denravi 
Cosf to Casting Time 1 

Dura^n until broken Recast lime 30 

You lose 50-240 Health. Illusion of Weakness ends if damage 
drops your Health bdov^' 25% of your maximum. When Illusion 
of Weakness ends, you gain 50-240 Health. 

tllusionafv Weaponry 

Source: Cack the (Skale Boss), Seear Windlash 

(Nightmare Boss) 

Cosf 15 Casting lime 1 

Duratbn 30 Recast lime 40 

For 30 seconds, you deal no damage in melee, but whenever you| 
dlkck in melee, target iue lakes S-40 damage. 





tmagingd Bmiden 


Source: Quest Kingdom of AscaloiyVendor, Ascalon City (Ruins) 
Cosf 15 Costing lime 1 

Duratbn B-20 Recast lime 30 

For S-20 seconds, target foe moves 50% slower than norm^. 


meptiliide (Mfe) 


n 



Source Wyt Sharpfeaf^r (Tengu Bess), Tachi Foiveni (Human Boss) 
Cost to Casting Time I 

Dututfon 4-10 Recast Time 20 

For 4-10 seconds, if target foe attacks, that foe takes 10^2 dam- 
age and becomes Blinded, and Ineptitude ends. 

Migraine ^ 

Source: Pytt S^espew (Wfridrider Boss) 

Cost to Casting Time 2 

Dumtbn 6-30 Recast Time ^ is 

For.6-30 seoarids, target foe suffers Health degeneration of 1-3 
and takes lOTfa longer to cast spells. 

I Phantom Pain 



Fragility 



Source: Quest, Shiver peals (N)y'Vendor, Lion's Arch 
Cost 15 Casting Time J 

Durathn 8^20 Recast Time 15 

For a-20 seconds^ target foe takes 5-34 damage each time that 
foe suffers or recovers from a new Condition. 

Illu^ioo of Haste 



Quest, Ruins of Ascalor>/Vendor, Yak's Bend 
Cosf to Casting Time 2 

Duratbn 10 Recast Time 15 

For 10 seconds, target foe sulfers Health degeneration of 1-5. 
When Phantom Pain ends, that foe suffers a Deep Wound, lower- 
ing that foe^ maximum Health by 20% for 5-20 seconds. 

Soothing Images 

Source: Vendor, Marhan's Grotto 
Cosf 10 Castina lime 2 

Duratbn 8-20 Recast lime 5 

For 8-20 seconds, target foe cannot gain adrenaline. 



Source: Quest, Ruins of Ascalon/Vendor, Yak's Bend 
Cosf 10 Casting Time I 

Du/athn 5-11 Recast 7/me 5 

For 5-1 1 seconds you nwve 33% faster than normal, and the 
effects of the Crippled Condition are removed, When Illusion of 
Haste ends, you become Crippled. 
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Channelm); 



Source: Shiv^srpeaks (N)yVencior, Lion's Arch 

Cost 5 Casting lime I 

Duration 8-56 Reca^lime IS 

For S-56 seconds, whenever you cast a spell, you steal 1 Energy 
from each nearby foe 

Drain Enchanljnent 



Source: Vendor, Ice Tooth Cave 
Cost 10 Casting lime I 

Duration - Recast lime 25 

Remove an enchantment from target foe. If an enchantment Is 
removed, you gain 10-22 Energy. 

Elemental Resjrtdnce 

Severe: Quest, Crystal Desert/Vendor, Droknar's Forge 
Cost 10 Casting lime 

Duratbn 3(K90 Recast lime 20 

For 50-90 secorKis, you gain -hIO armor against Efemental dam^ 
age, but you lose 24-12 AL against physical damage. 



Biergy Pram (etite) 

Soofce: Sniik Hun^mind (Imp Boss) 

C05f 5 

Duration 

Steal e-20 Energy from target foe. 


Casing lime 
Recast lime 



EneiTivUft 

SbufS.' Qu^ Ruins of AscaloiVVendd i; Ya E's Bend 
Cost 5 Casting lime 

Duration - Recast Hme 

Steal 8- 14 Energy from target foe. 


Ether Feast 

Source: Quest, Kingdom of AsolorVVendor, Asedon City (Ruins) 
Cost 5 Casting lime 2 

Duratbn - Recast Time B 

Target foe loses 5 Energy. You are healed 3-28 for each point of 
Energy lost 

Ether Lord 




Soocce: Quest, Crystal DeserVVendor, Droknar"s Forge 
Cost 5 Casing Time 1 

Duratbn 5^10 Recast Time 20 

You lose all Energy. For 5-10 sec, target foe suffers Energy degen- 
eration of I -5, and you experience Energy regeneration of i-i. 

Inspired Enchantment 

Source: Quest, Kryia/Vendor, Henge of Denravi 
Cosf 10 Casting Tme 1 

Duratbn 20 Recast Time 

Remove an enchantment from target foe and gain 3-15 Energy, 
For 20 seconds, Inspired enchantment is replaced mh the 
enchantment removed from target foe. 


Source: Quest, Shiverpeaks (N)/Vendor, Lion's Arch 
Cost 5 Casting lime 1 

Duration 20 Recast Ttme 

Renrbove a Hex from target ally and gain 3- 15 Energy. For 20 sec- 
onds, Inspired Hex b replaced with the Hex that was removed. 


Keyitone Signet (elite) 





' « 


iU. . 2^ 




Source; Rune Ethercrash (Ice Elemental Boss) 

Cosf - Casting lime 2 

Duration - Recast Time 30 

All of your other Signet rings are recharged. Al of your non-Signt 
skils are disabled for 5-17 seconds. 

L^ech signet 

Source: Quest, Kryta/Vendor, Henge of Derrravi 
Cost - Castif^g lime ]/4 

Duration - Recast time 45 

Inlefmpt target foe's action. If that action was a spell, you gain 
3-15 Energy. 

IVlanIra of Concentration 

Source: Vendor, North Kryta Province 
Cos^ 5 Casting Time 

Duration 60-180 Recast Time 20 

For 60-180 seconds, the next time you would be interrupted 
while performing a skill, you are not interrupted, and Mantra of 
Concentration ends. 

Mantra of Earth 

Source: Quest Kiyta-The Wlfds/Vendor, Droknar's Forge 
Cost 15 Casting Time 

Duration 30-90 Recast lime 20 

For 30-90 seconds, whenever you take Earth damage, ihe dam- 
age b reduced by 26-50<^ and you gain I Energy, 

Mantra of Flam& 

Source: Quest Ruins of Ascalon/Vendor, Yak's Bend 
Cost 15 Castir}g Ttme 

Duratbn 30-90 Recast Jtme 20 

For 30-90 seconds, whenever you take Fire damage, the damage 
h reduced by 26-50% and you gain 1 Energy. 

Mantf j of Frost 

Source: Quest Shiverpeaks (N)/Vendor, Lion's Arch 
Cosf 15 Co5&jrjg Time 

Duratbn 30-90 Recast Time 20 

For 30-90 seconds, whenever you take Cold damage, the dam- 
age is reduced by 2W0% and you gain I Energy. 

Mantra of inscriptiwft 

Source: Vendor, Camp Rankor 
Cosf 10 Casting lime 

Duratbn 30-90 Recast lime 20 

For 3Ch90 seconds, your Signet rings recharge 25-50% faster. 
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Mantra of iightninjg 


Source: Vendor, Port S3ec(ge 
Cos? 15 Ousting lime 

Dum^n 50-90 Recast Time 20 

For 50-90 seconds, whenever you take Lightning damage, the 
damage is reduced by 26-50% and you gain 1 Energy. 


A 

» - 


Mantra of Persistence 


Source: Quest, Crystal Deser^Vendor. DroknaCs forge 
Cos? 15 Costing Tsme 

Duration 50-90 Recast Time 

For 50-90 seconds, any Illusion Magic Hex you cast lasts 
20-100% longer 


20 



Mantra of Recall (ffite) 


Source: Massou Blys (Foigotten Boss), Featherdaw (Grtffen Boss) 
Cosf 15 Casting Tsme \ 

Duration 20 Recast Tsme 20 

For 20 seconds, you ^in no benefit from iL Vou gain 20-32 
Energy when Mantra of Recall ends. 



Mantra of Resolve 


Source: Vendor, Mariian'5 Grotto 
Cosf 10 Casting Time 

Duration 50-90 Recast Time 20 

For 50-90 seconds, you cannot be interrupted, but each time you | 
would have been interrupted, you lose 2-7 Energy, or Mantra of 
Resolve ends. 



Mantra of Signets 


Source: Vendor, Copperhammer Mines 
Cost 15 CastingJsme 

Duration 10-25 Recast Tsme 

For 10-25 seconds, the next time you use a Signei ring, it 
recharges Immediately, and Mantra of Signets ends, 


50 



Physicd Rwistance 


Source: Vendor, Grendich Courthouse 
Cosf 10 Casting Tsme 

Duration 50-90 Recast Tsme 20 

For 50-90 seconds, you gain +40 armor against physical damage,! 
but you lose 12-24 /y. against Elemenlal damage. 




Power 0«in 


CD 


Source: Vendor, Maguuma Stade 
Cost 5 Casting Time 1/4 

Dura^n - Recast Tsme 25 

if target foe is casting a spell, the spell is interrupted and you gain 
1-33 Energy. 



spirit of Failure 


Source: Quest, Kryta*The Wrlds/Vendor, Amnoon Oasis 
Cosf 10 Casting lime I 

Duration 30 Recast Time to 

For 50 seconds, target foe has a 25% chance to miss with attacks 
You gain i-5 Energy whenever that foe mfeses In combat 






spirit Shackles m— i ^ 

Source' Quest, Kryta-Ihe Wilds/Vendor, Amnoon Oasis 


Cost 10 Costing Time 5 

Durathn S-28 Recast Tsme 5 

For 8-2B seconds^ target foe loses 5 Energy whenever that foe 
attacks. 
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Monk 

By Jonathan ^‘Tarinth" Radoff 




All Things in 
Balance 


1 Five Reasons to 


Be a Monk 


^ layers are always 

Monks to 

join their teams. Monks 
keep their teams alive, 
and the success or 
failure of a battle often comes down 
to the healing and protective skills 
of the Monk. It is a challenging, 
liigh-pressure, essential job. 

Monks are healers with the 
ability to cure damage on them- 
selves and their allies; they have 
protective spells to prevent 
damage^ mend Conditions, 
and stop enemies from 
attacking; and they have 
access to offen- 
sive capabilities 
in the form 
of their 
Smiting 
Prayers. Any 
of these skills art 

Monk is your primary or secouuary 
profession. However, when Monk 
is your primary profession, your 
healing capabilities excel. 

What makes a Monk primary 
the strongest healer in the 
game? It comes down to 
Divine Favor. The gods show 
their favor by empowering 
Monk primaries with tlie 
ability to dish out extra 
healing. If you have 
chosen a different 
primary profession, 
hut you just want 
some healing to 
supplement your r 


Vbft want to get minted to matiy 
groupSj both cooperative play 
and PvP 

Yon like to focus on healing and 
support rather than killing. 

You enpy being the PvP linchpin 
of PvP success. 

yow don't mind being your 
opponent's primary target 

Maintaining a ra^or 'sledge 
balatur betufeen casting and 
Energy conservation is your 
idea of a good time. 


other skills, Monk 
makes aud excel- 
lent secondary 
profession. 

Aside from being a heater, the 
Monk’s skills and attributes as a primary 
(specifically. Smiting Prayers, the ability 
to retain higher Energy, and the regen- 
eration skills) complement the fighting 
skills of a Warrior or Ranger. The 
downside to the Monk’s healing 
prowess is that he is the PvP 
primary target. If you choose 
Monk primary, you must 
master more than healing. A 
wise Monk practices his 
maneuvering and defensive 
skills, and learns quickly 
to utilize the skills of his 
secondary profession to 
stay alive. 
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and Skills 

Divine Favor 

(Primary Monks Only) 

For every rank you acquire in Divine 
Favor, every spell you cast on your allies 
heals them +3. This works for healing 
and non-healitig spells. Only primary 
Monks call put points into Divine Favor, 
and that's what makes them such strong 
healers. In addition to this passive beneht, 
Monks can also cast a number of spells 
that draw fiom the Divine Favor attribute. 

Aura of Faith (elite): This is a worthy 
alternative to Word of Healing because 
it strengthens your healing spells* This is a 
^od choice in cooperative play when you 
focus your healing on a particular person. 
However, this attribute can be stripped 
or shattered like any enchantment. 

Blessed Signet: When you activate 
this signet, you will get bonus 
Energy for every enchantment you 
have on yourself. If you have an 
enchantment- heavy build, this is 
worth considering. Otherwise, it is not 
enough of a boost to justify a space on 
your Skill Bar. 

Divine Boon: This enchantment boosts 
the inherent effect of Divine Favor, pro- 
viding a bit of extra healing with every 
Monk spell you cast on an ally. Each dme 
you take advantage of this, you'll be 
charged 2 Energy, and you also need to 
maintain the enchantment. If you use this 
spell, stick to cheap heals, like Orison of 
Healing and Word of Healing, to maxi- 
mize your eSiciency. 

Divine Healing: This is a stronger 
alternative to Heal Party, and has the 
additional benefit of only helping your 
allies (unlike Heal Area). You can only 
use it once per minute. 

Peace and Harmony (elite); This 
enchantment^s negative drain is nullified 
by the enchantment itself — one extra 
point of Energy regeneration is commonly 
underestimated, but over the course of 


this enchantment, it adds up to a lot of 
extra Energy. If s the equivalent of 
maintaining another enchantment for 
free. As long as you don't plan to attack 
anyone, consider taking this skilL 

Signet of Devotion: Use tliis once 
every five seconds for a free heal. If 
you only choose one skill from Divine 
Favor, choose this onel 

Spell Breaker (elite): The key here Is 
timing. The duration of Spell Breaker isn^t 
long, but when you know a caster is about 
to throw everytliing he has at you, it 
renders him harmless for a bit. As an elite 
skiU, it requires practice to use it well. 
If you're not up to this, fiiid an easier 
skill for your Skill Bar. 

Watchful Spirit: While this enchantment 
is on a target, he or she gains Health 
regeneration. However* the benefitial 
aspect of this enchantment is that you 
can instantly heal the target simply by 
ending it. 

(No Attribute) 

A number of Monk skills arc not tied 
to any attribute. These are useful for a 
primary or secondary Monk, regardless 
of the points you put into the other 
Monk attributes. 

Essence Bond: Gain 1 Energy every 
time the target takes damage. This is 
useful when you are spending Energy 
to heal someone who is surrounded by 
enemies, but do not w'ant to expose 
them to a Shatter Enchantment. 

Holy Veil: This skill shields alhes from 
Hexes, so enemies are less likely to cast 
them. Your enemies can easily remove 
this enchantment. 

Martyr (elite); If you're running into 
a lot of opponents who cast Conditions, 
this is helpful* and you can also combine 
it with Plague Sending (Necro skill) or 
Purge Condition (Monk skill) for a 
party-wide cleansing. 

Purge Signet; This removes all Hexes 
and Conditions from a target* but at an 
onerous cost: 10 Energy each. However, 
it is a signet, so you can use this to 
remove a Backfire without rakin g damage. 
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Remove Hext Hex Monks should se£ 
aside a spot for this on tlieir Skill Bars 
because Hexes are often dangerous* In 
team situations with multiple Monks, 
assign one Monk this duty to avoid 
duplication of effort. 


Healiiig Prayers 


Each rank in Healing Prayers increases 
the power of your healing spells. Any 
Monk who intends to heal people 
should plan on a minimum of 10 ranks 
in this attribute. Many healing spells 
can only be used on other people. 

Dwayna^s Kiss; This costs the same as 
Orison of Healing, has the same casting 
tune, and a slightly longer recharge. 
However, it heals for an extra +15 for 
each enchantment or Hex on your tar- 
get. Use this when you face many 
Necromancers and Mesmers* or when 
you enchant others in your group. 
Unlike Orison of Healing, this spell 
can only be cast on other people. 

Heal Area: This is a group heal that is 
stronger and more Energy«efticient than 
Heal Party, Its disadvantage is that it will 
heal any nearby enemies as well as your 
friends. It is helpful in situations where 
you support a group of ranged attackers 
who are exchanging fire with another 
ranged group, but its usefulness is negated 
when enemies wade into close range. 


Heal Other: At first glance, this is more 
efficient than Orison of Healing, but 
that is only when you forget the bene- 
fits of Divine Favor. Still, it is a decent 
emergency heal alternative to Word of 
Healing in those builds that include a 
different elite skill. Don't use this in a 
build with Word of Healing, because 
Word or Orison is a better option. 


Heal Party: Unlike Heal Area, this is 
safe CO use near your enemies. Because 
tliere is no recharge rime, you can cast 
it tn quick succession, but the 15 
Energy cost is high* 



Healing Breeze: This is a strong HoT 
effect and can be used for self-healing. 
Use it immediately before someone 
starts taking damage. Because this is an 


Monk: Attributes £r Skills 



enchantment, it couples well with 
Dwayna's Kiss, 

Heating Hand» (elite): This is a solid 
choice for your elite skill, particularly if 
you are the frequent target of melee 
attacks. During the 10-second duration, 
tliis enchantment mal^s tlie target able 
to ignore any number of low damage 
melee attackers. 

Healing Seed: This is a top skill that 
belongs in any healer's repertoire. Like 
Healing Hands, it is an enchantment 
that heals the target whenever he takes 
damage. Unlike Healing Hands, it can't 
be self-cast, but it is not elite, has a 
longer duration, atid heals anyone else 
who is near the person this enchantment 
is used on (including the caster). 

Healing Touch; This heal doubles Divine 
Favor’s effect. Because it requires you 
to touch your target, it’s a great self- 
heal when Orison isn’t adequate. 

Infuse Health; This is the strongest 
heal, but potentially dangerous. Because 
you are left with half of your Health, 
you could become an easy target* Save 
this for emergencies. 

Live Vicariously: Enchant your fastest 
attackers with tins to get a steady stream 
of self-healing. You can cast this on 
yourself if you plan to attack, but 
Vigorous Spirit is a better choice for 
Monks who intend to fight a lot on 
their own. 

Orison of Healing; This is the healing 
w^orkhorse. If you have rajiks in Healing 
Prayers, you shoidd have this skill on your 
Skill Bar. Its versatility comes from the 
fact that it is cheap, fast casting, and fast 
recharging. It is also one of the few 
taigeted healing spells you can cast on 
yourself* 

Restore Life; This is preferred to the 
simpler Resurrect skill because it 
restores your target to life with more 
Health and Energy* Because this involves 
standing in a dangerous spot, leave this 
job to Warrior/Monks rather than to 
tlie primary healers. 

Vigorous Spirit: This is similar to Live 
Vicariously, except that it heals the 


target instead of the caster, and it also 
works when speUs are cast. It has a 
limited duration, but does not require 
any upkeep. Monks can cast this on 
themselves, so it works well in melee- 
oriented Monk/ Warrior builds. 

Word of Healing (elite); This is 
another cop skill, and the best Monk 
skill for those in the "pure healer" role. 
It has fast activatioii and costs the same 
as Orison of Healing, yet it includes a 
signifreant boost to the amount of healing 
your target receives when his Health is 
below' 50 percent. The low Energy cost 
makes it a better emergency heal than 
Heal Other. You can’t use this on your- 
self, so you'll still need Orison of Healing. 

Protection Prayers 

Each rank in Protection Prayers iucreases 
the power of a group of spells that pre- 
vent damage, stop attacks, and remove 
Conditions* "Pure healers" (those with 
ranks in Healing Prayers, Protection 
Prayers, and Divine Favor only) should 
also take a couple of skills from this 
attribute. Protection skills are good for 
secondary Monks who are looking for 
added defense as weU. 

Aegis: This has a similar effect to the 
Elementalist Ward Against Melee skill 
except it is less effective. It has a shorter 
duration, longer recharge, and can be 
destroyed by Shatter Enchantment. 

Amity (elite): This is the best crowd 
control speU in the game — it prevents 
adjacent enemies from attackiug you. 
However, it takes excellent team coor- 
dination, because its benefit is erased 
when one of your allies (PC or NPC) 
unwittuigly attacks the wrong person. 

Draw Coaditions; Removes 
Conditions (Bleeding, Crippled, etc.) 
from an ally and gives them to you* 
This if best used when you're not 
under attack. It also combines well 
with the Ranger elite skill Melandru's 
Resilience* 

Life Attune ment: If you're playing on 
a team with a decoy/tank character — 
someone who wades into the midst of 
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the enemy to absorb their attacks — this 
helps- The tar^t ally will do less damage 
when enchanted by this spell* but the ally 
will receive greater healing benefits- 

Life Barrier (elite); If you aren't 
being attacked and someone else is* this 
works marvelously. It is best used in 
well-oiled teams witli multiple Monks 
who can maintain a high level of healing. 
Teams with two Monks who cast this 
on each other are hard to kill. 


against melee and ranged attacks* so it 
is effective against heavy Warrior and 
Ranger builds. 

Shield of Regeneration (elite): This 
is most usefol to people who choose 
Monk as a secondary profession to 
obtain access to Protection Prayers. For 
primary Monks* there are better elite 
skills for healing and defense. 

Shielding Hands: This is good for 
fighting fast-attacking opponents (such 
as sword wielders). It doesn't provide 
enough damage prevention on its own, 
so combine it with another HoT effect, 
such as Healing Seed or Healing 
Hands. If you want defense against 
powerful attacks* choose Protective 
Spirit instead. 

Vital Blessing; This is most useful m 
cooperative play situations where you 
need to give an ally an octra buffer 
against hard-hitting opponents. 


Holy Strike; Another direct-damage 
spell* this one has a faster casting time 
tlian Banish, Because it docs bonus 
damage when the target is knocked 
down* combine it with Bane Signet or 
other knockdown attacks. 

Judge's Insight: Because this makes 
your attacks Holy and adds armor pen- 
etration* you will deal more damage to 
anything. Few' opponents are protected 
against Holy damage. 

Retribution: This reflects melee dam- 
age to your opponent. The amount of 
reflection isn't as high as with Holy 
Wrath* but you aren't charged Energy 
’when the reflection occurs. 


Mark of Protection (elite): Throw 
this on an ally taking large amounts of 
damage and combine it with Protective 
Spirit to make the target invulnerable 
for 10 seconds. 


Mend Ailment: The low Energy cost 
makes this a decent skill even for Monks 
who have no ranks in Protection* 


Scourge Healing: This is an outstand- 
ing skill to include in a Mesmer/Mouk 
anti-healer build. Spam this to multipJe 
enemy party members to destroy their 
healer(s) in short order. 

Scourge Sacritice; This spell is most 
effective against Necromancers highly 
specialized in Sacrifice spells* Because 
it is an AoE spell* use it against groups. 

SMeld of Judgment (elite): This is a 
potent enchantment* but it is best used 
in knockdo’W'n-oriented buttds. For 
example* Elementalist/Monks could use 
this with After shock to dish out terrifying 
amounts of damage to anyone crazy 
enough to engage them in melee. 

Signet of Judgment (elite): It's free 
and it's a knockdown. Combine it with 
a team that has a lot of knockdowns 
(perhaps other Monks with Signet of 
Judgment) to lay waste to many opponents. 

Smite Hex; For Monks with ranks in 
Smiting Prayers* this is a good alternative 
to Remove Hex. Use this when there are 
enemies surrounding a Hexed ally; it 
ends the Hex and hits everyone nearby 
’With damage — at a cost of only S Energy 

Zealot's Fire: To exploit this skill* toss 
it on an ally (or yourself) who is going 
to be surrounded by enemies* then cast 
your cheapest* fastest spelJ over and over. 
Orison of Healing is a good choice. 

The target is healed* and everything 
near him will takes damage. 


Mend Condition: This is an excellent 
skill for Protection Monks because it 
combines Condition removal with heal- 
ing. The downside is that Monks cannot 
cast it on themselves. However* for a 
Monk who Is looking for a general 
purpose Condition remover, and who 
lacks ranks in Protection Prayers* Mend 
Ailment is a better option. 

Pacifism: Got an annoying Warrior who 
is swinging at you* and no time to heal 
yourself? Cast this at him* and he'll be 
twiddling his thumbs for a while. This 
is a strong skill* but good teamwork is 
required — it takes only one attack on the 
enchanted Warrior to break the spell. 

Protective Spirit; This enchantment is 
one of the Protection Monk's signature 
abilities- Because many attacks (particu- 
larly from Elementalists) can hit hard, this 
helps take the bite out of their assaults* 

Rebirth; This resurrects a parfy member 
from a distance* making it safer to use 
Chan Restore Life, 

Restore Condition (elite): If the tar- 
get ally is laden with many Conditions* 
this spell removes them and gives him 
a lot of healing. This is an effective 
spell against Condition- centric enemies. 

Shield of Deflectioii (elite): This spell 
offers an impressive amount of defense 


Smiting is the advanced section of the 
Monk skill selection. These skills are 
strong when your goal is damage-deal- 
ing* but they don't integrate well ’with 
the primary healer role. Monk /Rangers 
and Monk/ Warriors with Smiting skills 
are tough offensive figliters and effective 
cooperative play soloists. Tliese skills are 
also useful when Monk is the secondary 
profession. 

Balthazar's Aura: One nice thing about 
this spell is that it is hard to escape — the 
target of this speU can move to keep the 
enemies in range of the damage. For 
best results* use it as part of a team 
strategy. 

Balthazar's Spirit; In offensive 
Warrior /Monk and Monk/Warrior builds* 
this is a powerful enchantment that can 
ensure ample adrenaline and Energy. 

Bane Signet; Good for interrupting 
-an attack: it works well when followed 
with an ability like Holy Strike, Because 
it is a signet* it has the advantage of 
costing no Energy. 
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frequent use of Orison of Healing, can 
keep you alive for a long time* One of 
the most powerful elite defense skills, 
Obsidian Flesh, gives you armor and 
makes it impossible for enemy spell 

casters to target you. 
You must give up 
some of your heal- 
iiig power with this 
skill, but it's a good 
trade-otf. 


Secondary 

Professions 


When you play a Monk as a group 
healer, every secondary profession 
has something to offer — your choice 
of secondary profession is more a 
matter of your experience, play style 
and what you'd like to offer your 
group. 


If you prefer Water 
Magic, choose defensive 
^ skills, such as Swirling 
Aura and Armor of 
Mist. Water also has a 
RHCOk number of good snar- 
ing spells, such as 
Frozen Burst. Point- 
blank area attacks like 
this are a good dam- 
age-dealing option for 
SSdw healers because it means 
you won't have to select 
^ an enemy target in the 

middle of your healing 

J ^ ^ regimen* 

r 

f For a strong self- 

defense build, use Healing 
Prayers (11), Divine Favor (10), 
and Earth Magic (10), Take 
Orison of Healing, Signet of 
Devotion, Healing Touch, Heal 
Other, Mend Ailment, Glypb of 
Lesser Energy, Obsidian Flesh, 

^ and Ward Against Melee. For a 
L build that uses Water Magic, 
^ put ID ranks into that 

attribute and take Word of 
Healing, Orison of 
Healings Signet of 
Devotion, Healing Touch, 
Mend Ailment, Glyph of 
Lesser Energy, Swirling 
Aura« and Frozen Burst* 


Mofik/Elefflentalist 


The speUs within Eartli and Water Magic 
pair well with healers. Both of these 
schools offer a number of effective 
defenses, and should you choose, some 
powerful offenses. 

If you select Elementalist as your 
secondary profession, choose skills that 
won't run you out of Energy* There's 
nothing worse than being a healer who 
doesn't have the Eneigy to keep the 
group alivel Fortunately, one of the 
skills that you'll gain access to as an 
Elementalist is the Glyph of Lesser 
Energy. If you're running into Energy' 
problems, add this to your Skill Bar to 
reduce the cost of your next spell by 15* 

Avoid diluting your effectiveness. 
Make sure you choose either Earth or 
Water and spend points in only one of 
them. If you're playing as part of a team, 
base part of your decision on what the 
other Elementalists are using — majiy of 
these spells are not useful when duplicated. 

Monk/E!ementalists with Earth 
Magic have access to some potent 
defensive spells. Ward Against Melee 
blocks 50 percent of the melee attacks 
in its AoE. More importantly, this spell 
is cast on the ground and not on a per- 
son, which makes it impossible to shatter 
or remove. It will help you avoid melee 
attacks while you continue to heal, and 
it helps your teammates wliile they 
remain nearby* Kinetic Armor enchants 
you with additional armor. It expires in 
eight seconds, but renews automatically 
if you cast another spell. If a Warrior is 
attacking you, tliis, along with the 


prlmagames.com 


Protected by cofiyriglit. Unauthorized or unlawfiil copying or downlDaiding expreuly probibii 




/* 


PRtMA OFFICtAL GAME CUIDH 


Monk/Mesmer 



In the right hands* a Monk/M csmer 
can be the strongest overall healer in 
the game. Using the Mesmer's 
Inspiration Magic* a Monk/Mesmer can 
steal Enchantments and Energy from 
other casters* allowing him to euliance 
liis group and maintain a steady stream 
of healing. 

Inspired Enchantment is an excel- 
lent choice* because it removes an 
Enchantment from an opponent and 
puts It on your SioLl liar tor 2\} seconds. 
Because many of the best Enchantment 
skills come &om Healing Prayers* you 
can cast them at hill strength. See a 
Warrior/Monk charging you with a 
glowing white aura? He is using 
Healing Hands — steal it from liim and 
give it to yourselfl 

A Monk/Mesmer who focuses on 
healing should consider the following 
build: Inspitation Magic (10), Divine 
Favor (10), and Healing Prayers (11), Add 
in Word of Healing, Orison of Healing, 
Healing Touch, Signet of Devotion, and 
Mend Ailments to your Mesmer skills, 
and you’ll be a healing powerhouse. 
The challenge with a Monk/Mesmer 
is to juggle the healing of your group 
with the offensive use of Inspired 
Enchantment and Energy Tap. You’ll tiave 
fewer defenses than other builds, but 
you can swap in Healing Hands if you're 
taking too much melee damage. 

Monk/Necromancer 

The Necromancer’s minions are good 
supplements to the Monk's healing 
capabilities. The advantage is that you 
can assist in oSense without needing to 
manage it. Your minions can also act as 
a Health reservoir when you're under 
physical attack. 


For a strong Monk /Necromancer, 
consider the following build: Healing 
Prayers (10), Divine Favor (8), Death 
Magic (!2), and Blood Magic (2), For 
skills* take Dark Bond* Animate Bone 
Fiend, Animate Bone Horror, Word of 


Healing, Signet of Devotion, Orison of 
Healing, Healing Touch, and Mend 
Ailment, You'll have strong healing, 
combined with the ability to raise min- 
ions from your fallen enemies, hi an 
emergency, use Dark Bond to divert 75 
percent of yonr physical damage to a 
minion (even though tills is a Blood 
Magic skill, the 34-second duration you 
get from the two ranks is long enough 
to help). Alternately* you can sw^ap out 
one of the Animate spells for a direct- 
damage spell like Deathly Swarm, but do 

not overuse your Energy when others 

need healing. 

Monk/ Ranger 

Like Warrion, Rangers can stick to a 
primary healing role or go for a 
Smiting build. They are good at either. 

When assigned the role of healing 
Conditions, the Monk/Ranger shines. 
Invest in Healing Prayers (10), 
Protection Prayers (5), Divine Favor 
(10), and Wilderness Survival (10), Use 
Draw Conditions to transfer Conditions 
from other party members, then use 
Melandru's Resilience (an elite Ranger 
skill) to give yourself a big Healtli and 
Energy regeneration boost for each of 
the Conditions with which you become 
afflicted. For a stronger character, add 
ill a couple of other Wilderness 
Survival skills* such as Troll Unguent, a 
powerful self-heal* and Dryder's 
Defenses* which grants 75 percent eva- 
sion from attacks and a large amount 
of armor against elemental damage. To 
round out a character who will keep 
your group free of annoying Hexes 
while offering self-defense and effec- 
tive healing capabilities, include Orison 
of Healing, Heal Other, Healing Seed, 
and Remove Hex* 

If you’d rather play offense, your 
build will look like a ranged version of 
a Smiting Monk/Warrior, Invest in 
Healing Prayers (10), Divine Favor (5), 
Smiting Prayers (10), and Marksmansliip 
(10). Take Orison of Healing, Healing 
Touch, Live Vicariously. Balthazar's 
Spirit, Judge’s Insight, Favorable Winds* 


Barrage* and Pin Down* Barrage will 
liit the enemies near your taiget* and 
with Live Vicariously active, you'll be 
healed for everything you hit. Pin 
Down gives you the ability to snare an 
Opponent if something gets too close. 
When attacking multiple enemies, this 
build can do more damage than its 
Warrior counterpart. However, it can 
use more Energy if you need to self- 
heal frequently, so team up with a 
Warrior who Tvill tank for you. 

Monk/ Warr I or 

This is a solid secondary profession for 
both new and experienced players. 
There are three degrees of investment 
you could make in the Warrior skills: 

]. Spend no points on the Warrior 
attributes, yet utilize the Warrior’s 
Sprint skill. Sprint uses the Strength 
attribute (which is restricted to pri- 
mary Warriors), but even at its min- 
imum duration of eight seconds* it 
is useful. You will have rimes when 
you need to flee or to catch up to a 
member of your group, and having 
the Sprint skill equipped can be a 
tifesaver. This also works well for 
players who want to be "pure heal- 
ers*" focusing their attribute points 
on Monk skills — Healing Prayers 
(11), Divine Favor (10), and 
Protection Prayers (10). For this build, 
equip Word of Healing (for an elite 
skill)* Orison of Healing, Signet of 
Devotion* Dwayna’s Kiss, Mend 
Condition, Protective Spirit, 

Pacifism, and Sprint. 

2. Tap into the Warrior's Tactics 

attribute* With Healing Prayers (11), 
Tactics (10), and Divine Favor (10), 
you'll be a strong healer with access 
to some of the Warrior’s defensive 
Stances* You should experiment with 
some of the different Stances to 
determine which ones work best for 
your play style. Some of the Warrior 
Stances require adrenaline, and some 
will end if you use a skill— avoid 
those. Disciplmed Stance is a good 
option, as well as Shield Stance, but 
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have a shield equipped before you 
use it- If you use Shield Stance, it is 
better to switch to a sliidd rathia- than 
equip one all the time, or else you 
will drain your Energy- Another option 
is Gladiator's Defense, an elite skill 
that gives 75 percent blocking and 
damages yonr melee attackers. 

In addition to the use of two 
defensive Stances and Sprint, the 
Warrior can also utilize Healing 
Signet — it's a free self-heal that 
takes a mere two seconds to cast. 
With a four second recharge time 
and up to 115 points In healing, it's 
an invaluable part of a Warrior's 
arsenal, This also helps keep you 
alive without a heavy Energy 
expenditure. One disadvantage of 
Healing Signet is that you take 
double damage while activating it, 
so only use it when you're not being 
attacked. If you're only facing melee 
attackers, activate a Stance tirst- 


A good Skill Bar for a tactics- 
oriented Monk/Warrior should 
include Word of Healing, Orison of 
Healing, Signet of Devotion, Infuse 
Health, Mend Ailment, Healing 
Signet. Disciplined Stance, and Sprint, 
You can swap out Disciplined Stance 
for Shield Stance if you prefer to 
play with a sliield. If you want to 
try Gladiator's Stance, replace Word 
of Healing with Healing Seed, One 
strong feature of this build is that, 
as long as you're not under attack, 
you can use Infuse Health for a 
huge target ally heal, then cast 
Healing Signet to repair the damage 
to yourself for free. 

3. Cliange the Monk from a healer to a 
powerful holy Warrior. You won't be 
as strong a healer, but you'll possess 
impressive ofleitsive capabilities- 
Allocate your attribute points so that 
you have Swordsmansliip (10), 
Healing Prayers (10), Smiting Prayers 


(10), and Divine Favor (6). Limit 
your sword attacks to adrenaline- 
based skills so that your Energy 
pool is reserved for Smiting and 
Enchantment spells. Sever Artery, 
Gash, and Final Thrust are tiiree 
attacks that work well together. 

Add in Judge's Insight, Balthazar's 
Spirit, and Zealot's Fire from your 
Smiting Prayers and round out your 
Skill Bar with Orison of Healing 
and Healing Touch. Because of the 
Monk's high Energy regeneration, 
you can maintaki these enchant- 
ments while regai nin g more Energy 
from Balthazar's Spirit. You also can 
rely on cheap self-heals and simul- 
taneously smite nearby foes. Avoid 
Mesmers and Necromancers, how- 
ever, because their enchantment- 
removal abilities will compromise 
your effectiveness. 
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Cooperative 



Play 

If you wish to solo ploy. Monk/ War fiofs 
with a focus on Smiting Prayers ate 
effective. However, most people play 
Monks as group-support characters, 
which means the majority of your time 
will be spent with others. 

Playing a Mojik involves more than 
pressing the healing button: It involves 
smart use of your secondary skills and 
expert Energy management; it means 
understanding your enemies, recognizing 
the worst threats, and understanding how 
to deal with them; and it requires you 
to know your limits and make sure 
your teammates know them as well. 

Unlike PvP, where the role of res- 
urrecting a fallen party member is best 
left to a Warrior/ Monk (due to their 
high survivability), in cooperative play, 
it falls upon the Monk to perform this 
service. It helps to have an understanding 
of the maps you're exploring so chat 
you can choose 


Click on Options, select Control Setup 
at the bottom of the dialog box, and 
scroll down to the actions that start 
with "Target Party Member." 

Player vs. 
Player 

When it comes to PvP, the question 
isn't whether you need a Monk, it"s how 
many Monks do you need? 

For a four-person arena team, one 
Monk is often sufficient. Things get more 
comphcated when you graduate to the 
eight-person Tombs or a Guild-vs. -Guild 
battle. There, teams relying on a single 
Monk are doomed. The opposition will 
target the Monk, and after he is down, 
the rest of his teammates will fall like 
dominoes. 

With two Monks, your team is 
tougher. If your opponent focuses on 
one of your Monks, tiic other can help 
keep him alive. In addition, having two 
Monks means they can diversify their 


skill set. For example, one could be a 
"pure healer" with skills in both 
Healing and Protection, while the other 
could have Healing complemented by 
defensive Earth Magic. 

However, most experienced eighth 
person teams have found tliat two 
Monks aren't enough, either. Because 
Monks don't have good heals for them- 
selves, self-healing and the heals of one 
otlier Monk are not enough to stop a 
concentrated focus-firing effort. Three 
is die magic number. It’s difficult to 
focus-fire a Monk who is being focus- 
healed by two others. And if one gets 
killed, the two remaining Monks can 
remain an effective combination for 
quite some time — often long enough 
for the fallen Monk to be revived. 

Get tiiree Monks for your eight- 
person team. Any more, and you'll 
compromise your damage output. Any 
less, and you'll risk a quick defeat. And 
no, people with Monk as their second- 
ary don't count toward the three. This 
gives an excellent balance* 




what spell to throw 
out for Restore 
Life. For example, if 
you're not going to 
face many nasty 
poisons, you don't 
need Mend 
Condition. On 
other maps, Restore 
Hex is important. 
Whenever possible 
equip skills based oj^ 
the needs of a par- 
ticular area. 

When you play 
with groups, have 
hotkeys set up to 
target each member 
of your group. 
Otherwise, you'll 
always be clicking 
on the screen, which 
is time consuming 
and keeps your eyes 
off the battlefield. 






Monk: Cooperative Play, Player vs. Player, Skills 



Monk Skills 

Divine Favor 

(Primary Monks Onty) 


Look for new skills to be added to Guild Wars over time. 



Aura of Faith (elite) 

Soi/rce: Demetrios tlie Enduring (Mufsaat Boss) 

Cost 10 Casting Tm l 

Duration 60 Recast Ttme 20 

R>r 60 second^ ^rget ally gains 24-50% more HeatEh when healed. 


Blessed Aura 

Source: Quest, Crystal DeserVVendor. Droknar's Forge 
Cost 10 Costing Time 2 

Duration upkeep Recast Time 2 

While you maintain this endiantment Monk enchantments you 
cast last 10-35% longer than nornnal. 



and Harmony 


Source: Mamta Doomspeaker (Human Boss) 

Cos? 5 Casting Time 1 

Duration 3M0 Recast Ttme 45 

Fof 3(Hi0 seconds, target ally gains +1 Energy regeneration. 
Peace and Harmony erxfe if that ally attacks or casts a spdl that 
does not target an ally. 


SijGBCt of Devotion 



Sou/ro: Vendor, North Kryta Province 
Cos? - Casting Time 

Duration - Recast Time 

Fleal target ally for 14-100 points. 



Blessed Signet 


« 





Source: Quest, Kryta-The Wilds/Vendor, Droknar's Forge 
Cosf - Casting Time 2 

Duration - Recast Time 10 

For each enchantment you are maintaining, you gain 2 Energy, 
maximum 3-24. 

Contemplation ol Purity 

Sdt/rre.' Quest, The Wild^Vendor, Amnoon Oasis 
Co5f 10 Casing Tm 1/4 

Duration - Recast Time 5 

Lose all enchantments. For each one lost you gain 6-so Health, 
lose one Hex, and lose one Condition. 

Divine Boon 

Soyrre; Quest, Shiverpeaks (NVVendor, Uon's Arch 

Cost 5 Casting Time 1/4 

Duration upkeep Recast Time 

While you maintain this enchantment, whenever you cast a iMonk 

spell on an ally, that ally is healed for 25-70 ponts, and you lose 

2 Energy. 

Divine Healing 

Source: Vendor, Port Sledge 

Co5f 10 Casting Time 2 

Duration - Recast Time 60 

Heal yourself and nearby party members for 10-260 points. 


Divine Intervention 



Breaker (eJite^ 


5oun:e. Raptorhawk (Griffon Boss) 

Cosf 15 Casing Time 1 

Duration 5-17 Recast Time 45 

For 5-17 seconds, enemy spells tailed against laiget ally fart. 






Vj 


Aura 


Source: Ipilfo WUpwup (Crawd Boss) 

Cos? 3 Casing Tme 4 

Duration upkeep Reca^ Jlme 45 

Bring dead target ally l^ck to life at foil Health and foil Energy. If 
you stop maintaining this enchantment or if this enchantment b 
remcpyed, that ally dies. Deaths while enchanted with Unyielding 
Aura do not incur a death penalty. (50% failure chance with 
Divine Favor 4 or less,) 




Watchful Spirit 


Sbu/re: Vendor, Maguuma Stade 


Cos? 
Duration 


15 
upkeep 


Casting Time 
Recast Time 


uuraiion upseep necasi ume 10 

V\liileyou maintain this enchantment, target ally gains Health 
regeneration of 2. That ally is healed for 30-180 points when 
Watchful Spirit ends. 


(No Attribute) 


&»nc« Bond 



Sou/re; Vendor, Beetletun 

Cosf 10 Ccsting Time 2 

Duration upkeep Recast time 

While you maintain this enchantment, whenever taiget ally takes 
physkial damage, you gain 1 Energy. 


Source: Vendor, Copperliammer Mirres 
Cost 10 Casting Tm 1/4 

Duration 10 /?^cc?sT Time 30 

For 10 seconds, if target ally receives damage that would be fatal 
the damage is r^egated and that ally is healed for 26-240 points. 





Holy Veil 



Ufiht gf Owayna 

Source: Vendor, Marhan's Grotto 


Casing Tme 
Recast Time 



u 

rt. f 


T 


/ /' ^ 


Source: Quest, Kryfo/Vendor, Henge of Denravi 
Cost 10 Casting Ttme 2 

Duration upke^ Recast Time 

While you maintain this enchantment any Hex cast on target 
creafore take twice as long to cast 













Martyr {f^m 


Source: Dvvayna's Cursed (Golem Boss) 

Cosf 5 Costing lime 

Duratbn - R&cast Tim& 

All Conditions on parly mennbefs are uansferred to you 


PwaynaTs Kiss 


torre; Qu'eS Kryta/Verid^^ htenge of "Denrayi 
Cost 5 Casting lime l 

Dum^n - Recast Time 5 

Heal target other ally for IS-60 points and an additional 5^30 
points for each enchantmerjt or Hex on that ally 


Purge Conditions 


Source: Quest Ruins (rf Ascalon/Vendor, Yak's Bend 
Cost 5 Costing Time 

Duration - Recast Time 

Remove all Conditions (Poison, Disease, Blindness, Dazed^ 
Bleeding, Crippled, and Deep Wound) from target ally. 


Source: Quest, Ruins of AscaloiVWndor, Yak's Bend 
Cost 10 Cos£rn^ Time 

Duratbn - Recast lime 

Heal yourself and all nearby aeatures for 30-180 points 


Purge Sifflct 


Source: Vendor, Fishermen's Haven 
Cost - CasO'ng Jtme 3 

Duration - Recast Time 30 

Remove all Hexes and Conditions from target ally. You lose 10 
Energy for each Hex and each Condition removed. 


Source: Quest, Kryta/Vendor, Merge of Denravi 
Cost to Casting Vme 

Duratbn - Recast lime 

Heal target ally for 55“ 1 80 points. 


Remove Hex 


Source.' Quest, Shiverpeaks (M)/Vendori Lion’s Arch 
Cost 5 Costing Tme 

Duration - Recast Time 

Remove a Hex from the target ally. 


Source: Quest Rtiins of AscalorVVendoc Yak's Bertd 
Cost 15 Casting lime 

Dura^n - Recast lime 

Heal entire party for 16-80 points. 


Resurrect 


Source' Quest, Ruins of Ascalon/Vendor, Yak's Bend 


Cost 10 

Duratbn 

Resurrect target party member. 


Healing Breeie 


Source: Quest, Kingdom of fecalorVVendor, Ascalon City (Ruins) 
Cost 10 Casting Time 1 

Duratbn 10 Recast lime I 

For 10 seconds, target ally gains Health regeneration of 3-9. 


Succ&r 


Source: Vendor, Ice Tocth Cave 
Cost 10 Casting Tme I 

Duratbn upkeep Recast Time TO 

While you maintain this enchantment, target other ally gains 
Health and Energy regeneration of I, but you lose 1 ^ergy each 
time that ally casts a spell. 


Source: iMu^ Riptide (Gargoyle Boss), Rull Eresvbeater (Ettin Boss) 
Cost 5 Costing Itme 1/4 

Dura^n IQ Recast lime 25 

For 10 seconds, whenever target ally b struck by an attack, that 
ally is healed for 5-25 points. 


VfenBcaace 


5ource; Quest, Crystal DeserVVendor, Droknar's Forge 
Cost ID Casting lime 4 

Duratbn 30 Recast lime 60 

Bnng dead target ally back to life at lull Health and full Energy. 
After 30 seconds, or if this enchantment is removed, the enchanted 
ally dies. Deaths while enchanted with Vengeance do not incur a 
death penalty. 


Source: Quest, Kryte-The Wilds/Vendor, Amnoon Oasis 
Cost 15 Casting lime 2 

Duratbn B-20 Reca^ lime 25 

For 3“20 seconds, vrhenever target ally takes damage, that ally 
and all adjacent allies gain 3-30 Health. 


Source: Quest Crystal Desen/Vendor, Droknar's Forge 
Cost 5 Casting lime 3/4 

Duratbn - Recast Time 5 

Heal touched target ally for 16-60 points. Health gain from 
Divine Fawr is doubled for this spd. 
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Protection Prayers 


l(ifus« Heafth 


5ot/fce: Quest Ruins of AscaloiVVendof, Yak’s Bend 

Cost 10 Casing Vme 1/4 

Duration - Recast Time 

Lose half your current Health. Target ally is healed for IOO-136Q4> 

of the amount you lost 


Live Vicariously 

f Source: Quest, Ruins of Ascalor^Vendor, Yak's Bend 
Cosf 10 Casting lime 2 

Duration upkeep Recast Time 

While you maintain thfe enchantment whenever target ally hits a 
I fo^ you gain 1 -14 Health. 


Word ot Healitig (elite) 


nroenainii 


Source: Quest, Ruins of AscaloiVVendot Yaks Bend 
Cost 10 Casting lime 2 

Duratbn upkeep Recast lime 

While you maintain thfe enchantment target ally gains Health 
regeneration of +M. 


Orison of Heatiiig 


5oo/^ce; Quest Kingdom of AscaloiVVendor, Ascdon City (Ruins) 
Cost 5 Casting Ume l 

Duration - Recast Ume 2 

Heal target ally for 20-70 points. 


Amty (elite) 

Soum' Pravus Obsideo (Ghost Boss) 

Cost 5 Cas ting 7/me 1/4 

Duration S-20 Recast 7/me 60 

For S-20 seconds adjacent foes cannot attack. For each foe. 
Amity ends if that foe takes damage. 


Ccnivert Hexes 

Source: Vendor, Camp Ranker 

Cost 15 Costing Ume 2 

Dufotbn 8-20 Recast Ume 20 

Remove all Hexes from target other ally. For a-20 seconds, that 
aly gains +10 armor for each Necromancer Hex that was 
removed. 

Draw Conditions 


Source: Vendor, Copperfiammer Mines 

Cost 5 Casting Ume 1/4 

Duration - Recast Ume 

All negative Conditions are transferred from target aly to yourself. 

For each Condition acquired, you gain 6-26 Health. 

Cnanfi^n 

Source: Vendor, Ascalon City (Ruins) 

Cost 5 Casting Ume 1 

Duratbn 5 Recast Ume 2 

For 5 seconds, target ally has a 20-50H chance to block attacks 
and magical projedies. 


Restore Life 


Source: Vendor, Crendich Courlhouse 

Cost 10 Casting Ume 3 

Duratidn - Recast Ume 

Touch the body of a fallen ally member. Target ally fs returned to 

life with 26-50% Health and 42-90% Energy. 

Vigorous ^rit 


Source: Quest, Shiverpeaks (N)/Vendor, Lion's Arch 
Cosf 5 Casting Ume I 

Duratidn 30 Recast Ume 4 

For 30 seconds, each time target ally attacks or casts a spell, that 
ally is healed for 1-14 points. 

Source: Dassk Arossyss, Josso Essher, Wissper Inssani (Forgoten 
Bosses) 

Cost 5 Casting Ume 3/4 

Duration - Recast Ume 4 

Heat target ally for 16“G0 poinis. Heal for an additional tS^lOO 
points if that ally is below 50% Health. 


1 Aegis 


Source: Vendor, Fishermen's Haven 
Cost 15 Casting Ume 1 

Duratidn 5-il Recast Ume 30 

For 5-1 ! seconds, all party members have a 50% chance to 
block attacks. 


Life Attunement ^ 

Source: Quest Kryta/Vendor, Henge of Denravi 
Cost 10 Casting Ume 2 

Duratbn upkeep Recast Ume 

While you maintain this Enchantment target ally deals less dam- 
age in combat but gains 14-50% more Health when healed. 


Life aarrier fplitej 

Source: Esnhal HarckKjd (Plant Boss) 

Cast 15 Casting Ume 2 

Duratbn upkeep Recast Ume 5 

While you maintain this enchantment damage dealtto target ally 
is halved, tfyour Halth is below 40-70% when tliat ally takes 
damage, Life Sarrier ends. 

Life Bond 

Source: Vendor, Beetletun 

Cost 10 Casting Ume 2 

Duratbn upkeep Recast Ume 

While you maintain this enchantment whenever target ally takes 
dam^e from an attack, half the damage is redirect^ to you. The 
damage you receive this way is reduced by 3-30 pdnis. 

Mark of Protection fetife) 

Source: Bolis HilfehakerfDolyak Boss) 

Cost 15 Casting Ume 1 

Duratbn 10 Recast Ume 45 

For 10 seconds, whenever target ally would lake damage, that ally 
is healed for that amount instead, maximum 6-60. All your 
Proledron Prayeis are disabled for 10 seconds. 
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best things about playing in the Arena is that if 
things don’t work out with the first group and 
you get beaten, you just go back to the start and 
you get a new random group that might work 
together a little better. As far as tactics go, you 
need to work together and focus your efforts. If one 
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Shield Of Deflection 

Source: Grun (Windrider Bos) 

Cost 15 Costing Vme 2 

Duration S-ll 5 

For 5-11 seconds, target ally has a 50-75H chance to evade 
attacksand gains 12-34 armor 


5oyrce. Spindle Agonyvefn (DFyderBoss) 

Cost 10 Costing Time 3/4 

Dupothn - Recast Jtme 2 

Remove all Conditions (Poison, Disease, Blindness, Dazed, 
Bleeding, Crippled, and Deep Wound) from target ally. That ally 
is healed KHOO poinis tor each Condition removed. 


4 






Rev»^i of Fortune 


Source: Quest, Kingdom of Ascaion/Vendor, Ascalon Oty (Roms) 
Cost 5 Casting Time }/A 

Duration 3 Recast Jtme 2 

The neti time target ally would take damage, that ally gains that 
amount of Health instead, ma;<imum 15-80. 


5ot/fce; Quest, Kryta-TheWiids/\tendor,Amnoon Oasis 
Cost 10 Casting 7tme 1/4 

Dumtbn 5-25 Recast Time 5 

For 5-25 seconds^ target ally cannot lose more than iCrth Health 
due to damage from a single attack or spelL 


Source: Quest, Kryta/Verrfor, Henge of Denravi 
Cost 5 Casting Time S/4 

Duration - Recast Time 2 

Remove one Condition (Po'^on, Disease, Blindness^ Dazed, 
Bleeding, Crippled, or Wound) from target ally. That ally h 
healed for B-70 points for each remaining Condition, 

Mend Condition 


Source: Quest, Crystal Deser^Vendor, Droknar's Forge 
Cost 5 Casting Time 3/4 

Duration - Recast Time 2 

Remove one Condition (Poaon, Disease^ Blindness^ Dazed, 
Bleeding, Crippled, or Deep Wound) from target ally. That aiEy is 

lioalod for 5 70 pointt. 

PdciHsm 


Source: Quest Shiv^peaks (M)/Vendor, Lion's Arch 
Cosf 10 Casting Time 5 

Duration 8-20 Recast Time 30 

For 8-20 seconds^ target foe cannot attack. This effect ends if the 
target takes damage. 


Protective Bond 


Source: Vendor, Ma^uma Stade 
Cosf 10 Casting Time 2 

Duration upkeep Recast Time 

While you maintain this enchantment target ally Gonot take 
more than 5% damage at one time. When Protective Bond pre- 
vents damage^ you lose 2-6 Energy or the spell ends. 


Rebirth 

Soi/rce; Quest, Kryta-TheWlIrfs/Vendor, Amnoon Oasis 
Cosf 10 Costing lime 6 

Duratbn - Recast Time 

Resurrect target party member, teleporting him to your current 
location. All of target's skils are disabled for 5-20 seconds. This 
spell consumes all of your remaining Energy. 


Restorg Condition (eJiie) 


Protective Spirit 


Shield of Hegefieratioit feme) 


Source: Pessh Missk (Forgotten Boss) 

Cost 15 Casting Time I 

Duratbn 5-U Recosnime 20 

For 5-1 1 seconds, target ally gains 3-10 Health regeneration and 
40 armor. 


Shielding Hamts 


SoLffce: Quest, Kingdom of Ascalor^A/endor, Ascalon City (Rums) 
Cosr 5 Casting Time 3/4 

Duratbn 10 Reca^ lime 25 

For 10 seconds, damage received by target ally is reduced by 3-1&J 


Vital Bleraig 

Source: Quest, Ruins of AscalorVVendor, Yak’s Bend 
Cosf 10 Casting lime 2 

Duratbn upkeep Secissf Time 

While you maintain this enchantment, target ally has +40-200 
maximum Health. 


I /Wy Favorite Arena 

Name: Brian Porter 
Title: Level Artist 
Character: Funky Monkey 


it ir 

\ 'V, 






I really enjoy the A^ealon Arena, I love the 
quick satisfaction you get out of the speed of 
the battles and the camaraderie you gain after 
winning a few battles with some new people. 
Often, I end up going through missions with 
some of these people later because we had such 
a great time playing together and hat^e put each 
other on our respective Friends lists. One of the 


red that character so that you get back to a 

j 4-versus~4, or better yet, put the odds in your favor 
I if you’ve already taken someone down* 
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Balthazaf's Aura 


Souks: Quest Kryta-The Wilds/Vfendor, Oroknar's Forge 
Co5^ 25 Casting Ttmo I 

OuTQtbn 10 flews? Tmo 15 

For TO seconcb, toes adjacent to target ally tate iD-25 Holy danv 
age eacli second. 

Balthazar* s Spirit 


Soukb: Quest Shl\ier peaks (l\l)yVendot Lion’s Arch 
Cost 10 CoitinQ Time 1 

Duratbn upkeep flewsf Time 

While you maintain this enchantment target ally ^ins adrenaline j 
and Ener^ after taking damage. 

Bane Sign^ 

Souks: Quest Kingdom of Ascalor^Vendor, Ascdon City (Ruins) 
Cos? - Ca^tiug Time 1 

Dumtbn - flecosf Time 25 

Target foe takes 26-56 Holy damage. If that foe was attacking he 
is knocked down. 


kmtrge Sacrifice 

Source: Vendor, Copperhammer 
Cos? 10 Castbg Time 2 

Duration 8-20 Recast Time 5 , 

For 8-20 seconds, every time target foe sacrifices Ife be sacrifices 
twice the normal amount. 





ihcdd of JiidRitieni (tfite) 


Source: Myd Springdaw (Tengu Soss) 

Cosf 15 Castbg Time I 

Duration 8-20 Recast Time 45 

For 8-20 seconds, anyone striking target ally wt3i an attack is 
knocked down and suffers 5-50 damage. 


Sign>gt of Judgment (tfite) 


Source: Frostbite (Nightmare Boss), Tree of Judgment (Plant Boss)] 
Cost - Castbg Time 2 

Duration - Recast Jtme 30 

Target foe is knocked doiivn. Thai foe and d adjacent foes take 
15-75 Holy damage. 


Khi— ^ : 



Banish 


I 





Source: Quest Kingdom of AscaloryVendor, Ascdon Ctty (Ruins) 
Cos? 5 Costing lime I 

Duratbn - Recast Tme 10 

Target foe lakes 20-56 Holy damage, 


i Holy strike 


Source: Vendor, Ice Tooth Cave 
Cost 5 Casting Time 5/4 

Duratbn - Recast Time 8 

Touched target foe takes 10-55 Holy cfemage. If knocked down, 
your target takes an additional 10-25 Holy damage. 

Holy Wrath 

Source: Vendor, North Kryta Province 

Cost 10 Casting lime 1 

Duratbn upkeep Recast lime 

While you maintain this enchantment whenever target ally takes 

melee damage, this spell deals 25-67% of the damage back to 

the source, and you lose 10 Energy. 


Judge's Insi^ 


Source: Vendor, Cre ndkff ©Miflbouse 
Cos? fO CasirbgT/me 2 

Duratbn 8-20 Recast lime 10 

For a-20 seconds, target all/s attacks deal Holy damage and have 
+20% armor penetration. 

Retribution 


Source: Quest Kingdom of AscalorVVendor, Ascdon City (Ruins) 
Cost 10 Casting Vme 1 

Duratbn upkeep flews? lime 

While you maintain this Enchantment whenever target ally takes 
melee damage, this spell deals 19-54% of the damage back to 
the source, 

SCQurge Heaihtg 


Source: Quest Kryta-The Wilds/Vendor, Droknar's Forge 
Co5? 10 Casting Time 1 

Duratbn 50 flec<7S?T7me 5 

For 50 seconds, every time target foe is healed, the healer takes 
15-ao Holy damage. 










Smite 

Source: Quest, Ruins of AscalorVVeiidor7YakYBend 
Cos? 10 Castbg Time t 

Duratbn - flecos? lime 10 

This attack deals 10-55 Holy damage. If attacking your target 
takes an additional 10-25 Holy damage. 


Smite Hgx 

Sourt^: Quest Kryta-The Wilds/Vendor, Amnoon Oasis 
Cost 5 Time i 

Duration - Recast Time 15 

Tiemove a Hex from target ally, Foes near that ally suffer 10-S5 
damage. 

Stfeflgth of Honor 


Source: Quest Ruins of AscalorVVendor, Yak's Bend 

Cost 10 Castbg Jime 2 

Duration upkeep flecas? Time 

While you maintain this enchantmmt target ally deals 1-10 more 

damage in melee. 


Symbol of Wrath 


Source: Quest Kingdom of AscalorVVendor, Ascalon City (Ruins) 
Cos? 5 Castbg Time 2 

Duration 5 Recast Jtme 30 

For 5 seconds, foes in this location take 8-32 Holy damage each 
second. 



zealot's Fire 


Source: Quest, Crystal Desert/Vendor, Droknar's Forge 
Cos? 10 Castbg Jtme f 

Duratbn 60 fleccis? Jime 30 

For 60 seconds, whenever you use a skill on an ally, all foes 
adjacent to your target are struck for 5-45 Fire damage. 


i. 
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Necromancer 

The Power 
of Death 


to take conttol of an undead crea 
ture, then claim its life for your 
own, A Necromancer is also able 
to help a group with spells like 
Well of Power and Well of Blood. 


Necromancer is a 
p versatile and power- 

fill profession. He can 
become the strongest 
member of a party 

and will often be the 

last player standing. As a Necromancer, 
you might be the only thing standing 
between your party and an untimely 
demise. 


Every skill you have 
available to you is invaluable to 
your success.There are 


many ^ 

ways to specialize your 
Necromancer; both a good 
defense and a good offense are 
available to you when you take the 
Necromancer^s path. Though your 
skills are useful, it's important to 
know when you expect to be in a 
group and when you^re going to 
stand alone. 

Who are your teammates 
going to be? If you have a good 
Monk in the party, focus on 
damage spells and beefing up the 
party, with skills like Putrid 
Explosion and Barbs. If you 're going 
to have a Mesmer in the party, focus 
on skills that work with his enchant- 
ments, like Soul Barbs and Virulence 

Though you can do well with a 
wide range of skills, some specific 


The right combination of skills 
grants you and your party a long life. 
For example, Verata*s Gaze in combi- 
nation with Taste of Death allows you 




Five Reasons to 
Be a Necromancer 


N&Lromamers are well-hid aitced, 
uHth rf good mix of both offetisive 
and drfetisive skills that alhufs 
them to perform well on 
their own. 

Necromaneers t an Jill out a party 
by increasing the oiferall ^edhfe- 
ness of allies or decreasing the 
effktiifeness of enemies. 

As (he battle wanes, the 
Necromancer^s power only 
increases as ha' reserinm of 
potaitial minions loaxes. 

A Necromancer can wield the 
dead its weapons by hrittging hack 
allies or raising tmnquished foes 
to fight on her side. 

Necromancers can simulate an 
army with the ability to raise 
minions ftotn the corpses of their 
fallen foes. 


range 

combinations of skiU sets give you a 
greater chance of success. Equip skills 
that complement each other. For exam 
pie, there^s little sense in having Taste 
of Death (stealing Health ftom an 
uiidead ally) without also including 
something like Animate Bone Horror 
(which creates undead allies). 

Lastly, if you are doing your job 
well, you win be a primary taiget for 
the enemy. Keep at least one skill like 
Vampiric Touch or Parasitic Bond to 
help you keep up your Health. 


Tffffi 
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Necromancer; Attributes £r Skills 




Attributes 
& Skills 

Soul Reaping 

(Primary Necromancers Only} 

Soul Reaping; This allows the 
Necromancer to draw upon the spirits 
of dead corpses, restoring small portions 
of Energy for each dead body on the 
Geld. For each creature (ally, enemy, 

mill inn ^ flnynnp pKpJ whn Hip^ 

close to you, you will gain Energy 
equal to your ranks in Soul Reaping. 
It's a handy attribute for any 
Necromancer style. 

(No Attribute) 

These Necromancer skills are not 
affected by an attribute* 

Grenth's Balance (elite): The point of 
this skill is to vnmpirize a foe's Health. 
Only use this when you*te at low ebb 
because the effect is magniGed. Proceed 
this witli a skill that sacrifices Health 
(like Dark Pact) to destroy your life 
bar^ then combo with this skill to nail 
an unsuspecting foe. 

Plague Touch: Tliis is a great way to 
turn your foe’s Energy into Hexes on 
themselves. Use this against Warriors to 
give them the Conditions they’ve 
inflicted on you (for example. Bleeding), 
tliereby freemg you from their ill effects. 

Blood Magic 

Blood Magic increases the effectiveness 
of skills that deal damage and steal life 
from your enemies. This is a good 
choice for a primary attribute if you're 
interested in PvP or solo missions* 

Awaken the Blood; This trades Health 
for Blood Magic and Curse buffs. To 
use this spell, combo it with things that 
do more damage, but do not have a 
heavy penalty in sacrificing your 
Heal til to make the most of them. 


Barbed Signet: This sacrifices Health 
to steal more Health fi?om a foe. This is 
a good match for Dark Aura or if 
you're a Necro/Mesmer with Signet 
recharging skilR 

Blood Renewal: This sacrifices Health 
to heal faster. When the spell wears off, 
you gain the amount sacrificed. Use 
tliis before a battle so you’re always 
gaining Health during the fight. 

Blood Ritual: Sacrifice Health with 
tliis spell to give your ally increased 

rpgpiipratinTi Thi^ I'hp nf ^pvpi*p1 

spells by which a Necromancer can heal 
ill her own way. This is key for boosting 
an Elenientalist or Monk’s natural (or 
augmented) Energy regeii abilities. 

Blood is Power (elite): This sacrifices 
Health so that the target ally may 
regenerate Energy faster. This is a 
buffed-up version of Blood Ritual and 
allows for faster regen and longer range, 
and is one of the best bufis in the game. 

Dark Bond; When you receive physical 
damage, your closest minion suffers 75 
percent of the damage for you. This is a 
usefiil skill to keep you alive. Combine 
with Death Nova, Taste of Death, and 
various minion heal skills so that your 
cattle absorb most of your pain. 

Dark Fury: This sacrifices Health so that 
attacking party members get a hit of 
adrenaline. Use tliis to boost the Warriors 
in your party (or to give yourself more 
adrenaline if you're playing either side 
of a Necro/ Warrior combo). This is 
best for teams heavy in Warriors. 

Dark Pact: Use this to sacrifice Health 
and deal that much damage to an 
enemy. Follow this up with Life Siphon 
to replenish some of your Health while 
taking more Health from your enemy. 
This is a fast, efficient way to take out 
foes who are low in Health — it combuies 
well with Dark Aura and Grenth's 
Balance to ruin someone's day. 

Demonic Flesh: This sacrifices tempo- 
rary Health to increase maximum 
Health, which is useful if you're about 
to be healed beyond full and head into 
battle. This is good for tanks and those 


who take the fight up-close and per- 
sonal, such as Smiting Monks. 

Life Siphon; Use this to steal Health 
from your target foe. This is valuable, 
especially in solo situations where 
nobody is around to heal you. Spam 
this on mudiple foes to get your 
Health regeneration cranking — it's not 
useful against a single foe, however. 

Life Transfer (elite): This steals Health 
from your target foe over time. This is 
a great skill to keep on the Skill Bar to 

i*pplpnifih TTpfllfli Iri^r in hattlp anrl frnm 

sacrifices. Toss this on a boss or a strong 
Warrior or Monk to strip away 3x the 
Health, as the lesser version of this skill 
(Life Siphon) would, You can only use 
this on one foe at a dme* 

Mark of Subversion: Use this when 
your target foe casts a spell on an ally, 
the spell fails, and you gain Health from 
the caster. This is more effecti%'e in 
cooperative play, as other players will 
catch ott to this tactic. This is a good 
spell to hit bosses with because it'll 
interrupt their cast and give you a boost. 

Offering of Blood (elite); This sacrifices 
Health to gain Energy. This is good when 
you're in a safe place casting as backup 
for a party. Necro/Monks can use this 
to quick-charge their Enei^ then heal 
themselves. Repeat until your Energy 
bar is full. 

Order of Pain: A powerful spell when 
used with a group that is heavy' in 
Warriors, it elevates their melee damage 
to terrific levels. Use this against bosses, 
and theyMl fall before you know it. 

Order of the Vampire (elite): This sacri- 
fices Health so when a party member 
attacks, that ally steals Health. Use this 
on allies who use physical attacks fre- 
quently, such as Warriors, to grant them 
extra Health cover in the heat of a fight* 

Shadow Strike; This strikes a foe for 
damage; if the enemy is mostly healed, 
you gain Health. This is a great spell for 
opening a battle, as it vampirizes a por- 
tion of the foe’s life bar and passes it to 
you. If they have less than 50 percent 
Healtli, this is not the best skill upon 
which to rely. 
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Signet of Agony: To rid yourself of the 
Bleeding it inflicts, use Plague Touch to 
pass it to a nearby foe. It stacks well 
with Dark Aura, 


attack, combo this with Touch of 
Agpny and Plague Touch and get maxi- 
mum bang for your Necromantic buck. 

Well of Blood: This is a great mid -battle 
heal, and can be used in a sly way at a 
fight's beginning. Have one of your team 
members sacrifice himself at the battle’s 
beginning, cast this on the resultant 
corpse, reap the benefits during the 
fight, then resurrect the ally afterward. 

Well of Power (elite): Tliis is Uke Well 
of Blood except diat it does both Health 
and Energy regeneration, making it a 
valuable skill. 


Soul Leech (elite); Whenever your tar- 
get foe casts a spell on anyone, you steal 
Health from him. This is a fun skill to use 
on spellcasring foes. It's also a great way 
to deter enemy casters from efl&ciendy 
casting their spells, as they notice the 
damage they're taking. Tack this onto 
a fast -casting character such as a 
Mesmer, Monk, or cooperative play 
enemies who are spamming spells 
to inflict massive damage. 

Strip Enchantment; Your tar- 
get foe loses an enchantment, 
and you gain Health. This is I 
another win-win skill, a great , 

skill to use when your enemy's ' 
party is casting a lot of ) 

enchantments. This is an espe- 
cially key skill for countering i 
powerful Monk enchantments, 
leaving them less able to effec- ^ ^ 
tively contribute to a battle. \ 

Touch of Agony: As with Plague ^ 
Touch, you're bettiug that your foe 
will run out of Health before you do. 
This is like Dark Pact, but combos well 
with Plague Touch and Vampiric Touch, 
as all of them are touch-based in range. 

Unholy Feast: This steals Health from 
each nearby enemy. This is a useful sldll, 
and is helpful in large groups. It’s 
maximally effective when you*re 
surrounded by large swarms of enemies 
who re -invigorate your character. 

Vampiric Gaze: This steals Health from 
target foes. It's a good basic spell; get it 
early, and keep it unless you're sure 
you're replacing it with something 
better. As it's a ranged version of 
Vampiric Touch, it's perfect after Dark 
Pact or when your party is focusing 
fire on one foe. 


This skill set affects the Strength of 
your enemies by reducing their overall 
effectiveness via reducing their resiliency, 
making them easier to kill. It's com- 
i, plimentary to Warriors and Rangers 
and other melee- oriented charac- 
^ ters.This is a good skill set for 
^ the target caller in a team. 

^ Defile Flesh: You sacrifice 
^ j j Health so that your target foe 

doesn't heal effectively. Use this 
spell to annoy enemy MonksI It's 
also a great finisher when a foe is 
w'eak, as it blunts the Healing effect 
of spells. 

Desecrate Enchantments: Your target 
and nearby enemies take basic damage, 
as well as additional damage for each 
enchantment they have. This is another 
good spell for facing an enchantment- 
heavy group of foes. This is a terrific 
AoE skiU to use on large groups. 

Enfeeble: Your target foe suffers from 
Weakness; use this against an enemy 
Warrior. It's fast and easily spammable 
on multiple enemies. The net effect is 
that it brings damage-dealing down 66 
percent. 

Enfeebling Blood; Your target foe and 
nearby foes suffer from Weakness. Tltis 
ii good against a Warrior group in 
cooperative play. Like Enfeeble, only 
it costs you Health and is best 
against groups. 


Vampiric Touch: Touch a target to steal 
Energy from him. like Vampiric Gaze, 
this is a staple for Necromancers, 
especially when you face powerful 
enemy casters. As it's a touch-based j 
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Faintheartedness; Your target foe 
attacks more slowly and loses Health 
over time. This is a good skill to use 
against any Profession. 

Feast of Corruption (elite): Your target 
and nearby foes take Shadow damage 
(against which there is little protection), 
plus each of those foes who is suffering 
from a Hex takes even more damage. 
TTiis is one of the biggest and best 
attacks in the game. 

Insidious Parasite: When your target 
foe makes, an attack, ynn steal Health 
from him. This is a great skill to use on 
fast-attacking enemy Warriors or any 
other speedy foe who gets by on 
quantity rather than quality'' of attacks. 

Lingering Curse (elite): This sacrifices 
Health so your target loses all enchant- 
ments and only gains half of normal 
Health when being healed. Focus your 
allies' tire on a target. Cast this on the 
enemy target , then let your allies finish 
liim off in his vulnerable state. This b 
an improved version of Defile Resh. 

Malaise: This is a good skill to match 
up against life Siphon, as it negates its 
life-draining aspect and makes it spam- 
mable. If you don't have life Siphon or 
a nearby healer, this isn't the best skill 
to use. 

Parasitic Bond: Your target is damaged 
each round. When the spell wears off, 
you gain Health. This is a useful skill 
to spam on many foes, as it'U keep you 
going at your foe's expense. 

Plague Signet (elite ): This takes all 
Conditions currently ascribed to you and 
passes them to a target. This is a gpod 
combo for the Monk skiU Draw 
Conditions. Use this combo to hurl a giant 
ball of Conditions at a very unlucky foe. 

Price of Failure; This increases the 
cliance an enemy spell will mbs, and 
causes the enemy damage each time he 
does so. Mix thb with your spelb that 
drain Health and Energy from your foes, 
and with Oppressive Failure and Blinding 
sldlls, so that they'll miss 100 percent of 
the time. Stack that with Spirit of Failure, 
and someone will have a bad day. 


Rend Enchantments: Your target loses 
a number of enchantments; for each of 
tliose enchantments a Monk cast, you lose 
Health, so be careful with this oneJ 

Rigor Mortis: Your taiget cannot defend 
or evade. This is anodier great skill to use 
when focusing your allies' attacks on a 
single target; it's useful against enemy 
Warriors and good for countering heavy 
evasion groups. 

Shadow of Fear: Your target foe and 
all nearby foes attack more slowly. This 
is gnnd agniriKt large group?; and is mi 
AoE version of Faintheartedness. 

Soul Barbs: This causes your target foe 
to take damage for each enchantment 
cast on it. This is helpful when an enemy 
Monk is beefing up his party. Combo 
this with fast -casting Hex spells (this 
also goes for ice skills). 

Spinal Shivers: Whenever you strike your 
target foe for cold damage, that foe's skills 
are interrupted. Ac the some time, you lose 
Biergy undl Spinal Shivers ends. Use this 
in conjunction with cold-based Death 
Magic or Hemental spells to interrupt 
enemy spell casters. 

Spiteful Spirit (elite): When your target 
foe attacks or uses any skill, tliat foe and 
any nearby foes receive damage. This is a 
useful skill in any situation where there 
are tight enemy groups, especially large 
Warrior groups. 

Sufifering: Your target and surrounding 
foes suffer from Health degeneration. 
Combo this with Soul Barbs or Feast of 
Corruption. It is also good for masking 
other Hexes you've thrown on someone. 

Weaken Armor; Your target foe has 
weakened armor for a period of time — yet 
one more weapon in your anti- Warrior 
arsenal. Combo this witli Order of Pain 
for mote pain. 

Wither (elite): Your target foe loses 
Health and Energy undl he runs out of 
Energy (max 35 seconds). This is a 
double-whammy of a spell that is espe- 
dally crippling to casters. It's a good pick 
for your ehte skill, if it's available to you. 


Death Magic 

Death Magic increases the effectiveness 
of skills that animate and control corpses 
and deal cold damage. This is a good 
choice as a primary attribute when you 
are interested in party mbsions and group 
PvP. This is also the suggested secondary 
attribute if you prefer solo missions, 
because it helps you beef up your group 
without relying on other players. 

Animate Bone Fiend: This creates a 
Bone Fiend under your control; it can 
attack at range. This is a good spell to 
add support to a melee fighter group. 

Animate Bone Horror: This creates a 
Bone Horror under your control. This 
is a good spell to bolster smaU groups 
and/or someone soloing, as the corpses 
are resilient. 

Animate Bone Minions: This also brings 
a corpse to life as two lower-level miiiiom 
under your control. This is great for making 
cannon fodder for a group under heavy 
attack and/or when using the corpses 
to zerg (overwhelm) larger enemies. 

Aura of the Lich (elite): Use tliis to 
halve your max Health, as well as halve 
damage agauist you. It doubles your 
healing ability. 

Blood of the Master: This sacrifices 
Health so that a nearby undead ally may 
gain Health. Use this spell to get more 
mileage out of your minions. Combo this 
with Verata's Sacrifice and Summon 
Bone Minion for an army that is feared 
far and wide. 



Consume Corpse: Teleport to and steal 
Energy from your target corpse. This is a 
combfoation of Soul Feast and Necrotic 
Traversal. TWo-for-ooe skills save space 
on your Skill Bar. Don't wait until you 
have to both teleport and "eat*' — cast 
this any time you're wanting either one, 



Dark Aura: This targets an enemy; 
each time the enemy sacrifices Health, 
his allies near him lose Health. Use this 
skill against enemy Monks and 
Necromancers. This is a great skill to 
use heavily as long as you have someone 
handy to keep you alive. 
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Death Nova; This enchants an aily;ifhe 
falls ill combat, he causes damage to 
everytliing around him. If you know an 
ally js about to fall* it is a good way to 
exact revenge for the death) A good spell 
to combo on a group of Bone Minions 
with Taste of Death — this creates a small 
army of living bombs whom you can 
detonate at will. 


tills with Spinal Shivers to interrupt 
enemy casters. Tt does solid damage 
against massed groups of enemies. 

Infuse Condition: Wlienever you receive 
a Condition, ft is passed to your closest 
minion instead. 

Malign Intervention: If your target 
dies while under the influence of this 
spell, a masterless undead is raised from 
its corpse to attack anyone nearby. 
Raising a masterless undead is helpful 
when your target dies near other foes, 
lint near yrm_ However, if you use 
Vampiric Gaze in combination, you can 
take control of the newly-created creature. 

Necrotic Traversal: Teleport to the 
Location of your target corpse. Use it 
with a combination of ranged attacks 
to make your movement quicker and 
safer. Use it when teleporting into a 
large group to inflict poison upon it. 

Putrid Explosion: This turns a 
corpse into a bomb, damaging all 
\ nearby. Keep yourself and your 

party away from its vicinity. Spam 
1^ in a domino-Hke fashion: As 
pr ^ each enemy goes down, re-cast 

^ the spell to w^reak havoc. 

/ ^ 

^ Sou! Feast: This steals 

life from any available 
^ \ corpse. This will keep 

^ f you near fuD 

N , i,' ' 

‘ f - Health from battle 

to battle. 


Verata’s Aura: Take control of all undead 
mimons in the area at a great cost. Use 
this skill in areas with a lot of minions, 
especially where they outnumber you. 
Be wary, how'ever: after it expires, they 11 
turn on you once more. 

Verata^s Gaze: Take control of or break 
tlie master-minion bond of your target 
nndead creature. This is helpful if you 
can’t find any corpses. 

Verata's Sacrifice: This sacrifices Health 
to heal all nndead allies and take any 
Condition of theirs onto yourself. This 
skill is most usefiil when running a solo 
mission and using a great number of 
millions,' it will keep them alive for a 
much longer span of time. 

Vile Touch: Touch your target to cause 
damage with Vile Touch. It is good for 
Warrior combinations and others who 
fight up close. The best benefit is the 
excellent casting speed. 

Virulence (elite): If a taiget suffers from 
a Condition, he will also suffer from 
Weakness, Disease, and Poisoning, This 
is useful when you are grouped with a 
second Necromancer or a Mesmer. 

Well of Suffering: Turns a corpse into 
file location of a Well of Sufiering (wliich 
inflicts damage); this skill is useful when 
tight groups of enemies outnumber you. 

Well of the Profane: This turns a 
corpse into the location of a WeD of tlie 
Profane (w'hich strips enchantments). 
Use this skill when the enemy has a 
good Monk on his side. 


Deathly Chill: This is a cold-based attack 
you should use on a foe with over 50 
percent Health, as you'll lose half of its 
effectiveness on someone 
who has less than 50 
percent Health. 

/'■ 

Deathly Swarm: / » t 

This strikes your / 
target foe(s) i‘ V i a 

with cold I \ 

damage. 

Combine ./ ' cl 


^ Tainted Flesh (elite): 
This makes a target 
ally immune to Disease, which is 
helpful when the enemy has a 
strong Necromancer, Anyone infect- 
ed with Tainted Flesh will infect 
anyone they strike with Disease. 
Spam this on your team to infect 
your foes in short order. 

Taste of Death: Steal Health 
from an undead ally with this 
spell. Hiis is good when you are 
low on life and have minions to 
spare, and when combo’ed up with 
Deatli Nova. Use Vampiric Gaze to 
steal an enemy's minion and 
devour him for a Health boost. 


Necrofflancer/ 

ElemefitaUst 


Necromancer/Elementalist is not a 
common combination; most who want 
this pairing choose Elementalist/ 
Necromancer instead. However, that 
doesn't mean this combo shouldn't be 
considered. There are a few compatible 
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skills, and even without the most com- 
patible, a combination of the Necrotic 
and Elemental damage spells is a force 
to be reckoned with. 

This profession combo is most 
effective for solo work because the 
Necromancer is a more capable self- 
healer than a healer for others. While 
the Elementalist side has strong offensive 
attributes, it is less capable of healing. 
The Elementalist provides raw damage 
and a few more debuffs, as well as glyphs, 
which help offset those hi^i-Eiiei^ spells. 

Necromancer/ 

Mesmer 

With its combination of Hexes and 
HJusion Magic, the Necromancer/ Mesmer 
combo is one of the strongest offensive 
characters in the game. 

Use the Illusion Magic of the Mesmer 
(such as Fragility) in combination with 
the Necromancer's Curses to make a 
strong, feared character in IVP play. The 
Chaimeling skill allows you to steal Energy 
from nearby foes, which is a great 
addition to the other Energy- stealing 
skills of the Necromancer. Grab Epidemic, 
which is the most useful crossover sldll 
for a Necromancer/Mesmer. Cast any 
negative Conditions on a foe, then hit 
him with Epidemic, and he spreads it 
through his party. 

Mesmers add shutdowns, reactive 
damage, and Hex removal to the 
Necromancer’s arsenal. These are usually 
a good choice for offensive support. 

The Necromancer /Mesmer is great 
ill cooperative play and group PvP situ- 
ations, Expect to be in high demand 
when you play this combination. 

Necromancer/Monk 

The Necromancer/Monk is anotlier 
strong combination. Use both the 
Healing and Smiting aspects of the 
Monk profession to make solid, 
interesting char ac ter s. 


The healing abilities of the Monk 
mixed with the dark arts of the 
Necromancer make an effective combo. 
Though the Necromancer has a lot of 
ways to keep liSmself alive, he could 
never be as effective at survival as a 
Monk. Adding skills like Resurrect and 
Light of Dwayna makes you a strong 
teammate. Though you can’t heal as 
much as a Monk primary, you will be 
capable of healing your allies^ as well as 
taking Health from your enemies. 

This combination makes a well- 
balanced character and can allow even 
greater achievements for the solo 
Necromancer. 

The other combination 
Necromancer /Monk is based on 
Smiting Prayers. Use the damage-dealing 
skills of the Monk alongside the Dark 
and cold skills of the Necromancer. This 
combination is not as well-balanced, but 
it can be very strong and a PvP player 
should fear and avoid the results. Though 
mostly offendve, pick up a few defensive 
skills, perhaps some of the Vampiric 
Touch spells or the Monk's Healing, to 
make sure you live long enough to make 
full use of the damage you can inflict. 

Necromancer/ 

Ranger 

The Necromancer/Ranger combination 
is similar to the Necromancer/Warrior. 
The skills of the Necromancer comple- 
ment the abilities of any offensive phys- 
ical attack profession. The Necromancer 
is not physically weak, but could never 
carry the weight a tank can carry. The 
Ranger profession differs from that of 
the Warrior in that its main attacks are 
ranged. Because the Necromancer spends 
most of the time in ranged combat, this 
is a good match. 

This combination is strong for both 
PvP and cooperative playTlie combination 
of ranged weapons and spells makes you 
one of the most formidable back-up 
characters ever. Any experienced group 
knows that having a strong ranged player 
standing back and sofrening opposing 


groups before they reach the party is a 
great way to win battles. 

Necromancer/ 

Warrior 

The Necfomancer/Warrior combination 
is well-rounded. If you play it right, this 
combo is amazing. 

The Necromancer is a strong pro- 
fession with the ability to take care of 
your Health and Enerev and do signifi- 
cant damage. When coupled with a 
Warrior's melee skills, you are formidableL 
Pick up a few good melee attacks and 
choose a weapon in which to specialize. 
Sticking to the simple general 
Necromancer skills {like a Health- 
draining skill and an Enei^-draioing 
skiU) complements the Warrior. Grab 
some Hexes to increase the effectiveness 
of your melee skills. 

Even if a particular comhination is not 
the nortHt Necromancers are same of the 
most fiexihle characters in the game* 
They play toell offenswety and jfc/cn- 
sively, especially solo.ThU means that 
you have more choices in how to play 
your character than for finy other pri- 
mary class. Try new combinations and 
see where they lead. 
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Cooperative 

Play 

Necromancers are well- suited for coop- 
erative play. One good combination to 
consider if you'd like a strong offensive 
character is a Necromancer/Mesmer. If 


The fallen corpses of your enemy are 
your best allies. 

Player vs. 
Player 


attacks, and Weaken Armor removes the 
use^lness of his armor. Spicedil Spirit 
punishes a Warrior for trying to attack, 
and Faintheartedness slows his attack 
and burdens him with Health 
degeneration. 

With a Necromancer/ Warrior 
build, combine these anti- Warrior 




Curses with adrenaline-based sword or 
axe skills. Avoid hammers and shields so 
you can hold a focus item in your off- 
bfln d for extra Etiei^. 

Need hRaling"? Rniinri out your 
skills with Blood Magic. Vampiric 
Touch and life Siphon will hurt your 
foe while healing you, and because 
your opponent will be cursed with 
your damage-impairing Hex spells, 
you won’t need much healing. 

Inexperienced Warriors will run 
straight for Necromancers, assuming 
they'll be easy prey. A Curse- oriented 
Necromancer/Warrior will turn the 
tables on them. 


you're going to be mosdy in groups with 
other PCs, pick up Order of the Vampire. 
When playing mostly solo, there are a 
great number of skills to keep you alive. 

The best way for a Necromancer to 
survive in cooperative play is to go more 

offensive — kill your foes before they have 
a chance to kill you. It helps that many 
of your offensive skills, such as Vampiric 
Touch, also help keep you alive. 

One strong tactic for 
Necromancers includes building a 
group out of undead. Equip skills like 
Animate Bone Horror and Animate 
Bone Minions to build up your group; 
include defensive skills like Dark Bond 
and Infuse Condition, which is your 
lifeline. The key to progress isn't just 
witli those skills, but also in some of 
the higher damage skills available. Price 
of Failure, Shadow Strike, and Dark 
Pact are great skills to take along, too. 


Necromancers are good at turning the tide 
of battle late in the game when there 
are plenty of bodies lying around. Tlieir 
weaknesses are slow casting time and the 

inabilitv to act in the absence of coroses. 
Patience is the name of die Necromancer's 

game. With Hex spells that can last 40 
seconds, the damage a Necromancer can 
inflict over time if heavy Hex removal is 
absent is incredible. Alternately, Blood 
Wells can keep a team alive in a "kiiig 
of the hill " match where one team has 
to hold a position. 

Necromancers are one of the 
strongest and- Warrior professions. With 
the right combination of Curses, a 
Necromancer/Warrior without the 
heavy armor of a primary Warrior can 
go toe-to-toc with a Warrior. 

For only five Energy, the Enfeeble 
curse takes the punch out of a Warrior's 


My Favorite Character 

Name: lami Foote 
Title: Level Artist 


Character: Charlie F 


I like the NecrontancerfMank the best* For that combo, I typically use Vampiric Gaze^ 

Deathly Swarm, Life Siphon, Rotting Flesh, and Dark Pact for my primary profession. 

} 

Often, rtl Mjc Rotting Flesh to begin with* It weakens the foe degeneratively, which I find makes 
them easier to kill. Next 1 use Deathly Swarm and Dark Bond for some good hits. At this point, my 
Health is usually half gone, and thaVs when I cast Life Siphon and Vampiric Gaze because I get Health 
resell eraf/o It from both* Of course, if my Health has suffered too greatly, I wonU eoen use those two 
skills — ni run for my Hfe or die trying. 

For my secondary profession, J generally use Heal Party, Reversal of Fortune, and Resurrect. With a 
PoP character, I use Necromancer skills while keeping an eye on my party members. As for the Monk 
skills, I use Resurrect, obviously, when a character dies. I use the other two Monk skills when my group^s 
Health is getting low. 
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Source: Quest Kryta^The Wild^endor, Ann noon Oasis 
Cost 10 Casting Time 2 

Duration 30-60 Recast lime 60 

For die next 30-60 seconds, whenever you receive physiol dani' 
age, your closest minion suffers 75% of that damage fof you. 


Cfenth*s Balance (elite) 


SourcE Nash Cusstuss (Forgotten Boss) 

Cos/ 15 Costing Ume 1/4 

Dura^n - Recast lime 60 

If target foe has more Health than you, you gain hatf the differ- 
ence (up to your maximum Health), and that foe loses an equal 

amount 


Sm/rce: Vendor, Marhan's Grotto 

Cosf 10 Casting Time 3/4 

Dufotion 5 Recast lime 5 

Sacrifice up to 17% ntax Health. For 5 seconds, the next time any 

nearby party member attacks^ that party member gains one hft of 

aorenaiine 

Darfi Pact 


Source: Quest, Kryta/Vendor, Henge of Denravi 

Cost 5 Casing lime 3/4 

Duration - Recag lime 

Transfer a negative Condition from yourself to larget-touched foe 


Source: Quest, Ruins of Ascalon/Vendor, Yak's Bend 
Cost 5 Costing 7/me 1 

Duration - Recast lime 2 

Sacrifice up to 10% Health and deal 10-46 shadow damage to 
target foe. 


Deiminic Flesh 


Source: Quest, Kryta-The Wilds/Vendor, Dro knar’s Forge 
Cost 5 Casting lime 1 

Duration 30-60 Recast Time 60 

Sacrifice 20% max Health, For 30-60 seconds, your maxtnnum 
Health is increased by 80-200, 


Awaken the filoiKt 


Source: Vendor, Fishermen's Haven 
Cost 10 Costing Time I 

Duration 20-44 Recast lime 45 

For 20-44 secornfe you gain +2 Blood Magic and +2 Curses, but 
whenever you sacrifice Health, you sacrifice 50% more than (he 
normal amount 


life Siphon 


Source: Quest Kingdom of Asalon/Vencfor, Ascalon City (Ruins) 
Cost 10 Casting Time 2 

Duration 12-24 Recast lime 2 

For 12-24 seconds^ target suffers Health degeneration of 1-3, and 
you gain Health regeneration of 1-3, 


! Barbed Signet 


Scarce: QuesUCryla-The Wilds/Vendor, Amnoon Oasis 
Cosf - Casting lime 2 

Duration - Recast lime 30 

Sacrifice 10% max Health. You steal 13-60 Health from target foe. 


Life Transfer (elitej 


Source: Shadow of Death, Murk Darkshn^ (Ns^ifmaie Bosses), 
Agyris the Scoundrel (Mursaat Boss) 

Qjsf 10 Casing 7/me 2 

Duration 6-12 Recast 7/me 30 

For 6-12 seconds, larget foe suffers Heafth deg^eration of 5-fi, 
which you gain as Heafth regeneration. 


8 food is Powfcf (ftite) 


Source: Cry Darkday (Nightmare Boss) 

Cost 5 Casting lime 1/4 

Duratbn 1C fectjs! lime 

Sacrifice 33% max Health. For lOseconds^ target atfy gains +3-6 
Energy regeneration. 


Mark of Subversion 


Source: Vendor, Grendich Courthouse 
Cost 10 Casting lime 1 

Duruthn 4-10 Recast 7/me 20 

For 4-10 seconds, the next time tar^t foe casts a spell on an ally, 
the spell fails and you steal 10-92 Health from that foe. 


Blood Renewal 


Source: Quest, Kingdom of AscaloryVendor, Ascalon City (Ruins) 
Cost 5 Casting lime 1 

Duration 10 Recast lime 10 

Sacrifice 33% max Health. For 10 seconds, you gain Health regeo' 
eration of 3* When Blood Renewal endSy you gain 2(}-l60 Health 


Offering of Blood (etife) 


^ce: Rtine Windrot (Summit Dwarf Boss) 

Cosf 5 Casting lime 

Durathn - Recast Time 

Sacrifice 10% maximum Health. You gain 8-20 Energy. 


Source: Quest Kryt^endor, Henge of Denravi 
Cost 10 Casing lime 1 

Dura^n S-14 Reca^ lime 1 

Sacrifice 17% max Health, For S-14 seconds, yrget ally gains 
Energy regeneration of 3, 


Necromancer: Cooperative Play, Player vs 


Look for new skills to be added to Guild Wars over time 


Necromancer Skills 

Soul Reaping 


(Primary Necromancers Onlyi No Skills) 


Rlood Magic 
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Order of Pain 

Source: Vendor, Port Siectge 




Cost 10 Casting Vme 2 

Duratbn 5 fl^ast Time 

Sacrifice Health, For 5 seconds, whenever a parly member 
hits a foe with physical damage, that party member does an addi- 
tional 3-16 damage. 




Ord&r of the VAtt^?ir& (gitte) 




rr 


Source: Byssha Hisst, Hessper Sasso, Uussh Visshta 
(Forgotten Bosses) 

Cost 10 Casting Jlme 2 

Duration 5 Recast Time S 

Sacrifice M max Health, For 5 seconds, whenever a party 
meniber hits a toe with physical damage, that party member 
steals 3-16 Health, 



Shadow Strike 


5ot/rce; Quest Ruins of Ascalon/Verdor, Yak's Bend 
Cost 10 Casting Time 2 

Duiathn - Recast Time 9 

Target foe takes 12-49 shadow damage. If that foe's Health is 
above 50<i^), you steal 12^3 Health. 




Signet of Agony 




5ot/fce; Quest Crysiai DeserVVendor.Droknaf's Foige 
G^sf - Casting Time 3/4 

Duration - Recast Time 15 

Sacrifice lO^Vb max Health and suffer from Bleeding, All nearby 
foes take 10-44 damage. 



Soulleedi (elite) 

"5o(/rce:'C^ Darkweb (Dryder Boss) 


Cosf 10 Casting Time 2 

Duration 10 P^ast Time f5 

For 10 seconds, whenever target foe casts a spetl, you steal l6-fi0| 
Halth from tliat foe. 



strip Emhdntment 


Source: Quest Shiverpeaks (N)/Vendor, Lion's Arch 
Gosf 10 Casting Time I 

Dura^n - Recast Time 20 

Target foe loses one enchantment and you gain 30-120 Health. 



Touch of Agony 


Source: Vendor, Beedetun 

Cost 5 Casting Time 3/4 

Duration - Recast Ttme 3 

Sacrifice 10% max Health. Target-touched foe takes 20^58 
shadow damage, 



p Unholy Fwst 


j|| Source: Vendor, Ma^uma Stade 
Cost 15 Casting Itme 

I Duration - Recast lime 

Steal S-40 Health from each nearby foe. 



t^mpiric Caie 


Source: Quest Kingdom ol AscaloiVVendor, Ascalon City (Ruins) 
Co5f to Casting lime I 

Duration - Recast Time 5 

Steal la^O Health from target toe. 



I Vampiric Touch 


Soocce: Quest Kingdom ol AscaloiyVendor, Ascalon City (Rums) 
Cost 15 Casting Time 3/4 

Duration - Recast lime 5 

Touch target foe to steal up to 29-74 Health. 



Well of Blood 


5oycce; Quest, Shiverpeaks (N)/Vendor, Lion’s Arch 
Cost 15 Casting lime 2 

Dura^n 8-20 Secosf lime 2 

Exploit nearest corpse to create a Well of Blood at its location, For 
8-20 seconds, allies In that area receive Health regeneration of l-6l 


Well of Pcwef fflli(e) 





Source: Nhy Darkdaw (Tengu Boss) 

Cosf 15 Casting Tme I 

Duration 8-20 Reca^ltme 15 

Exploit neatest corpse to create a Well of Power ai that location. 
For 8-20 seconds^ allies within W of the Well of Power gain 
Health regeneration of 1-6 and Energy reg^eration of 2. 


Cu 



Barbs 

5o£/rre; Vendor, Camp Ranker 


Cbsf to Casting Tme 2 

Duration 30 Recast lime 30 

For 30 seconds, target foe takes I -10 more damage when hit by 


physical damage. 



Chilblains 


Source: Quest, Crystal Deser^Vendor, Droknar's Forge 
Cost 25 Casting lime 3/4 

Dura^n - Reca^lime 15 

You become poisoned for 3-15 seconds. Nearby foes are stnui 
for 10-44 Cold damage and lose one enchantment 



Defile Fle^h 


Source: Quest, Shiverpeaks (N)/Vendor, Lion’s Arch 
Coif 10 Casting lime l 

Duration 3-20 ffecosf lime 10 

Sacrifice 20% max Health. For 8-20 seconds, target foe receives 
only 2/3 benefit from healing. 



Desecrate Enchantments 


Source: Vendor, Marhan's Grotto 
Cosf 15 Casing lime 1 

Duration - Recast lime 15 

Target foe and all nearby foes take 6-60 shadow damage and 
4-20 shadow damage for each enchantment on them. 


'“T > 
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Necromauicer: Skills 


Enfeeble 

Source: Quest, Kryta/Vendor, Henge of Denra^ 

Cost 5 Costing lime 

Dumthn - Recost Ume 

Target suffers from Weakness for 5-20 seconds. 


Enfegbling Blwd 


Source: Vendor, Crendich Courthouse 
Cosf 10 Costing lime 2 

Duratbn - Reca^ Ume 10 

Sacrifice 17% max Health. Target foe and all nearby foes suffer 
from Weakness for 5-20 seconds. 

Fainthcarlednns 


Source: Quest, Kingdom of AscaloiyVendor, Ascalon City (Ruins) 
Cost 10 Costing time 1 

Duratbn 8-44 Recast IJme 5 

For the nesrt 8^4 seconds^ target foe's attack speed Is reduced 
and that foe suffers Health degeneration of 1-3. 


Feast of Corny Ifon (elite) 




Source: Maw The Mountain Heart (Worm Boss) 

Cosf 10 Casting Ume 2 

Duration - Recast Ume 20 

Target foe and all adjacent foes are struck for 16-SO Shadow dam-| 
age^ You steal 8-40 Health (rom each struck foe who is suffering 
from a Hec 


tiisidious Parasite 

Source: Quest Ruins of McilorVVendor, Yak's Bend 
Cosf 15 CasO'ngUme 2 

Duratbn 8-20 /?eco5f77me 20 

For 8-20 seoornfe whenever target foe hits vwth an attack, you 
steal 5-20 Heahh from tliat foe. 


Ltnggritig CuTtf {ttite) ^ 

Source: Griffon (Griffon Boss), Grenth's Qjrsed (Golem Boss) 

Cost 25 Costing Ume i 

Dura^n 8-20 Recast Ume 10 

Sacrifice 10% max Health. Target foe loses all enchantments. For 
8-20 seconds, target foe gains only half Health from healing spdls.1 


Malaise 


Source: Quest Crystal Deser1;/Vendor, Droknar's Forge 
Corf 5 Casting Ume 1 

Duratbn 5-35 Reca^Ume 1 

For 5-55 seconds, target foe suffers Energy degeneration of 2 and| 
you suffer Health degeneration of 2. 

Mark of Pain 


Source: Quest Ruins of AscaloiVVendor, Yak's Beitd 
Cosf 10 Casting Ume 1 

Duratbn 30 Recast Ume 30 

For 30 seconds, whenever target foe takes physical damage, Alark | 
of Pain deals 10-40 shadow dannage to adjacent foes, 


u 


pArKibc Bond 

Source: Quest Ruins of Ascalon/Vendor, Yak's Bend 
Cost 5 Casting Tme 1 

Duration 20 Rocost Time I 

For 20 seconds, target foe suffers Health degeneration of I You 
are healed for 50-120 when Parasitic Bond ends. 

Plague Sending 


Source: Vendor, North Kryta Province 
Cost 10 Casting Ume 1 

Duration - Recast Ume 

Sacrifice 10% max Health. Transfer one negative Condition from 
yourself to target foe and all adjacent foes, 


PlagK Sigaet jeJite^ 


Source: Karobo Dirndim (Crawl Boss) 

Corf - Casting Ume 1 

Dufijfib/j - Recast Ume 20 

Transfer all negative Conditions from yourself to target foe. (50<ib 
failure chance WTth Curses 4 or less) 


Prke of Failure 


Source: Quest, Kryta-The Wilds/Vendor, Droknar’s Forge 
Cost 10 Costing Tme 3 

Duration 30 Recast Time 10 

For 30 seconds, target foe has a 25% chance to miss with attacks 
and takes 6-30 damage whenever ihat foe misses in combat 

Rend Enchantments 

Source: Quest Kiyta-The Wilds/Vendor, Amnoon Oasis ^ 
Oost 10 Casing Tme 3 

Dura^n - Recast Tme 50 

Target foe loses 2-9 enchantments. For each Monk Enchantment 
removed, you take 40 damage. 

Rigof Mortis 


Source: Vendor, Beetletun 

Cost 10 Casting Ume 

Duration 8-20 Recast Ume 

for 8-20 seconds^ target foe Gnnot block or evade. 


shadow of Fear 


SouKe: Quest, Ruins of Ascalon/Vendor, Yak’s Bend 
Cost 10 Casting Ume 1 

DurotCon 20-44 /?ecarf Ume 10 

Target fee and all adjacent foes attack sleeve r than normal for the 
next 20-44 seconds. 

Soul Barbs 


Source: Quest, Kingdom of AsGloiVVendor, Ascalon City (Ruins) 
Cost 10 Casting Ume 2 

Duration 30 Recast Ume 20 

For 30 seconds, target foe takes 15-30 damage when an enchant- 
ment or Hex is cast on that target 








'1 
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spinal Shiwrs 

5oi/rce; Vendor. Fishe/men's Haven 
Cost 10 Costing Time 2 

Duration 12-30 Recast Jtine 15 

For 12-50 seconds, vyhenever target foe is struck for Cold 
damage, that foe is interrupted and you lose tO-5 Energy or 
Spinal Shivers ends. 

S^fal spirit (elite) 

Source: Nighh SpineChll (Kiightmare Boss) 

Cost 15 Casing Tifne 1 

Duration 3-20 Recast Ttme 10 

For 8-20 seconds, whenever target foe attacks or uses a skrll, 
Spiteful Spirit deals 5-35 shadow damage to that foe and all 
ac^acent foes. 





Sufferii^ 


Source: Quest Shiverpeate (M)/Vendor, Lion's Arch 
Cosf 15 Cosfr/ig Time 1 

Duration 6-30 Recast Time 20 

For 6-30 seconds, target foe and all nearby foes suffer Health 
degeneration of 2. 





Aura orthe t-hh (elitg) 

Jource: fflaligoUbens (Titan Boss) 

Cost 15 CmttngTme 3 

Duratbn 24-60 Recosi Tme .30 

For 24-^ seconds, your maximum H^lth is halved, but you take] 
half damage and half healing from all sources. When Aura of the 
Lich ends, you're healed for 50-240 Health. 

Blood of thp Master 


Source: Quest, Kryta/Wendor, Kenge of Denravi 
Cost to Costing Tme 1 

Duratm - Recast Tme 5 

Sacrifice 10% nnax Healtii. All acjacent undead aies are healed 
for 30-116. 

Consume Coipsc 


Source: Vendor, Camp Ranker 

Cost 10 Costing Tme 1 

Duratm - Recat Tme 

Exploit a random target, teleport to that corpse's location, and 
gain 25-100 Heahh and 3-8 Energy. 


Weaken Armor 




Source: Quest, Ruins of Ascdlon/Vendor, Yak's Bend 
Cosf 10 Costing Time I 

Duration 30 Recast Time 30 

For 10-40 seconds, target foe has an arnrwr penalty of -20 against] 
physical damage. 




Source; Ignis EffIgB (Ghost Boss) 

Cosf 10 CmtingVme 2 

Duration 5-35 Recast lime to 

For 5-55 seconds^ target foe suffers Health degeneralion of 2 and] 
Energy degeneration of 2. Wither ends if target foe's Energy 
reacha 0, 


Death Magic 






f. A 


Animate Bone Fiend 


Source: Quest, Crystal DeserVVendor, Droknar's Forge 
Cosf 25 CasUng Time 3 

Duration - Recast Jtme 5 

E>plort nearest corpse to animate a level 1-17 Bone Fi^d. Bone 
Fiends can attack at range. 

Animate Bone Horror 


Source; Quest Kingdom of Ascalort/Vendor.Ascalon City (Ruins) 
Cosf 15 Casting Time 3 

Dupathn - Recast Jime S 

Exploit nearest corpse lo animate a level 1-17 Bone Horror. 


Animate Bone Minions 


Source; Quest, Kryta-The Wilds/Vendor, Droknar’s Forge 
Cosf 25 Costing Time 3 

Duration - Recast Time 5 

Exploit nearest coipse to anifmte two level 0-12 Bone Minions. 



Dark Aura 



Source: Quest, Kryta/Vendor, Henge of Denravi 
Cosf 10 Casting lime i 

Dura^n 30 Recast Ume 10 

For 30 seconds, whenever target ally sacrifices Health, Dark Aura 
deals 5-50 Shadow damage to adjacent foes, and you lose 5-20 
Health, 

Death Nova 

Source: Quest, Kryta^The Wilds/Viendor, Amnoon Oasis 
Cosf 5 Casting Ume 1 

Duration 30 Recast Time 

For 50 seooneb, if target ally dies, Deatli Mova deals 26-100 
damage to all nearby creatures. 


-r' J Deathly Chill 


■ 


Source; Vendor, Maguuma Slade 
Cost 10 Casting Jime 1 

Duratm - Recast Time 5 

Target foe is struck for 5-34 Cold damage (before armor). If 
that foe's Health is above 50%, you deal an additional 5-54 
Shadow damage. 




i. 

i 


Deathly Swarm 


Source: Quest, Kingdom of Ascalon/Vendor, Ascalon City (Ruins) 
Cosf 10 Costing Jime 3 

Duration 10 f?ecosf Jime 3 

Deathly Swarm flies out slowly and strikes for 15-80 Col d dam< 
(before armor) on up to three targets. 


1 Infuse Conddf on 


Source^ Vendor, Port Sledge 

Cost 10 Cosing Ume I 

Duration 15-60 Reca^ Ume 60 

For the next 15-60 seconds, whenever you receive a Conditioa 
that Condition is tiansferred to your closest minbn instead. 
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Malign lnteiv^Son 

5ct/yce: Vendor, Eeetletun 

Cost 10 Casting Time I 

Duration 5-20 Recast Time 20 

For 5-20 seconds, target foe receives 20% less benefit from 
healing. If target foe dies vvliile Hexed with iWalign lnterventioa| 
a level 1-17 niasterless Bone Horror is sumnwr^. 

! Nocrotic Traversal 





Source ■ Quest, Shiver peaks (N)/Vendor, Lion’s Arch 
Cost 5 Casting Time l/A 

Duration - Recast Time 

Exploit a random corpse; you teleport to that corpse's location 
and all nearby foes become poisoned for 5-20 seconds. 

Putrid Explosion 


Source: Quest, Ruins of AscaloryVendor, Yak's Bend 
Cost 10 Casting Time I 

Duration - Recast lime 

The corpse nearest your target explodes, sending out a shock- 
wave that deals 24-120 da mage to each nearby creature. 

Rotting Flesh 


Source: Quesb Shiver peaks {N)/Vendor, Lion’s Arch 
Cost 15 Casting Time 3 

Duration - Recast lime I 

Target fl^hy aeature becomes Diseased for iO-25 seconds and 
slowly loses Health. 


^ Soul Feast 


Source: Quest Rums of AscalorVVendor, Yak's ^nd 
Cost 10 Casing Time 

Duration - Recast Time 

Exploit nearest corpse to steal 50-280 Health, 



Tainted Flesh {€tite) 


Source: Dosakaru Fevertnudi (Dragon Boss) 

Co5^ 5 Casting lime I 

Duration 20-44 Recast lime 5 

For 20-44 seconds, target ally is immune to Disease, and anyone 
striking that ally in melee becomes Diseased for 3-15 seconds. 



Taste of Death 


Source: Vendor, North Kryta Province 
Cost 5 Casting Time 

Duration - Recast Time 

Steal 100-400 Health from target animated undead ally. 


1/4 



n Verata's Aura 


Source: Vendor, Copperhamnier Mines 
Cost IS Casting lime 3/4 

Duratbn 120-300 ^eo3Sf Time 30 

Sacrifice 33% maximum Health. All hostile animated undead in the 
area become bound to you, \^ata's Aura ends after 120-300 seconds. 
When Verata's Aura ends, you lose your bond with any undead 
bound to you. (50% fa ilure chance with Death Magic 4 or less.) 




Vwate's Gajre 


Soufce: Vendor, Copperhammer Mines 
Cost 5 Casting Ttme 1 

Dvrathf} - Recast Time 5 

If target hostile animated undead has a master, its ixrnd to its 
inaster b broken, making it hostile to all other creatures. If it had 
no master, you become its master. (50% failure cly nee with 
Death Magic 4 or less.) 



Vmte's Sacrifice 


Source: Vendor, Copperhammer Mines 

Cost 10 Casting Time 2 

Duration 8-20 Recast Time 50 

Sacrifice 15% max Health. For 8-20 seconds, all undead allies 
gam 10 Healtn regeneration. All conditions are removed trom 

those allies and transferred to you. 



VUe Tmidi 


SouKe: Quest, Ruins of Ascalon/Vendor, Yak’s Bend 
Cosf 10 Casting Time 

Duration - Recast Time 

Touch target foe to deal 18-60 damage. 



Vmitence [elite) 


Source: Mossk Rottai (Devourer Boss), Unthet Rotwood (Plant Boss) | 
Cost 5 Casting Time 1 

Dufothn - Recast Time 10 

If target foe was already suffering from a Condition, that foe 
suffers from Disease and Weakness for 3-15 secorxls. 



Well of Sufferinj; 


Sou/ce' Quest, Kryta'The W^ildsA/endor, Amnoon Oasis 
Cost 15 Casting lime 2 

Duration 3-20 Recast Time ID 

Exploit nearest coip»se to create a Well of Suffering at its location. For 
3-20 seconds, foes in that area suffer Health degener^bn of -1-5, 


W«l! of the Profane 


Source: Quest Crystal Deser1/Vendor,Droknar’s Forge 
Cost 25 Casting Time 5 

Duration 3-20 Recast Time 10 

Exploit nearest corpse to create a Well of the Profane at its loca- 
tion. For 8-20 seconds, foes in that area are stripped of all 
enchantments and cannot be the tar^ of further enchantments. 
(50% failure chance with Death Magic 4 or less.) 





■ 
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Ranger 

One with 
Nature 


By Heather “ Or/end Roihoeit 


characters, A Ranger's primary weakness 
is melee combat with multiple enemies. 
Their inability to command pets to help 
manage damage can lead to Ranger 

deaths. Counter this weakness 
by using your skills 

# intelligently. For example, 

always use preparations 

before eneaeine 
^ multiple enemies. 

Rajigers are limited to 
, leather-type armor and 
j use two-handed bows as 
their primary 
weapons. Because of 

are at a 

disadvantage 
^ compared to other 
■ professions who can 
carry focuses or 
shields. A Ranger 
* ^ equip either 

of these only if 
X, , he unequips the 

Poison, bursts 

- o '^3^ arrows, and a 

hardy pet by 
your side, you can 
solo as a Ranger 
more readily than 
with most odier 
II characters. 


can utilize at once due to the Skill 
Bar's 1 imitations 8 -skill cap. But the 
extra damage pets provide can be well 
w'orth the sacrifice. 


Pets draw' their power from the 
amount of focus a Ranger places on the 
Beast Mastery attribute. The skills 
derived from Beast Mastery are also the 

bacis fop irho potc' attaoJu;. SIexIIg buoLl ac 

Feral Lunge, Maiming Strike, and others 
are invaluable to a talented pet handler. 

Though not necessary to play a 
successful Ranger, having pets adds 
additional flavor to the profession. 


angers in QuM Wars 
are a hybrid 
profession, similar to 

what most games 
would classify as a 

druid and ranger. 

With moderate melee ability, strong 
ranged attacks with bows, and the 
ability to charm and 4 

command a pet. Rangers 
make even better solo players \ 
than they do group-support 




If a pet dies during combat ^ the Ranger* s 
sUith are meif hcking them dcten till 
r/try recharge. Thus, year pet^s death 
tout 4 had ta your death; plan ahead to 
saiw yaar (tfe, 


Rangers ate the masters of I ■ 
iutemiptifig enemy spell 
casters. 

Hanhig a pet act ns a tank 
for pn decreases the ^ 

likeWwod that you'll die in a 
missiotL If you become 
ovemdieimed with foes, your pet 
cau distract them while you rtuL 

Prcpnmtion skilb like TtvU 
Unguent are unique to Rangers, 
giving them a pre^battle 
advantage. 

Rangers can provide ranged / 
aowd control i?» enemies, i 
using skills from a variety 
of attributes. 

Traps, Poisons, and Starnes ' 
enable you to prepare in 
advance for really diffimU 
combats, often turning the , 
tide of an upcoming battle -j- 

in your favor. i 


Attributes & 


(Primary Rangers Only) 


The Expertise Attribute reduces the 
Energy cost of Attack, Preparation, and 
Trap skills by 4 percent; 10 ranks in 
Expertise can almost double your 
effective Energy for these skills. 

Distracting Shot: One of the most 
useful skills when facing a caster or 
healer foes, Distracting Shot disables 
Uiem from casdng long enough to 
finish the combat. 

Dodge; If another Riinger attacks you 
and you must flee, Dodge allows you to 
run faster than Escape, and it increases 
your evasion of incoming arrows. The 


The only class capable 
L, 1 15 of recruiting wild fauna 
^ < i' to its side is the Ranger. 
^ jf These animals (moa 
^ bird, bear, lynx, dune 
I ' lizard, etc*) are helpful, 

I / allowing a Ranger to 
yj double up on attacks and 
'I deliver more damage over 
W a given time span. This 
% requires a trade-off in 

the number of skills he 


imlawfiil copying or dcrwnloadJiig expressly prohJbkcd 




elite skill Escape is more useful for 
getting clear of the combat skill if you*tte 
not trying to avoid arrow 

Escape (elite): This skill helps you to 
run away from combat; tliis stance costs 
little Energy to cast and can save you 
from an unexpected attack- 

Lightning Reflexes: This reduces the 
damage amount you take in combat 
while increasing your attack speed. 

Marksman^s Wager (elite): This is a 
risky skill to use, especially against 
enemies who have a Dodge, Evade, or 
Block skills. However, the payoff is 
worth it — it grants high amounts of 
Energy with every attack. 

Oath Shot (elite): Although this is a 
risky shot to use because of a higher 
chance of missing, use it to recharge 
skills that have long reuse timers. 

Point Blank Shot: This skill 
recharges fast enough that it is 
available every other attack. 


Quick Shot (elite): Spamming this 
increases damage output. Combined 
with l^paration skills, it allows easier 
destruction of multiple enemies. 


Pro: IPs nke to have someone to 
draw attacks and distribute damage 
while yott elimittate your foes. 

Con: This one attribute requires one 
to three slots, if not more. If ydjj 
choose to take a pet, you must ftU at 
least one slot with Charm Animal. 
Ibw aiso should add Comfort 
Animal, to retdtfe your pet if it's 
hurt, and Resurreit, to heal it if it 
dies. If you ivant your pet to haife 
any special attacks or d Reuses, these 
require at least one more slot 


Beast Mastery skills allow you to tame 
and control pets, augmenting the 
animals' attacks at higher ranks. 

Bestial Pounce: Use this to interrupt 
casters. Not only will it disrupt them, it 
will also knock them down. 


Brutal Strike: This is a brilliant 
finishing move for any pet-owning 
Ranger. While the damage is extreme 
it will only work on a foe with less 
than 50 percent Health. 

Charm Animal: Add this skill to yow 
Skill Bar if you want to travel with 


your pet. If you don^t have a pet, use 
this skill to capture one. 

Call of Protection: Use this when 
multiple enemies are attacking your 
pet. This reduces the damage amount 
the pet sustains, allowing it to live 
much longer (which also avoids a 
dreaded skill reset). 

Disrupting Lunge: This is a speil- 
disruptiou attack that locks out an 
enemy caster in the midst of 
launcliing a spell. 

Feral Lunge: This attack apphes 
Bleeding to any foe who is 
attacking. This is excellent against 
V Warriors and Rangers, as they are 
A me lee- driven. 


Specific attributes do not affect 
these skills. 


Called Shot: Tliis is a fast 
way to finish off an enemyt 
especially when your party 
is grouped and has to 
attack different targets. 
Called Shot is an almost 
guaranteed hit, but it 
does only normal 
damage. 

Debilitating Shot: 

This is an effective 
Energy shutdown: Spam ^ 
it on healers and ^ 

elemental-based 
attackers to keep their 
reserves low. 


Ferocious Strike (elite): This 
is a good move to combine 
with a Warrior — it 
■ boosts adrenaline to 
W staggering levels. 

Maiming Strike: This 
Cripples a moving target, 
which makes it perfect to 
I slow a running enemy, 
allowing the pet to have 
a snack- 


Dual Shot: Combine this 
with Preparation skills like 
Kindle or Ignite Arrow. It also 
w'Ofks well with other profession 
skills, including various conjures 
and Order of Pain. 
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Melandru's Assault: This is a pet AoE 
and is good to infliet damage on a 
group rather than a single opponent* 

Predator Pounce: This skill is a solid 
choice if a pet is flagging and needs a 
Health boost. It also inflicts damage. 

Scavenger Strike: Combine this with 
Maiming Strike or Feral Lunge to 
increase tlie amount of damage a pet 
inflicts on a Bleeding foe. 

Spirits: You can specialize in Beast 
Mastery and never tame a pet. There 
are several 3plrlL skills iliai Uuosi. 
Health, drain Health, save Energy, or 
create other effects for creatures 
and characters iu its range* 
These spirits can last over two 
^ minutes^ but they are fixed in 

^ place — they don't follow their 
V targets, and they don't follow 
you. Thus, they're more useful in 
a pitched battle than in a 
, running engagemenL 


Determined Shot: When up against 
foes with liigh evasion, this recharges 
otlier attack skills when a foe evades it* 

Hunter's Shot: This skill is useful after 
you pull back and the enemy closes 
with you, because the damage increases 
ivheu the enemy is moving. 

Pio Down: Use this skiD on Warriors 
to slow them, making it easier to 
escape their attacks. 

Power Shot: Combine this damage-add 
skin with Kindle Arrow or Ignite 
Arrow fUr a sollU OlooilleLiliig Increase. 

Precision Shot; Use this when you're 
not being attacked. It's cheaper than 
Power Shot, but is easily evaded. 

Punishing Shot (elite): Hiis is a more 
powerful version of Power Shot; it 
interrupts the target. Use this against 
healers and other casters to disrupt 
their spells and deal high damage* 

Read the Wind: One of the most 
useful preparations you can have, this 
skill increases your bow damage during 
combat. 

Savage Shot: Combine this with Read 
the Wind for an interrupt and huge 
damage. 


Marksmanship reflects the 

r Ranger's extensive training with 
a bow, giving him die ability 
to make a variety of special 
bow attacks. 


Wilderness 

Survival 


Barrage (elite): This focuses on a boss 
mob that is surrounded by other mobs. 
However, it negates anything you cast 
before it, such as Poison or Stance. 

But by focusing your target on the 
A boss and using Barrage, most 
W miuions fall with the boss mob or 
^ quickly thereafter. 

Concussion Shot: Though it 
doesn't deal much damage, 
this skill is a must-have when 
fighting healers* Antidpadng the 
enemy attack pays off when using 
this skiU* Its expensive Energy cost 
means you should combine it with 
Expertise skilb. 

Crippling Shot (elite): Because it 
cannot be blocked or evaded, tliis 
skill is useful for putting distance 
between you and the enemy if you 
plan to run. 


Wilderness Survival represents the 
Ranger's experience with surviving 
harsh outdoor climates. This includes 
laying Traps for enemies and 
augmenting bow attacks. 

Apply Poison* This DoT Poison can 
turn a battle from a loss to a win, due 
to its ability to constantly diminish a 
foe’s Health. If it’s not cured, it’s near- 
certain death for a weaker enemy* 

Barbed Trap: Traps are a great way to 
add fast damage in combat* Barbed 
Trap is useful when fighting groups of 
enemies in an enclosed area* This is 
efficacious against Warriors because it 
prevents them from withdrawing* 
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Flame Trap; Set this Trap before 
starting combat. You don’t have to 
maneuver your enemies onto the Trap, 
just near it. 

HeaJing Spring; This skill is useful if 
you^re working with others. Healing 
Spring restores your group to health. It 
is useful against enemies with AoE 
attacks. 

Kindle Arrows: Combine this with 
other Ranger Attack skills like Dual 
Shot or Power Shot for liigh damage 
boosts, and with the Elementalist spell 
Conjure Flame for burning damage. 

Poison Arrow: This is a useful DoT 
skill that can add damage, especially 
w^hen you are highly trained in 
Wilderness Survival. Spam it over 
multiple enemies. 

Secondary 

Professions 

P^ger skills combine welt with most 
other secondary professions. Your play 
style affects how successful the 
combination is. 

Ranger/ 

Elementalist 

The Elementalist secondary profession 
combines to make a character who is a 
ranged combat powerhouse. For a 
Ranger who specializes in Fire Magic, 
this combination is adept at handling 
multiple enemies at a time. Air Magic 
also works well with a Ranger's 
abilities — it allows the Ranger to 
momentarily knock down a foe or add 
extra damage over time. The 
disadvantage with many Air Magic 
skills is that they can cause exhaustion, 
which reduces the Ranger’s Energy^ 
pool, and Energy management is 
cridcaL 

Earth Magic isn't as useful to a 
solo Ranger as Air or Fire Magic, but it 
w'orks well for a Ranger who is the 


only Elementalist in a group (due to its 
AoE armor boosts). For any Ranger 
who plans to use his Elementalist skills 
frequendy, though. Glyph of Lesser 
Energy and Glyph of Energy are must- 
haves. These Glyphs allow you to cast 
your spells without cost, especially 
when you activate the Glyph before 
starting a battle. Because P.angers need 
to watch their Energy use more closely 
than an Elementalist, low-cost skills 
that combine well with Marksmanship 
skills are recommended. 

Ranger/Elementalists are effective 
damage dealers; their pet(s) are 
secondary to their abilities. Because of 
this, spending attribute points in Beast 
Mastery isn't as useful as it is for other 
profession combinations. Choosing one 
attribute to specialize in from the 
Elementalist profession will allow you 
to have enough points to put in your 
Ranger attributes. A well-rounded 
character includes; Fire or Air Magic 
(S), Beast Mastery (4), Expertise (10), 
Wilderness Survival (7), and 
Marksmanship (10). With this Ranger, 
your Skill Bar should include Charm 
Animal, Barrage, Distracting Shot, 
Lighming Reflexes, Troll Unguent, a 
Trap to fill out your Ranger skills, plus 
high- damage AoE skills fi*om the 
Elementalist profession. 


Use one of the Conjure 
Frost /Flame /Lightning sets. If you can 
find a weapon that also does Fire or 
Cold damage, the corresponding 
ElementaUst skills will increase the 
total damage output. 


Ranger/Mesmer 

The Raoger/Mesmer is one of the 
strongest anti-caster combinations. Under 
Dominadon Magic, Mesmers have great 
anti-caster skills, such as Backfire and 
SUuLLcir EiicLuiiiLiiit^iii. liuvc 

excellent interruption skills, such as 
Concussion Shot, Punishing Shot, and 
Savage Shot, Bring these two halves 
together for a powerful and effective 
shutdown of enemy spellcasters. 

A Ranger/Mesiiier uses skills to 
disable an enemy from attacking before 
going in Rir the kill. Use Mesmer skills 
such as Arcane Conundrum, Drain 
Enchantment, Energy Tap, and Ether 
Feast to disable an enemy's casting 
ability, often helping the Ranger in the 
process. Because a Rjmger can become 
low on Energy, using Mesmer skills to 
give added Energy or Health also helps 
win combats. Use Mesmer skills to 
drain an enemy before attacking with 
bow skills. 
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going to do you much good. Skills that 
transfer Hexes to you, or heal others at 
your expense, aren't the best choices, 
either — you need to be out there 
striking as rapidly as possible, not 
absorbing your teammates* problems. 
When you're the focus of attack, using 
skills that remove Hexes from you is a 
waste of time and Energy. If you can 
juggle both offense and defense, put 
attribute points into Healing or 
Protection Prayers. Even without being 
able to juggle, there's an elite skill — 
Mark of Protection that ia worth 5 or 

10 levels of Protection Prayers. For 10 
seconds, it converts any damage against 
you into healing. If you 're near death 
and six monsters are surrounding you, 
Mark of Protection is the quickest route 
to a full beal.^bu can also cast it on a 
target ally* 

If you're looking for add-ons to 
your offensive Energy, focus your points 
on Smidng Prayers. Consider the skills 
that deal Holy damage because your 
Poison is worthless against bloodless 
Undead, while Holy damage is doubled 
against them. 

If you're soloing most of the time, 
putting attribute points into Healing 
Prayers or Smiting Prayers {though not 
both) is your best option, depending ou 
w'hether you want to increase your 
offense or defense. Choose Orison of 
Healing, Troll Unguent, and Healing 
Breeze if you focus on Healing Prayers. 
If you focus on Smidng Prayers, 

Scourge Healing or Judge's Insight are 
both good support skiUs. Rangers 
perform well as Long-range damage 
dealers or as an an d-c aster profession, 
and Smiting Prayers skills fit in nicely 
with that role. 


My Favorite Characters w 

Name: Marti McKenna 
Title: Editor, Writer 

Characters: Coyote Girl, Tiger Lily ^ 

f 

I have twofamrite characterSf depending on whether Vm playing 
PvP or cooperative play. 

For cooperative play^ I love my Ranger. Right now Vm training 
up a new one and have opted to concentrate on just the Ranger 
prof ession for now. Coyote GiA uses Ignite Arrows stacked with Dual 
Shot first and foremost, and follows up with Power Shot and Point 
Blank Shot when they^re needed to finish off a foe. Her pet, a 
Melandru^s Stalker, keeps most foes at range so she am stick with her 
bow most of the time^ When sheh up close she uses a sword, so she 
might end up taking ll^rrior as a secondary profession so she can beef 
up her Swordsmanship and deal more damage at close range. She keeps 
Comfort Animal on hand to heal her Stalker, and Troll Unguent to heal 
herself 

For PvP, I like to play the healer, so I have a Monk pAmary named 
Tiger Lily. She uses Smiting Prayers like Bane Signet, Banish, and 
Symbol ofWmth to deal damage to foes, and Healing Prayers like 
Orison of Healing, Heal Other, and Heal Party to keep her team alive. 
She*s a Ranger secondary, and her pet waAhog, Babe, accompanies her 
wherever her adventures take her, so Comfort Animal is also at the ready. 


Focus on Ranger skills when 
spending attribute points, though. Raising 
the Mesmer attribute Inspiration 
increases the amount of Energy drained, 
thus making it easier to use other skills. 
Marksmanship and Expertise should be 
raised to at least 10, with Inspiration at 
around 8. To use all possible attribute 
points, distribute the remaining in a 6:4:4 
or 8:4:2 ratio between Domination, Beast 
Mastery, and Wilderness Survival. 

An animal companion isn't as 
important to a Ranger/ Mesmer as it is to 
other professions — the Mesmer skills 
enable diis character to disable an enemy 
before he does much damage to the 
Ranger. ft*s possible that you won't even 
keep Charm Animal on your Skill Bar, 
using the space instead to keep more 
Mesmer skills. Keep Troll Unguent 
equipped, however, because it is your 
primary heal. Include high-damage 
attacks as well, and if you've raised 
Wilderness Survival, add Preparation 


skills to use before combat starts. The 
Mesmer skills allow you to recover the 
Energy expended on Preparation skills at 
the start of a combat. 


Ranger/Moiik 


A Ranger (especially one with a pet) 
has few attribute points left, so a Monk 
secondary should concentrate on a 
single attribute (at most). If you plan to 
group, choose Resurrect or Restore if 
you concentrate on Healing Prayers, or 
Rebirth if you specialize in Protection 
Prayers. Either way, be prepared if 
you're in a party without a few others 
who can Resurrect. 


If you have difficulty keeping an 
eye on your group members' well-being 
while you pour on die offense, avoid 
Healing or Protection. If you become 
the monster pack's focus, skills that take 
a couple of seconds to cast — especially 
those that are easily interrupted — aren't 


A Ranger who takes Necromancer as a 
secondary profession is one who is 
better prepared for PvP than 
cooperative play. Because 
Necromancers specialize in debuffs and 
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life taps, character is more suited Including the Animate Bone Horror "Warrior" section for a comparison of 

to attacking other characters than to line of skills allows you to have weapon masteries*) Raise your weapon 

taking on your average mob* additional pets so you can form your mastery of choice to eight, and if you 



In cooperative play, the Ranger/ 
Necromancer has a better skill set for 


own army from dead foes* Because of plan to group, your Tactics to seven. If 
die Necromancer skills, you won't need you travel solo, forgo spending points 



to include Troll Unguent on your Skill 
Bar, but having Comfort Animal lets 
you heal your pet in an emergency. 
Filling out your Skill Bar with Ranger 
skills that help you fight agaitist casting 
enemies and enemy groups leaves you 
prepared for most combat situations. 


in Tactics and put more into your 
Ranger skills. Raising Beast Mastery to 
a six makes your pet a better damage 
dealer. Split the remaining points 
between Marksmanship, Expertise, and 
Wilderness Survival. Your Skill Bar will 
vary depending on which weapon style 
you choose, but good choices &ora the 
Ranger profession include Charm 
Animal and Comfort Animal to keep 
your pet alive and helpful, TtoU 
Unguent for healing yourself, and a 
variety of high- da mage skills from the 
Marksmanship and Expertise attributes. 
Include at least one skill that can 
disrupt casters, or you will find yourself 
^ in a never ending 

W ^ combat when faced 

[ ^ enemy who 

nL can heal* Depending 

^ raised Wilderness 

Survival, using Traps and 
Poisoned arrows is also be 
an easy way to 
) increase your damage 
" potential before 

Another direction 
to take when creating 
a strong melee 
Ranger/ Warrior 
to place attribute 
points in Expertise 
f and Wil dernes s 

Survival on the 

^ Vil / Ranger side, then 

, *0: Swordsmanship 

- ' on the Warrior 

V - 

- * side* You can also 

■ ^ raise Wilderness 

^ J r Survival and pick up 
? Apply Poison, which 

works on melee and 
ranged weapons. 

i 

Lightning Reflexes from 
^ the Expertise attribute is 
another good Skill Bar 
addition for its 


facing boss mobs and caster- type mobs 
than any other secondary professions. 
One thing to be cautious of when 
playing this profession combination is 
how many sacrifice skills you use. 
Rangers do not have high Health and 
Energy to begin with, and many of the 
Necromancer skills require both Energy 
and a Health sacrifice, jnakiug them 
less than ideal for Rangers to use. On 
the other hand, skills that allow you to 
steal Health from corpses, or animate 
corpses briefly, can help a Ranger win 
difficult combats. Because the number 
of animated corpses you can have is 
only limited by how long the corpse 
animation exists, you can focus on 
being the leader of an army of undead 
and pets. Animating multiple targets 
takes a good deal of Energy, however, 
so you won't have much left over for 
when the battle starts. Make sure you 
have enough Energy left to use Soul 
Feast (or a similar skill) when the first 
enemy falls, and you can get back to 
full Health halfway through a battle. 

A Ranger/ Necromancer who 
builds up Marksmanship, Expertise, plus 
Death Magic will be balanced well 
enough to face most situations. 
Increasing Beast Mastery gives you a 
more effective animal companion who 
can kill an enemy quickly, providing a 
corpse you can animate early in a 
battle group of enemies. A well- 
rounded group of attributes includes: 
Marksmanship (10), Expertise (10), 
Death Magic (8), and Beast Mastery 
(7). Spread the remaining points 
between the other attributes. If you 
plan to use Poison and Traps, put some 
points into Wilderness Survival; 
otherwise leave this attribute untrained 
so more points can go to Blood Magic 
and Curses, Useftil Necromancer skills 
w'kh this Ranger include Well of 
Blood, Soul Feast, and Consume 
Corpse, all of which allow you to heal. 


Ranger /Warrior 

The Warrior secondary profession 
enables Rangers to survive well in 
close combat due to melee weapon 
styles. Rangers in this combination are 
restricted to armor based on their 
primary profession, so they cannot 
w^ear armor as thick as a 
Warrior /Ranger would. For this 
reason, if you plan to combine with 
Warrior for your second profession 
and to go for pure damage 
absorption, begin as a Warrior 
and add Ranger skills. You will 
sacriOce the Expertise skill, 
which means tliat your 
Energy costs for ranged 
skills will remain high. 

However, because many 
Warrior skills rely on ^ 
adrenaline instead of j ^ j 

Energy, the sacrifice is j 
not as significant as ! i 

sacrificing the better ‘ ^ - 

armor. A Ranger/ ^ 

Warrior is still a ^ 

strong combination. 

While the armor 

rating may not be as 

high. Ranger armor \1r 

has a good rating and is 

effeedve at absorbing elemental 

damage. ' 

Ranger/ Warriors should / 

focus on abilities that allow 
them to kill quickly when ^ 

spending attribute points. Tills ^ 

will mean picking a weapon 
and sticking with it throughout 
most of your career. (See the 
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evasion and fast attack speed. Add in 
Throw Mud from the Expertise 
attribute and a few Sword skills from 
the Warrior set, and you'll have a skill 
combination that deals melee damage 
while avoiding return damage. 


If you use your skills to hold aggro 
on you, it isn*t as necessiiry to keep Beast 
Mastery skills beyond Charm Animal in 
your available skill seL^ur pet becomes a 
secondary damage dealer rather than your 
primary tank. If you plan to have your pet 
hold aggro, however, train in Beast 
Mastery and liave Comfort Animal on 
your Skill Bar. 

If your secondary profession does not 
include a healing ability. Troll Unguent is 
a must-have. This skill costs little Energy 
to cast and, depending on your 

SiTFVival qIttII ran fwnviHp' a 

great deal of healing. 

Regardless of your build, have at 
least one way of disrupting casting 
enemies, especially healers. While an 
enemy equal to your level with healing 
skills won’t likely defeat you, you also 
won't defeat turn without some way to 
stop his healing. 


Your group role as a Ranger changes 
little from what it is during solo play. 
However, you imy wish to forego having 
animal companions in a group because 
they are difficult to control. 


Player vs 
Player 


In PvP, Rangers are masters at 
interrupting their opponents' actions. 
Interruption is important in PvP 
because it helps define a battle on your 
own terms: You decide which spells and 
abilities an opponent can use by 
putting a stop to Ms most dangerous 
spells and letting him waste his time 
with Lesser abilities. 


Use your bow for long-range attacks. 
Good options to begin with are Precision 
Shot, which has increased damage and 
camiot be blocked or evaded, or 
Penetrating Attack, which has 20 percent 
armor penetration. Follow up with a 
Power Shot or Quick Shot as the enemy 
closes in, and you are prepared for 
melee-range combat. 


Savage Shot is a great skill for 
shutting down an enemy spellcaster, 
especially a Monk. Using this skill 
effectively takes experience. Familiarize 
yourself with the names of common 
spells and their casting times. Because 
it*s easier to interrupt a spell that takes 
a long time to cast, target it with 
Savage Shot. Watch your target, wait 
for him to begin casting the spell, then 
loose the arrow. If the spell is 
something important (like a big heal) it 
can spell his doom. 

If you want to master interruption, 
Rangers have a number of skills 
beyond Savage Shot. Concussion Shot 
is expensive, but dazes a target in 
addition to the spell-interruption effect. 
PiinisMng Shot is an elite skill which 
can interrupt any ability. 

Ruangers who know how to 
interrupt the most dangerous spells are 
a welcome addition to any PvP team! 


imlawfii] copying or dcrwnloadJiig expressly prohJbkcd 




Ranger: Secondary Professions, Cooperative Play, Player vs. Player, 




Ranger Skills 


Look for new skills to be added to Cuitd Wars over dme. 




(Primary Rangers Only) 


Distracting Shot 






Source: Quest Ruins of AscalorVVenior, Yak's Bend 
Cost to Ca^Png lime y4 

Duration - Recast lime 10 

If Distracting Shot hits, it intarupts target foe's action but deals 
only 1-16 damage, tf the interrupted action was a skill, that skill is 
disabled for an additional 20 seconds. 

Dodge 


Source: Quest Ruins of AscaloryVendor, Yak's Bend 

Cost 5 Casing Vme 

Duratbn 5 fecosf Hme JO 

For 5 seconds, you move 3.3% faster than normal and have a 
27-75% chance to evade incoming arrows, Dodge ends if you 
attack, 

Bcapg (gllte) 

5ot/^k Whuu Buumbuuf fTroil Biss) 

Cost 5 CasPag Vme 

Dufotbn S-t7 Reca^Vme 60 

For 5-17 seconds, you mo^ie 25% faster than normal and have a 
75% chance to evade attacks. 





Tlirow Dirt , 

Source: Quest Kryta/\fendor, Henge of Der^ravi 
Cost 5 Casting Vme 1 

Durathf^ 3-10 Recast Vme 45 

Target-touched foe and foes adjacent to your target become 
Blinded for 3-^15 seconds. 

Wl^itig Defense 

Source: Quest, Shiverpeaks (N)/Vendor, Lion's Arch 
Cosf 10 Casting Vme 

Durotiof} 3-20 Recast Vme 60 

For 8-20 seconds^ you have 75% diance to block attacks. 
Whenever you block an arrow this way, adjacent foes take 5-11 
piercing damage. 


Antidote Signet 


Source: Quest, Kiyta-The Wilds/vendor, Amnoon Oasis 
Cost “ Casting Vme 

DuratiOf\ - Recast Vme 

Cleanse yourself of Pobon, Disease, arid Blindness. 





Ughtnine 

Source: Quest, Ruins of AscaloiVVendor, Yak's Bend 
Cosf 10 CasP‘ng Vme 

Duration 5-11 Recast Vme 60 

For 5-11 seconds, you have a 75% chance to evade melee and 
arrow attacks, and you attack 33% fasten 



Marksmatfi Wagef (elite} 


Garris N^tyvatcli, UlharStonehdund ^'rrmit Dw. flosses),! 
Custodians Jenus, Kora, Phebus (Forgotten Endianted Bosses) 

Cost 5 CasP'ng Vme 2 

Duramen U /?ecosf77me 24 

For 12 seojnds, you gain 5-30 Energy whenever your arrows hit, 
but lose TO Energy whenever your arrov\s fail to strike. 



Oath Shot (eiilel 


Source Pafecled Ckak (Mursaat Boss) 

Cost 10 CasP'ng Vme 

Duration - Recast Vme 20 

If Oath Shat hfe all your other skills are recharged. If it misses, all 
your skills are disabled for 10 seconds. (50% miss chance with 
Marksmanship 7 or less.) 





tatted Shot 

Source: Quest, Ruins of Ascalon/Vendor, Yak's Bend 
Cost to Casting Vme 

Duration - Recast Vme A 

Shoot an arrow that moves 3 times faster than normal and cannotl 
be bbeked or evaded. 


DebflttatlnB Shot 

Source: Quest, Shiwerpeaks (N)/Vendor, Lion's Arch 
Cost 10 Casting Vme 

Duration - Recast Vme 5 

If Debilitating Shot hits, your target loses 10 Energy, 


Dual Shot 

Source: Quest, Kjrrgdom of AscalorVVendor, Ascalon City (Ruins) 
Cost 10 Casting Vme 

Dura^n - Recast Vme 5 

Shoot bvo arrows simultaneously at target foe. These arrows deal 
25% less damage than normal. 



Point Blank Shot 



Source: Quest Kingdom of AscalorVVendor, Ascalon City (Ruins) 
Cost 10 CasPng Vme 

Duration - Recast Vme 3 

Shoot an arrow that has half ibe normal range, but strikes for 
+10-20 damage. 

Practiced SUiue telite) 

5oucce.‘ Ryk Amoiiwving (Tangu Boss) 

Cosf 5 CasP'ng Vme 

Duration 20-35 Recast Vme 15 

For 20-35 seoor^s, your Prepaialions are ready 50% faster and 
last 24-50% longer. 



Q«ick Shot (elite) 


Source: Henge Guardian (Behemoth Boss), Igg Fecpelter 
(Oevourer Boss), Manine Coldstone (Human Boss) 

Cosf 5 Casting Vme 1 

Duration - Recast Vme 3 

Shoot an arrow 3 times faster than normal. All your attack sktib 
are disabled for 2 seconds. 
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Bfeitial Pounce 

Source: Quest Kryta/Vertdor, Henge erf Denravi 
Cosf 5 Time 

10 Recast Time 15 

Yourdnimal companion attempts a Bestial Pounce that deats 
+5-20 damage. If the attack strikes a foe who is casting a spell, 
that foe is knocked down. 

Brutal Strike 


Source: Vendor, Fishermen's Haven 
Cost 10 Costing Time 

Dufutjon 10 Recast Time 5 

Your animal companion attempts a Brutal Strike that deals +5-ZO 
damage. If that attack strikes a foe who^ Health is below 5tM, 
that foe takes an additional +5-20 damage. 

Call of ttaste 


Source: Quest, Ruins d Ascalon/Vendor, Yak's Bend 
Cosf 10 Cosing lime 

Dufothn 30 Recast Tme 25 

For 30 seconds, your animal companions have a 25% faster 
attack speed and move 33% faster than normal. 

Call of Protection 

Source: Quest; Shiverpeals (M)/Vendor, Lion's Arch 
Cost 5 Costing Time 

Dofothn 120 i^astJtme tl5 

For 120 seconds, your animal companions have a 1-14 base 
damage reduction, 

Chann Animal 

loi/rce; Quest Kingdom Assldri/Vendor, Ascaldri QtyTRuihg 
Cost 10 Casting Time to 

Duration - Recast Time 

Charm target animal. Once charmed, your animal rarnpanion will 
tra\<el with you whenewr you have Charm Animal equipped 

Comffjrl Animal 


Source: Quest Kingdom of AscaloiVVendor, Ascalon City (Ruins) 
Cost 10 Costing Jtme 1 

Duioihn - Recast Time 1 

You heal your animal companion for 20-104 points. If your 
companbn is dead, ft is resurrected with 10-58% Health and al! 
your skils are disabled for B seconds. 

PisniptitiB Lunge 


5o(yrce; Vendor, Port Sledge 
Cost 5 Costing Time 

Duration 10 Recast Time S 

Youranintal companion attempts a Disrupting Lunge that deals 
+1-12 damage. If that attack strikes a foe using a s&l, that skill is 
interrupted and is disabled for a n additional 20 seconds. 

Edge of Extinction ^ 

Source.' Quest Kryta-TheWilcWendw, Droknar’s Forge 
Cost 5 Costing Tme 5 

Duration 50-150 Recast Jtme 60 

Createa level 1-10 Spirit. For creatures within its range, whenever | 
any creature dies, Edge of Extinction deals f4-50 damage to all 
nearby creatures of ihe same type. This Spirit dies after 30-150 
seconds. 


EncnaiiinR Wtmt 

Source: V^dor, Port Sledge 

Cosf 5 Casing Jtme 5 

Duration 30-150 ^ecos? Jtme 60 

Create a level i-io Spirit. For creatures within te range, all skills 
cost IS less Energy (minimum cost to Energy), and skills recharge | 
25% slower than normal. This Spirit dies after 30-150 seconds. 

Feral Lunge 


Source: Quest Ruins of AscaloiVVendor, Yak's Bend 
Cost 5 Costing Ttme 

Duratbn 10 Recast lime 10 

Your animal companion attempts a Feral Lunge that deals +5-20 
damage. If the attack strikes a foe who is attacking that foe suffers] 
from Bleeding for 3-25 seconds. 


Source: Thul The Sul {Summit Dwarf Boss) 

Cost 5 Costing lime 

Dura^n to Recast lime 8 

Your animal companion attempts a Ferocious Strike that deals 
+13-2S dam^e. If that attack hits, you gain adrenaline and 3-10 
Energy. 


Fertile Seasim 


Source: \^endon Fishermen's Haven 
Cost 5 CosO'ng Time 5 

Duratbn 30-90 Recast lime 30 

Create a level l-IO Spirit, For creatures within Hs range, every 
creature's maximum Health is increased by 50-580 and they gain 
+24 armor. This Spirit dies after 30-90 seconds, 

MalmiiiR Strike 


Source: Vendor, Maguuma Staefe 
Cost 10 Casf^irj^ lime 

Duratbn to Recast lime 10 

Your animal companion attempts a Maiming Strike that deals 
+5-20 damage. If that attack hits a moving foe that foe becomes 
Crippled for 3- 15 seconds. 

M«landriYs Assault 


Source: Vendor, Ice Tooth Cave 
Cost 10 Costing lime 

Duratbn to fiecfjsf lime 10 

Your animal companion attempts a Mel andru's Assault that deds 
+5-20 damage. If that attack strikes a foe enchantment, that foe 
and all adjacentfoes takes additional +5-20 damage. 

Otyugh's Cry 


Source: Quest, Kryt^ender, Henge of Denravi 
Cost 5 Costing lime 

Duratbn 30 Recast lime 30 

All animals in the area become hostile to your target and gain 
+20 armor for 30 seconds. Olyugh's Cry cannot turn charmed 
animals against their masters or their masters' dibs. (Smb failure 
chance with Beast Mastery 4 or less.) 

Predator's Pwinw 


M 


Source: Vendor, Grendich Courthouse 
Cost 5 Casting lime 

Dura^n 10 Reco^ lime 5 

Your animal companion attempts a Predators Pounce that deals 
+5-20 damage. If that attack hits, your animal companion gains 
5-50 Health. 
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[>^t«fittined shot 


Predatory s&Aion 


Source: Quest Kryta-The WifckAfendor, Amnoon Oasis 
Cost 5 Casing Itme 5 

Duration 3(>-150 Recast Ifme 60 

Create a level 1-10 Spirit. For creatures witiiin te range, all healii 
is reduced by 20%. If any of your attacks hit you gain 5 Health, 
This Spirit dies after 30- ISO seconds. 

Primal Echoes 


Cosf 5 Cos^r^g Time 

Duration - Recast Ttme 10 

]f Determined Shot hits, you strike for +5^20 damage. If 
Determined Shotfais to hit all of your attack skills are recharged 


Favor,able Winds 


Source.^ Vendor, Copperhammer Mir^es 
Cosf 5 Casting lime 5 

Duration 30-150 Recast lime 60 

Create a level I -10 Spirit. For aeatures wthin te range, Signet 
rings cost 10 Energy to use. This Spirit dies after 30-150 seconds 


Source: Quest Ruins d Ascalon/Vendor, Vak's Bend 
Cosf 5 Casting lime 5 

Duratiof} 30-150 Recast lime 60 

Qeate a level I -10 Spirit For creatures vvithin its range, arrows 
move tiivice as fa^ as normal and strike for +3 damage. This Spirit 
dies after 30-150 seconds. 

Hunter's Shot 


Scavonger Sirilie 


Source: Vendor, Maguuma STade 
Cosf 10 Casting lime 

Duratbn 10 Recast Ume 5 

Your animal companion attempts a Scavenger Strike that deals 
+5-20 damage. If the attack strikes a foe who is suffering a 
Condition, that foe takes an additbnai +1-15 damage. 


Source: Quest Ruins d Ascalon/Vendor, Yak's Bend 
Cosf 5 Casting lime 

Duratfon - Recast Ume 5 

If HunteCs Shot hits, you strike for +3-18 damage. If this attack 
hits a foe that is moving or knocked down, that foe begins 
Bleeding for 3-25 seconds. 


Symbiosis 


P€TOtrdling Attack 


Source: Vendor, Marhan's Grotto 
Co5f S Casing Ume 5 

Duration 30-150 Recast Ume 60 

Create a level 1-10 Spirit, For creatures within iis range, for each 
enchantment on a oeature, ihat creature's maximum Health is 
increased by 27-150^ This Spirit dies after 30-150 seconds. 


Source: Quest Ruins of Ascalon/Vendor, Yak's Bend 
Cost 10 Casting Ume 

Duration - Recast Ume 3 

If Pendiating Attack hfe you strike for +10-20 damage and this 
attack has armor penetration* 


Tiger's Fury 


Source: Quest Crystal Desen/Vendor, Droknar's Forge 
Cosf 10 CasU'ng Ume 

Duration 5-11 Recast Ume 5 

All your non-attack skills are disabled for S seconds, For 5-1 1 
seconds, you attack 33% faster than normal 


Source: Quest Shiwerpeaks (N)/Vendot Lion's Arch 
Cosf 15 Casting Ume 

Duration - Recast Time 

If Pin Down hits, your ter&et is Crippled for 3-15 seconds 


Power Shot 


Source: Quest Kingctom of AscalorVVendor, Ascalon City (Ruins) 
Cos/ 10 Casting Ume 

Duration - Recast Ume 6 

If Povyer Shot hits, you strike for +10-20 damage. 


Precision Shot 


Source: Quest Crysy DeserVVendor, Draknar's Forge 
Cosf 10 Casting Ume 

Dura^n - Recast Ume 6 

If Precision Shot hits, you strike for +13-28 damage. Precbion 
Shot canrrot be block^ or evaded. This action is easily 
Interrupted. 


Piinhhing Shot (glilg) 


Source: Thul Bouldenain (Giant Boss) 


Duration - Recast Ume 6 

]f Punching Shot hits, you strike for +10-20 damage and your 
tai^ rs interrupted. 


Marksmanship 



1 Banese (dite) I 


Source: Vadaaw Doomtooth (Charr Boss), Snyk the Hundred 
Tongue (Behemoth Boss) 

Cost 5 G3siv7^77me 

Duration - Recast Ume 1 

All your Preparations are removed. Shoot arrovK at up to 5 foes 
near your target Thse arrows strike for +1-16 damage If they hit 

I Concussion Shot I 

1 

Source: Quest Kryta-Th e Wilds/Vend or, D roknar's Forge 
Cost 25 Casting Ume 3/4 

Dura^n 10 fleccrsf Ume 10 

If Concussion Shot hits while target foe is Gstirtg a spell, the spell 
is Interrupted and your target is Dazed for 5-20 seconds. This 
' attack deals only 1 -16 damage. 

|\ j|ir| 

1 ctipi>tfttg Shot (efite) 

Source: Melandru's Cursed (Golem Boss) 

Cosf 10 Cas^'ngUme 

Duration - Recast Ume 10 

If Cf ippi I ng Shot h its, you r target beco m es Crippled for 1 5 
seconds, fliis attack cannot be blocked or evaded. 
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Read Wfnd ^ 

Source: Quest Kingdom of Ascalon/V^ndor, Ascalon City (Ruins) 
Co5? 5 Casting Jtme 2 

Duration 12 Recast Jtme 12 

For 12 seconds, your arrows move twice as fast and deal 5”10 
extra damage. 

Savage Shot 

5o£/rce; Quest Kryta-TheWifds/Vendor^Amnoon Oasis 
Cost 10 Casting Time 

Duradon - Recast Tsme S 

If Savage Shot hits, your targets action is interrLtpted. If that actio n| 
was a spdl you strike for 15-28 damage. 



Froien Soil 



Source: \^endor, Marhan's Grotto 
Cosf 5 Casting Jime 5 

Duration 30-90 Recast lime 30 

Create a level I-IO Spirit For creatures within Its range, dead 
creatures cannot be resurrected. This Spirit dies alter 50-90 sec 


Greater CririBagratton (elit^t 


Wilderness Survival 


W. 



Apply Poison 



Source: Vendor, North Kryta Province 
Co5f 15 Casting Time 2 

Duration 2A Recast Time 12 

For 24 seconds, foes struck by your physical attacks become 
Poisoned for 3- IS seconds. 


Barbed Trap 



Source' Quest, Kryta-TheWilds/Vendor.Amnoon Oasis 
Cost 15 Casting lime 2 

Duiathn 90 Recast Time 20 

When Barbed Trap is triggered, all foes in the area take 20-65 
piercing damage, become Crippled, and begin Bleeding for 3-25 
seccHxIs, Barbed Trap ends after 90 seconds. While activating this 
skiityou are easily interrupted, 

Choking Gas 



Source' Quest, Kryta-The VWIlcVVendor, Droknar^s Forge 
Cosf 15 Casting Time 2 

Duratbn 1-12 Recast Time 24 

For ]-l2 seconds, your arroiivs deal 1-8 more damage and 
spread Choking Gas on impact Choking Gas interrupts foes 
attempting to cast spells. 

Drydef's Dgfensw 



Source: Vendor, Marhan's Grotto 
Cosf 5 Casting Time 

Duration 5-11 Recast Time 60 

For 5-1 1 seconds, you gain chance to evade attacks and 
54^ armor against Etemental damage. 

Du^t Trap 



Source' Quest, Crystai DeserVVendor, Droknar's Forge 
Cost 25 Casing Time 2 

Dumthn 90 Recast Tme 30 

When Dust Trap is triggered, all foes in the area are Blinded for 
3-10 seconds and take 10-68 Earth damage. While advalingthts 
skill, you are easily interrupted. Dust Tr^ ends after 90 seconds. 

Flame Trap 

Source.' CJuest, Crystail DeserVVendor, Droknar's Forge 
Cost 10 Casting lime 2 

Duration 90 f^ast Time 20 

When Flame Trap is triggered, for 3 seconds all foes in the area 
are stmckfor 15-30 Fire damage and set on fire for 1-3 
second(5). Flame Trap automatically trigger after 90 seconds. 
While activating this skill, you are easily interrupted. 




5ource. Valetudo Rubor (Titan Boss) 

Cost 5 Casting Hme 5 

Duratbn 30-150 Recast Vme 60 

Create a level 1-tO SpiriL For creatures within its range, all 
physical damage is Fire damage instead. Tills Spirit dies after 
iu-bu seconds. 



Hgaling Spring 





Source: Vendor, North Kryta Province 
Cosf 10 Casting lime 2 

Duratbn 10 fecosf Time 20 

For 10 seconds, all allies in the area are healed for 15-60 every 2 
seconds. While activating this skill, you are easly interrupted. 

Ignite Arrows 

Source: Quest Kingdom of Ascalon/Vendor, Ascalon City (Ruins) 
Cosf 10 Casong lime 1 

Duratbn 24 Recast lime 12 

For 24 sei^nds, your arrows explode on contact dealing 3-i3 
Fire damage. 


loccndtery {eiit^} 

Source.’ 6sses Fla me web (Arachnid Boss) 

Ccsf 5 Casing lime 2 

Duratbn B Recast lime 24 

For 8 seconds, targets struck by your arrows are interrupted and 
set on fire for t-5 second (s). 

I Kindle Arrows 

Source: Vendor, Grendich Courthouse 
Cost 5 Casting lime 1 

Duratbn 24 fiecfjsf Tme 12 

For 24 seconds, your arrows deal an additional 5-24 Fire damage. 






Ti 


Mglandru'i Arrowi |elite) 


Source: Ulhar Stonehound (124: Summit Dwarf Boss) 

Cosf 5 Casting lime 2 

Duratbn 18 ^ecusf lime 12 

For 18 seconds, whenever your arrows hit, they cause Bleeding 
for 3-25 seconds and do +6-2B damage if th^ hit a target who 
is under an enchantment 

MglandnFs itwili^nce (elite) 

Source: Ssyl Feshah (Forgotten Boss) 

Cosf 5 Casting Ume 

Duratbn S-20 Recast lime 15 

For S-20 seconds^ you gain Health regeneration of 2 and Energy 
regeneratiffli of I for each Condition and Hex you are suffering. 
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Mifddy T&rrain 


Spdfce Mp We] 


5(X/rce; Wndor, Copperhammer Mines 
Cost 5 Casing lime 5 

Dumthn 30-90 Recost 77me 50 

Create a level I- 10 Spirit. For creatures within te range, all 
creatures move 10^ slower than normal and speed boosts have 
no effect. This Spirit dies after 50-90 seconds, 

Nature's Rentwat 


VuEg Painbrain (Etdn Boss), C^la the Hooded (Sfea fe Boss) 


Cost 10 Costing Jtme 2 

Duration 90 Recast lime 20 

When Spike Trap is triggeredr all foes in the area take IQ-68 
plefdrtg damage, become Crippled for 5-15 seconds, and are 
knocked down. Spike Trap ends after 90 seconds, While activating 
this skilL you are easily interrupted. 


Soi/rce.^ Vendor, Camp Rankor 

Cost 5 Casting lime 5 

Duration 30-150 Recast lime 60 

Create a level I -10 Spirit. For aeatures within te range, all 
enchantments and Hexes are removed. For 30-150 seconds, 

uiLfiGiiLmt:iiL> ainJ I UiKt;: LniLt: Iui4^ lu LaziLThb 

dies after 30-150 seconds. 


StiMin Chaser 


Source: Quest, Kryla-The Wilds/Vmdor, Amnoon Oasis 
Co5f 10 Qjs£f>?g Time 

Duro^n 3-20 Recast lime 

For 8-20 seconds, you move 25% faster, and you gain 1-5 

Eiici^y vvirciicvfi yuu eokic UoEiiagc, 


Poison Arrow (eSte) 


Troll Unjjuent 


Source: Salani Pippip (Crawl Boss) 

Cost 5 Casting lime 

Duration - /?ecc?sf]7me I 

If Poeon Arrow hits* your target becomes Poisoned for S-20 seconds. 


Source: Quest, Kingdom of AscalorVVendor, Ascalon City (Ruins) 
Cost 5 Casting lime 3 

Duration 10 Recast Ttme 10 

fior 10 seconds, you gain Health reger>eration +3-10. 


Quickening Ztptiyr 


Wmnowng 


Source: Quest Ruins of Ascalon/Vendor, Yak's Bend 
Ccsf 5 Costing Time 5 

Dura^n 30-150 Recast Ume 60 

Create a level l-IO Spint, For creatures within its range, all skills 
recharge twice as fast as normal and cost 50% more Energy to 
cast This Spirit dies after 50- 150 seconds. 


Source: Quest Ciyst^ DeserVVendor* Droknar's Forge 
Cost 5 Casting Time 5 

Duration 50-150 Recast Time 60 

Qeatea level 1-10 Spirit. For creatures within its range, creatures 
take 4 additional danoage whenevenbey take physiGl damage. 
This Spirit dies after 50-150 seconds. 

Winter 


Serpent's Qiikkn^ss 


Source: Quest, Shiwerpeaks (N)/Vendor, Lion's Arch 
Cost 5 Costing Time 5 

Duration 50-150 Recast lime 60 

Qeatea level 1-10 Spirit. For creatures within its range, all 
Elemental damage is Cold damage instead. This Spirit dees after 
30-150 seconds. 


Source: Quest, Shiverpeaks (N)yVendor, Lion's Arch 
Cosf 5 Casting lime 

Duration 15-30 Recast lime 45 

For 15-30 seconds, recharge times for your skilb are reduced by 
33%. Serpent's Quickness ends if your Health drops below 50%. 














Warrior 


By Bydian 


Live by 
the Sword... 


or Hammer 


he Warrior 
profession 
ill CuUd 
Wars is 
not what 
you may 
expect. Anyone who has 
ever played an MMORPG 
would agree that the 
tradidonat notion of a 
Warrior (or “tank," as 
they have come to be 
known) h a character 
■ that is designed to absorb 
massive amounts of abuse 
while other characters/ 
professions dish out the 
damage. Guild Wirs has 
broken this longstanding mold 
by giving Warriors not only 
traditional dam age -mitigating abilities 
through heavy armor and shields, 
but also the power to deliver 
reasonable damage with 
additional skills. 


Warrior-specific abilities are based 
on adreiiahne, which is a separate pool 
of power from Energy. Several skills, 
however, require Energy to activate 
them, especially those based on the 
Sword attribute. This doesn't present a 
problem for the Warrior, but Warriors 
have a smaller base Energy pool and 
regeneration rate than caster-oriented 
classes. Since you don’t have a large 
reserve of Energy, and depending on 
the secondary profession you have 
chosen, you might find yourself 
constantly waiting on Energy to 
regenerate. The good news is tliat you 




V* 


Five Reasons to J 
Be a Warrior 


You um\t to he the master of 
Guild Wars me/ef twwbrtt. 


» You are looking for a durable and 
soh-aMe cooperatwe pi ay 
profession. 

* It's a good starting class as you 
get used to the mlds ofTyria. 

* You like to be the caiier of the 
offensiire assault in PvP and 
coopemtipe play. 

* !t's an exceiletU base profession to 
j match up with other secondary 

■a professions. 


can continue to dish out damage even 
if you are completely tapped on 
Energy. Warriors have tlie ability to 
draw from two active pools, allowing 
you to use more skills than may be 
apparent at first glance. 


Adrenaline is gained one point at a 
time, each time you land a hit on an 
opponent or take damage yourself. 

Each adrenaline- based ability has a 
specific adrenaline cost. As you build 
adrenaline, you will see each of your 
adrenaline -based abilities light up after 
you build up enough adrenaline to 
activate it. 


One of your biggest advantages in 
PvP combat is the natural hierarchy of 
target selection. This hierarchy is alive 
arid well in Cm7d Wars. Tlus game 
element is a traditional system of 
choosing a target based on priority. The 
following list indicates the order of 
priority usually followed in PvP 
combat. 


1, Kill the healers first. As long as your 
opponent has healers, targets take a 
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long dme to eliminatB^The longer 
an enemy lives, the longer he is 
discributing damage to your team* 

2* High damage-output professions 
are targeted next. They can dish 
out massive punishment, but 
without healing, they also go 
down fast. 

3. Tanks or Warrior-type professions 
are left for last. The Warrior types 
are the hardest (or take the 
longest) to kill and dish out the 
Least amount of damage. 

Knowing the hierarchy, you can 
exploit targeting priority to your 
advantage. In most cases, you will not 
be the primary focus of fire. Use this 
knowledge wisely and make sure your 
Warrior unloads maximum damage on 
your unsuspecting opponents* 

Weapon Selection 

Warriors in Guild Wars have three 
viable choices for weapons: axes, 
hammers, and swords* The abilities for 
each category wUl be discussed in 
detail further on in this section, but 
here are tlie basics of your weapon 
choices: 

* Swords: Tliis is a one-handed weapon 
(which allows you to hold something 
in your other hand) with a 1.33- 
secoiid attack speed. Sword skills 
focus on Bleeding and situational use 
of abilities. Also, swords offer more 
Energy-based abilities, in addition to 
the more standard adrenaline-based 
abilities. 

* Axes: Another one-handed weapon 
with a 1.33-second attack speed, its 
powers are concentrated in damage 
boosts, with a few Bleeding abilities 
thrown in* Axes have a higher 
damage potential than swords, but 
also have a lower base damage* This 
gives you a greater damage capability 
on the top end, which is tempered by 
having a lower guaranteed damage 
base. Axes also receive a bonus 
percentage to land critical hits. 


• Hammers: A two-handed weapon 
with a l*75-sccond attack speed, 
hammers have powers concentrated in 
knockdowns and snares* Hammers 
also have a higher damage range on 
both the low and high ends. They are 
slow weapons, but they pack a bigger 
punch. Hammers are the ultimate 
choice if you want to get in close to 
your enemy to put him on his back. 
Knockdowns and interrupts are a 
crucial PvP element in Guild Wars, so 
hammers are the best weapon for 

3J]ti=ca§tgr buildi. 

Armor Selection 

Each armor set has its advantages; learn 
to evaluate the situation to choose the 
best set for you. If you are dying from 
Elemental spell damage, reduce your 
death frequency by equipping a 
Warrior with armor that protects 
against Elemental damage* Go with one 
armor theme or another; mixing and 
matching armor leads to uncertainty as 
to whether or not you’re getting the 
type of reduction you wanted* 

Most of the endgame helms offer a 
bonus to a primary stat, such as +1 to 
Strength or Tactics, +1 to Sword/Axe/ 
Hammer Mastery, and so forth. 


Attributes 
& Skills 


Strength 

(Prifliary Warriors Only) 

Ranks in this attribute increase the 
armor penetration of your attack skills 
by one percent per attribute rank. 
Strength also improves the effectiveness 
of skills that keep you alive, as well as 
those that inflict damage on your 
opponents* Only characters who take 
Warrior as their primary profession can 
benefit from this attribute. 

Battle Rage (elite); Useful when you 
need to boost your movement speed or 
generate a lot of adrenaline in a hurry, 


this combos well with Executioner's 
Strike and Galrath Slash, which are 
both low-cost, direct damage skills* Do 
not use non-attack skills witli Battle 
Rage, as non-attack skills cancel it out 
and drain all adrenaline* 

Berserker Stance: This is a useful skill 
for boosting attack speed over a short 
duration, with little to no drawback. 
The recast is considerable, but this is a 
nice way to generate quick adrenahne 
for high adrenaline-cost skills. 

Bull's Charge (elite); This is a handy 
skill to have for neutrahzing runners, as 
it knocks down anyone you hit who is 
running away from you. 

Bull's Strike: This skill is similar to 
Bull's Charge, but this one is a one- 
shot deal. It might be a preferable 
alternative in skill choice if you don't 
want to burn your elite skill slot on 
Bull's Charge* 

Defy Pain (elite): This is a more 
powerful version of Endure Pain and 
increases your armor resiliency* To 
further increase your role as team 
juggernaut, choose this. 

Dwarven Battle Stance (elite); 

Specific to Hammer Warriors, this skill 
is great for shutting down casters so 
you can take them down without 
interruption — it's also great for deahng 
with annoying Mesmers. 

Endure Pain: This skill is useful in 
those situations when you are almost 
out of Health and your heals aren't 
coming. This commonly used skill is 
recommended for most builds. 

Griffon’s Sweep: Useful against 
evasion builds, even if your target 
doesn’t evade, you still get the small 
damage boost with this skill* 

Power Attack: The Energy cost for this 
skill is low, as is the recycle time* It 
also inflicts decent damage and is well- 
suited for most builds* If you have the 
room, pick this up* 

Protector’s Strike: This is a more 
impressive version of Power Attack, but 
is only effective against a moving 
target. It is an excellent skill for 
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dealing with PvP enemies as they try 
CO make an escape. 

Rush; As an adrenaline-based sprint 
with no recast time and a reasonable 
adrenaline cost, this is a good pick. II 
you have no problems generating 
adrenaline, or need to move quickly 
and often, pick this up. 

Shield Bash: This is useful for the 
Sword and Axe Warriors who fight 
other Warriors. 


axe damage and damage dealt by 
axe skills. 

Axe Rake: This essential skill is costly 
adrenaline -wise, but is fantastic to use 
on someone witli a Deep Wound. 

The crippling effect makes tliis a 
popular skill. 

Cleave (elite); With a moderate 
damage boost and a low adrenaline 
cost, this adds to your damage output, 
but don't combo it with too many 
adrenaline skills, as they'll be wasted- 

Cyi^luiie Aav- Xti£:& Ls n grciii. aKlll Ujx 

building adrenaline, but it takes careful 
positioning, as it works best when 
surrounded by foes. 

Dismember: A skill that puts a Deep 
Wound on your target. Dismember is a 
great intro to Axe Rake. The adrenaline 
cost is high, but the results are worth it. 

Disrupting Chop: This is a great interrupt 
skill — use it to disable enemy skilb with a 
long duration or ^)r a Monk heal with a 
long casting time. 

Eviscerate (elite); As a more powerful 
version of Dismember, it also increases 
overall damage while inflicting a Deep 
Wound. Combo this witli Axe Rake or 
Axe Twist for greater carnage. 

Executioner's Strike: This is a simple, 
straightforward damage add spell 
Tvhich, when combined with 
adrenaline -increasing skills (Battle 
Rage, Berserker Stance, etc.), is very 
effective. 

Swift Chop: TMs is a good skill to use 
on characters who have a liigh chance 
of blocking an attack. 


Sprint: This skill has a reasonable 

Eucrgj uu&i., OuL the ZO-acuuuil n^uiiaL la 

something to consider. Sprint, or a 
similar skill , is required on most 
Warriors to chase down runners or get 
out of trouble because of melee range 
limitations. 

Warrior's Cunning: The considerable 
Energy cost and recast make this skill 
less attractive, but it is a good skill 
when you want your blows to land. 

Warrior's Endurance (elite): This is a 
good skill for Warriors who have taken 
a secondary profession with high 
Energy consumption. This skill allows 
you to regenerate that Energy in a hurry. 


(No Attribute) 


"For Great Justice": This is a handy skill 
for quickly charging adrenaline skills. 

Distracting Blow: This is a good skill 
to use on casters. 


Flurry: This skill for is useful for 
building adrenaline or for combining 
with dam age -increasing skills. 

Frenzy: Tliis is useful for finishing off 
an opponent, or when your opponent is 
attacking another target. 

Skull Crack; This is good to use on a 
caster, especially a Monk. It's also one 
of Che best suppression skills in the 
game. It's tricky to execute, but worth 
it when dealing with skills Chat take a 
long time to execute. 


While you lose the ability to carry a 
shield, this allows you to do more 
damage tlian Axe or Sword Mastery, 
though attacks are slower. 

Backbreaker (elite): This has a long 
duration knockdown wdth a high 
adrenaline cost. Shutting down a target 
for four seconds, especially a caster, is a 
recipe for success. Combo this with 
skills that require knockdowns, like 


Ranks in this attribute increase basic 
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Holy Strike and Aftershock, 

Belly Smash: This is a good skill 
to use as a follow-up for any 
knockdown skill. 


adrenaline, making it good to use as a 
final blow. 

Heavy Blow: This is the prime 
follow-up skill to Devastating Hammer. 


use against casters, espedaUy busy 
Monks. If this skill lands on a target 
who is casting a spellt the target takes 
extra damage. 



It's also good if you have Weaken 
equipped. 

Mighty Blow; As a basic hammer 
attack skill, it combos well with 
adrenaliiie -increasing skills (Battle 
Rage, Berserker Stance, etc.) for large 
amounts of damage. 

Staggering Blow: This is a great way 
to set up a target for Heavy Blow or 
reduce the damage of an enemy 
Warrior. 


Sever Artery: This makes your target 
Bleed. It is great not only because it's 
highly effective, but also because it is 
the beginning of an impressive, three- 
step attack chain: Sever Artery, Gash, 
and Final Thrust. 


Counter Blow; Use this for a cheap 
knockdown on an opponent engaging 
in melee. It's handy to use repeatedly 
to keep a foe flat on his back. 

Crushing Blow: Another great skill to 
use on a knocked-down opponent, this 
doesn't require making your opponent 
Bleed. It immediately reduces his 
maximum hit points and the effect of 
heals thrown on him. 


Ranks in this attribute improve Shouts 
and Stances and give you and your 
party an advantage in battle. Tactics are 
also required to use some high-end 
shields — usually 6—9 ranks. 

”Charge!”s (elite): This makes the 
group run buff. This stacks well with 
skills like Sprint, as it increases a party 
member's run speed up to 50 percent, 

^'Shields Up!’': This is useful for 
defending against Ranger- heavy 
groups; you may find it less effective in 
other situations. 

"To the Limit!": Tliis is a good skill if 
you are in the middle of enemy groups 
and you need a quick way to make 
your adrenaline soar. The Energy cost is 
right, but die recast is lengthy. 

"Victory Is Mine!" (elite): Tliis is a 
very effective Health and Energy 
regeneration skill to use mid -battle 
especially, if you're in a party that 
spreads Conditions. 

"Watch Yourself!": This is a good low 
cost skill to pack if you fight Warrior- 
heavy groups. The added armor is 
especially useful for assisting other 
professions when they come under 
melee attack. 

Balanced Stance: For Warrlor/Monks 
who don't like the idea of being knocked 
down in Che middle of a rez-casc, this is 
a good skill choice, ILemoving the enemy's 
ability to knock you down can be very 
useful for casting Warriors. 


Devastating Hammer (elite): Use this 
for a terrific knockdown skill tiiat 
combos well with Heavy Blow, as it 
also inflicts Weaken on the target. 

Earth Shaker (elite): Tins knocks 
down all adjacent foes. If you can get 
into the middle of a group of enemies, 
tliis can be very effective. However, 
consider its high adrenaline cost and 
elite status when deciding whether to 
include it in your Skill Bur, 

Hammer Bash: This low-adrenaline 
knockdown is useful, but it drains all 


The damage inflicted with a sword is 
more predictable when compared to 
damage inflicted by an axe. It's also 
reliant on various Conditions, such as 
Bleeding, for full benefits. 

Final Thrust: This Is one of the highest 
damage Warrior skills. This causes 
massive pain when the target has below 
50 percent hit points. Tliis is a great 
fluishing move to use in combinations, 
such as the Sever Artery, Gush, and 
Final Thrust combination. 


Gash: The follow-up attack to Sever 
Artery, it is a must-have for a Sword 
Warrior who also has Sever Artery on 
bis SkUi Bar. 


Hamstring: This is a standard snare. 
When you land this attack, your target 
is crippled for a short period of time. 
This is a great, high-impact skill to use 
on runners. 


Hundred Blades (elite): A great 
adrenaline-building skill, as k strikes 
multiple enemies, this also combes well 
with any damage-adding sldlt (the 
various "Order" skills, etc.). 

Pure Strike: This ts a good skill to have 
on your Skill Bar if you need that last 
bit of damage output, you're sitting on 
unused Energy, or you're waiting on 
adrenaline to build for your other skills. 

Savage Slash: This is a fantastic skill to 


Kotected by copyright. Unguthorized or imlgwful copying or dowuloiding expresiJy prohibited 






Bonetd's Defense: This is an effective 
dodge spell if the Warrior is under 
heavy attack. It is also excellent when 
combo'd with a profession (Monk or 
Elementalist) that requires a lot of 
Energy. 

Deadly Riposte: For Tactics-based 
Warriors, this is a good damage- 
dealing skill. 

Desperation Blow: When matched 
with Balanced Stance or Dolyak's 
Signet, this is a solid spell in desparate 
circumstances. 


understand the game's skilb and how 
they work. The more you know about 
the game* the easier it is for you to 
piece together a character you will 
enjoy playing. 


damage like an Elementalist until your 
power runs out. A variation would be 
to become an Air Elementalist instead 
talM Battle l^ge^ Sever Artery Gash* 
Final Thrust* and Hamstring (Warrior), 
and Shock* Whirlwind* and Conjure 
Lightning (Air Elementalist). Shock is a 
PBAoE speJl that does moderate 
damage and knocks targets down. 
Wltirlwind is also a PBAoE spell with 
moderate damage, but knocks down 
foes that attack when you cast this 
spell. Finally, Conjure Lightning adds 
1— IS Lightning damage to your attacks. 


Warrior/ 

Elementalist 


The Warrior/ Elementalist is an 
offensive powerhouse and is suitable for 
all three weapon Lines. A Hammer 
Warrior might focus on Hammer 
Mastery, Strength, and Earth Magic, 
and seek to repeatedly knock a target, 
then folloTv with Aftershock for big 
damage. Conjure (Element) 
enchantments work weO with the fast 
attack speed of swords and axes. A 
Sword, TactiCi and Air 
Wartior/Elementalist can use Conjure 
Lightning for added swinging damage. 
Gale for ranged knockdowns* and 
Shock to knock the target 
down again after he has closed to 
melee range. 

The Water spells feature a Conjure 
and the valuable elite spell Water 
Trident, which is superb for knocking 
down and damaging fleeing targets. It 
also offers lots of snares and surprise 
spells like Blurred Vision, an AoE 
Blindness for use in the thick of battle. 


Disciplined Stance: This is a great 
evasion buff for a Warrior who is not 
using adrenaline -based skills. 

Gladiator^s Defense (elite): This 
awesome skill is used when physical 
damage is directed at you. Each time 
you block an enemy attack, you deal 
out respectable damage. This skill is 
useful against Warrior-heavy groups. 

Healing Signet: This is highly effective 
heal* use this* but keep in mind that it 
puts you in n vulnerable state. It is best 
used after a battle or when under the 
effects of a heavy defensive 
enchantment. 


Warrior/Mesmer 


The Warrior/Mesmer is a unique blend 
of damage dealing and disruption. You 
may not be able to tank as well as 
some of the other Warriors (assuming 
you make armor selections that 
augment your casting abilities in lieu of 
damage reduction)* but you can 
incapacitate your target as you pound 
lum into the dirt. A Warrior/Mesmer is 
able to mix skills that use adrenaline 
and Energy and put constant pressure 
on Ills foes. Direct disruption spells like 
Power Block and Power Spike can 
interrupt crucial actions* and when the 
Warrior is witliin touch range* skills 
like Blackout can deny an opponent 
the means to act. Shatter Hex can turn 
the Warrior/Mesmer into a running 
bomb, and Shatter Enchantment serves 
the dual purpose of mitigating a 
target's defense while applying damage. 
Using adrenaline attack skills like 
Dismember damages and inflicts a 
Deep Wound to reduce healing. Follow 
with an Axe Rake to inflict Cripple 
and prevent flight. As the 
Warrior/Mesmer' s role is less about 
being a heavy tank* he is able to use an 
offhand Energy focus and buffed armor 
to achieve an Energy poo! tn the mid 
30s. An example build would be to 
take Sword and Strength skills 
primarily* and select Inspiration from 
your secondary profession. 

Recommended skills are Battle 
Rage* Sever Artery, Gash* Final Thrust* 


Riposte: This is a lesser version of 
Deadly Riposte. It requires the use of 
adrenaline to fuel its counter strike 
properties. 

Wary Stance: This is great when 
combo^d with a high adrenaline 
Warrior, When under heavy attack and 
maxed out, unleash this one. 


Fire boasts not only a Conjure, but 
offers quick-casting damage spells like 
Immolate and the point-blank area-of- 
effect (PBAoE) damager Infemo, 
which, at the cost of 10 Energy each, 
are within the Warrior’s available 
Energy pool. An example build would 
be to take Sprint, Sever Artery, Gash, 
and Final Thrust (Warrior), and Water 
Trident, Conjure Frost, Glyph of 
Elemental Power* and Shatd Storm 
(Water Elementalist). Water Trident and 
Shard Storm help you deal with fleeing 
enemies and give you quick* cheap* 
ranged attacks. Conjure Frost adds 
1—13 more damage to your attacks. 
Finally* Glyph of Elemental Power 
boosts the attribute rating of your next 
spell by two and allows you to toss out 


Secondary 

Professions 


Guild Wars offers a rich and detailed 
character creation process where 
hundreds of builds are viable. There is 
no right or wrong combination of 
professions in this game* so don*t take 
any of the comments or suggestions 
here as the final answer on how to 
create a character. The best advice is to 
experiment with character builds* read 
template forums* and make sure you 
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and Hamstring (Warrior), and Ether 
Feast, Leech Signet, and Power Drain 
(Mesmer). Ether Feast is a low-cost 
heal that powers itself with your 
opponent's Energy Leech Signet is a 
no-cost skill that interrupts your 
opponent’s spell casting and transfers 
tlieir Energy to you, which is useful for 
interrupting an elite skill of any type. 
Finally, Power Drain (Inspiration) is a 
low-cost spellcasting interrupt that 
drains off Energy for a low investment, 
Tivhich, when used in the right 
circumstances, keeps your Energy pool 
overflowing. A variation is to select 
Signet of Humility instead of the Leech 
Signet. This is a touch- activated skill 
that shuts down an opponent's elite 
skill for 15 seconds, with a 20-second 
recast timer, for no Energy cost. If an 
opponent tries to use an elite spell 
within that five-second window, you 
have Power Drain ready for him. Both 
of these variations are good for 
shutting dowm an enemy and keeping 
your Energy pool full while you go 
about your business of applying 
damage, snares, and wounds, 

Warr i or /Monk 

The Warrior/Monk is a great character 
to learn the game with, as it is one of 
the most defensive and self-sufficient 
builds in the game. Most often, a 
Warrior/Monk opts to augment her 
already high survivabihty with either 
Healing or Protection skills. Skills 
commonly on the Skill Bar are Endure 
Pain, Sprint, Wary Stance, Sever Artery, 
Gash, Final Thrust, and Healing Breeze. 
Healing Breeze is a handy skill to have, 
as its heal -over- time allows you to get 
back Co fighting and also mitigates 
future damage. A variation is to remove 
Wary Stance and replace it with 
Restore Life, .1 powerful healing 
resurrection spell that requires you to 
touch your fallen teammate. 
Wardor/Monks are excellent for 
resurrecting fallen teammates due to 
their low priority on target lists. If a 
Monk sneaks off to try to resurrect a 
comrade, most people notice, and 


precious time is wasted when the 
Monk could be keeping someone else 
alive, if a Warrior/Monk wanders off 
to try to heal someone, there* s a good 
chance that the enemy will leave him 
alone to concentrate on the rest of the 
party^ Even if you don't have the 
Energy pool to be a party healer, you 
can augment your character with 
enough healing capabilities to ensure 
that you're not a constant drain on 
your party's primary healing resources. 

Another build option is to focus 
on the Hammer and Smite attributes, 
which work well together, adding a 
more offensive punch to the package. 
Take Staggering Blow, Heavy Blow, 
Hammer Bash, Bull's Strike, and Sprint 
(Warrior), and Shield of Judgment, 

Bane Signet, and Restore Life (Monk). 
In addition to the three knockdowns 
you have as a Warrior, Bane Signet 
damages and knocks down, for no 
Energy cost. Shield of Judgment is the 
real twist on the build, as for up to 18 
seconds this skill knocks down anyone 
attacking you, be it melee or ranged 
attack, including caster wand attacks. 
Combining this with five other 
knockdowns accessible together, you 
can ruin an opposing group*s day as 
you keep most of them on their backs 
and out of the fight. Finally, Restore 
Life adds a nice high- restoration 
resurrection spell to bring back 
fallen alhes. 

Warrior/ 

Necromancer 

The Warrior/Necromancer has skills that 
add to his Health pool, at the expense of 
his opponent's Health. This build also is 
more offensive and might feature an axe 
and shield. From the Necromancer line, 
Blood Magic is a logical choice, as many 
of the skills allow you to drain Health 
from your opponent and add it to your 
own. Skills commonly on the Skill Bar 
would be Sprint, Battle Rage, Dismember, 
Axe Rilke, Executioner's Strike, Vampiric 
Gaze, Life Siphon, and Demonic Flesh. 
Vampiric Gaze is a ranged life tap, wliile 


Life Siphon is a life drain (removing 
Health over time from your target and 
adding k to your own Health pool). 
Demonic Flesh temporarily boosts your 
maximum Health, something a Warrior 
always needs. 

An alternative build, based on 
Necromancer Curse skills, would be 
Battle Rage, Dismember, Axe Rake, and 
Executioner's Strike again, plus Parasitic 
Bond, Rigor Mortis, Barbs, and Weaken 
Armor. This build focuses a bit more on 
applying quick damage to targets that 
have more armor and may evade or block 
more often. It features Parasitic Bond as 
the healiiig spell. Choose one 
Necromancer attribute in which to 
invest. If you try to spread poiuts 
around to two or three attributes, 
you're going to end up with a watered- 
down character. Pick one thing that 
your Necromancer will do well, and 
meld that with what Warriors do best. 
Due to your tiny Energy pool, select 
skills tliat have a low Energy cost and a 
shorter cast time. 

Warrior/Rafiger 

The Ranger profession brings a wealth 
of options to the primary Warrior. 
Without spending any attribute points, 
a Warrior/ Ranger can wade into the 
fray with a trusted animal companion, 
thanks to Charm Animal. Wilderness 
Survival offers not only valuable 
stances, but also Troll Unguent, a seff- 
regeneration skill that works weE with 
your Warrior's heavy armor. Apply 
Poison works as well on blades as it 
does on arrows, and Melandni's 
Resilience can turn a downtrodden 
Warrior into a fortress. Beast Mastery 
offers the Warrior a plethora of ways 
to boost her pet's abilities and some 
surprisingly useful nature rituals. 

Frozen Soil con keep the dead from 
resurrecting, while Predatory Season 
dampens healing and gives the Warrior 
Healtli for each blow she inflicts. The 
Ranger is a nice secondary profession 
because it offers a lot of variety to the 
Warrior builds. If you're looking to 
augment speed, lay AoE traps, summon 
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an animal pet to fight by your side, or 
add to your defense or Health- 
regeneration capabilities — you can get it 
as a Ranger. An example is to select 
Battle Rage, Dismember, Axe Rake, and 
Executioner's Strike (Warrior), and Troll 
Unguent, Storm Chaser, Apply Poison, 
and Barbed Trap (Ranger), Storm Oiaser 
is a Sprint skill that recharges your 
Energy if Elemental damage hits you. 
Barbed Trap can add to your strategic 
options, especially when defending an 
area, as not only does it cause AoE 
damage, but it also Cripples and Bleeds 
your targets as well, all for the cost of 
15 Energy. Another build option is to go 
with Sever Artery, Gash, and Final Thrust 
(Warrior), and Troll Unguent, Storm 
Chaser, Spike Trap, Charm Animal, and 
Comfort Animal (Ranger). Spike Trap is 
an elite version of Barbed Trap that costs 
less Energy and adds a knockdown. 
Charm Animal allows you to tame, Chen 
bring an animal into any mission you 
enter. The Rimger pet must be leveled 
up alongside you in missions and is a 
handy addition. Comfort Animal is a 
must*have if you elect to me an animal, 
as it botii heals your pet when it 
becomes damaged and resurrects the 
animal if dead. 


ive 



Warriors are most comfortable fighting 
NPCs. Here they can show off their 
ability to soak up damage and protect 
their teammates, using mob A1 and 
collision detection to their advantage. 
NPCs attack the targets that come into 
range and damage them first, so a good 
Warrior will charge ahead of his 
teammates (using Sprint) and engage 
the enemy, throwing down an AoE skill 
to gain the targets' attention. Using a 
dam age-over- time, snare, or knockdown 
skill PS your first or second attack helps 
to ensure that the target stays on you— 
exactly where you and the rest of your 
team want it to be. Be careful not to 
accidentally aggro more than the healer 
can handle, as mobs are more 


aggressive against healers chan against 
damagers. Running up until a target 
attacks, then falling back to separate it 
from other targets in the area, distances 
your foes and makes them easier to 
deal with. This is also good practice for 
PvP arenas. 

Additionally, in cooperative play 
the Warrior is the best target caller, 
hitring I Ctrl | + double-click to amioimce 
what target they're attacking so their 
teammates can hit m and assist them, 
A Warrior has an up-ciose look at 
which targets are engaging the party 
and can see skill animations that 
players farther in the rear may miss out 
on seeing. This helps you to identify 
the true pro'fessions of your opponents. 
When the party stays on the same 
target, this allows the Warrior to hold 
aggro more easily and helps to take 
down Che selected target more quickly. 
Target healers, Chen damage dealers, 
then tanks. 

An underestimated tool in 
managing aggro is collision detection. 
Collision detection takes the place of 
taunting, as just your inrimidating 
presence next to a target may be 
enough to make it attack you instead 
of your more vulnerable teammates. 
Trapping your target against an object 
will keep its attention, as will blocking 
off a patliway of advance. Also, "pick 
plays" works well in taking aggro off 
of teammates — when the endangered 
PC runs tlie mob around you, step in 
front of it, while simultaneously 
damaging it, especially with a snare or 
knockdown- This makes the target 
unhappy with you and may gain its 
attention, saving your teammate’s life. 
Take pleasure in stepping in front of an 
embattled teammate and taking the 
cruel attentions of the NPC. Block the 
advance of the enemy, putting your 
armored body and strong right arm on 
the line. Be creative, throw yourself 
into the fray, and enjoy playing a tank. 

Soloing quests is a great way to 
build up experience, items, and cash. 
Not having to rely on other players ts 
a big benerit, especially if you have a 


limited amount of time and don't want 
to wait around, trying to form a group. 
A Warrior can defeat most quests with 
tine addition of a healer henchman who 
does a good, if automated, job of 
keeping you alive. You can gain more 
speed by adding a damage dealer, most 
likely the Elementalist henchman. 

Given the way the AI and collision 
detection work, a live Warrior is almost 
a necessity for cooperative play. Also, 
equip your Resurrection Signet skill, as 
your healer henchmen will often go 
down before you do. If this happens, 
retreat and let the NPCs return to their 
original locations, then go back and 
bring your healer back to life. 
Otherwise, you will find yourself 
mapping to the beginning of the quest, 
or dying. 

Finally, this is the perfect place for 
you to become popular with other 
players who are seeking out a Warrior 
to help them. Wait in the staging area 
before entering cooperative missions 
and join someone forming a group, or 
grab a healer henchman and start one. 
Use your social skills, do a good job in 
die mission, and make h* lends for the 
Ri'P and Guild vs. Guild areas, where 
playing witli friends is vital to your 
success. With a healer henchman, there 
is little personal risk in joining random 
player characters to run a cooperative 
mission. A good reputation, and cool- 
looking equipment, will make you a 
standout character in cooperative play 
missions, and is your ticket to meeting 
players from many guilds. 

Player vs. 


Player 


Wise men advise their students to 
''know thine enemy." For Warriors, this 
might be revised to "choose thine 
enemy," The most successful offensive 
Warriors are those that pick a type of 
opponent and excel at killing that type 
of opponent above all others. If you are 
the type ofWarrior who is less 
interested in tanking and more 
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My Favorite Guild 1 

Name: Andrew Patrick ^ 

Title: Community Relations Assistant 
Character: Quag Fmstraven 

My favorite guild f naturaUyf is guild, the Zealots of 
Shiverpeak [ZoS]. differ from many other guilds in that we 
concentrate much more on cooperative missions and creating a 
friendly community than we do on creating dominating builds for 
PvP play. All of our members take an active roll in the 
community, and many of the ZoS members work on fansites. 
Perhaps we spend a hit too muck time socializing and mnning 
missions until we find the right amount of a certain dye but we 
have fun doing it! I think Isaiah put it best when he said: ^*You 
know, we always beat your guild in Tombs, but you guys sure are 
the best~dressed characters in the game!” 


A _ Conditions 


Bleeding; iVhfle Bleeding, you 
suffer -3 Health degeneration. 

Blind: While BHtuif your melee 
and missile attacks have a 90% 
chance to miss. Your projectiles also 
have a greater chance to stray from 
their intended target. 

Bur Sling: iVhile Burnittg, you lose 

7 Health regularly (DoT). 

Crippled: While Crippled, you 
move at half speed. 

Dazed: While Dazed, you take 
twice as long to cast spells, and all 
your spelts are easily interrupted. 

Deep Wrnnd: While suffering 
jrotn a Deep Wound, your 
maximum Health is reduced by 
1 0% mid you only heal for 80% 
of the normal amount. 

Disease: While Diseased, you 
suffer -4 Health degeneration. 
Disease is contaghus between 
creatures of the same kind. 

Exhaustion: Max Energy drops 
by fO, It returns normal a! 1 
Energy every 3 seconds. 

Poison: While poisoned, you suffer 
-4 Health degeneration. 

Weakness: While suffering from 
Weakness, you injlkt 1/3 your 
normal damage with a bow or 
melee weapon. 


kL zmtm 


^tep further, you could build a Warrior 
whose main daniage output is 
Elemental damage. For example, a 
Warrior/Elementalist with a fiery 
weapon could take Conjure Rame to 
further increase his damage. 

Another method for bypassing 
armor is to become a Warrior/Mesmer 
with the elite Dlusionary Weaponry skill. 
Wlien you attack with this skill, you'll 
do Qjusion-baseij damage that armor 
won*t reduce. Use a sword so you strike 
as fast as possible. 

If you don^t want to depend on 
enchantments or special weapons, 
liammers provide the best offense against 
other tanks. Hammers hit hardest, so 
more of their damage will get through. 
In addition, players who use Healing 
Hajids to tank other Warriors find that 
it can't keep up with a hammer's 
high damage. 


interested in slaughter, read on. 

And-caster Warriors have the job of 
taking on enemy Monks, Mesmers, and 
Eiementab'sts. For this job, you need the 
ability to stop your opponent from 
casting spells. Each type of weapon has 
attacks that can do this. Several liammer 
attacks are capable of knocking down 
your opponent (thus stopping whatever 
action he was performing). These cost 
adrenaline, so you might not be able to 
interrupt your target's casting early in a 
batde. Likewise, axes have Disrupting 
Chop, which interrupts and disables the 
skill in use for 20 seconds. This also 
costs adrenaline, although it costs less 
than most hammer skills. Swords can use 
Savage Slash, which costs Energy, so you 
can use it earlier in a fight. However, be 
wary of draining yourself. The sword’s 
Hamstring attack is also good against 
casters because it forces them to run. 

Anti-tank Warriors have the job of 
killing other Warriors with high melee 
defenses. To do so, you need ways to 
bypass their armor. Find a method for 
dealing something other than physical 
damage. One method that works with 
almost any build is to obtain a weapon 
tliat deals Elemental damage (for 
example, a hammer with a Shocking 
Hammer Haff strikes for Lightning 
damage). If you wanted to take it a 
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Warrior Skills 


Look for new skills to be added to Guild Wars over time. 


Strength 

(Primary Warriors Only) 


1 Will Avenge You!' 


Source: Vendor, North Kryta Piovince 
Cosf 5E Casting Time 

Duration lO Time 45 

For each dead ally in tiie area you gain lO seconds of increased 
attack speed and Health regeneration +3-7 

"I Will Survive!" 


Owarven BalSt Stance 


Source: Manka Crahitehand (Summit Dwarf Boss) 

Cosf lOE CastiriQ Tme 

Duratm 3”9 ffecos? Time 30 

For 3-9 seconds, if tliey h'lt your hanijmer attacks interrupt your 
target Dwarven Battle Stance ends if you use a skill 


Quest, ICryta-Tbe Wilds/Vend w^Amnoon Oa&is 

Cosf 5E Casing Time 

Duration 5-11 RenostTtme 60 

You gain Health regeneration of 5 for each injury (Bleeding, Deep 
Wound, Crippled, and Weakness) you are suffering, This 
regeneration expires after 5-11 seconds. 

Battle a^c (elite) 

Source: Krogg Shmush (Trotl Boss) 

Cosf 3A Casting Time 

Qm^n 5-20 teosf Time 

For 5-20 seconds^ you move 25% faster and gain double 
adrenaline from attads. Battle Rage ends if you use any non- 
attack skills, When Battle Rage ends, you lose all adrenaline. 

Bmeiter Stance 


Endure Pain 


Source: Quest Ruins of AscalorVVendor, Yak's Bend 
Cost 5E Ctjsfm^ lime 

Duratbn 7-13 RecastUme 30 

For 7-13 seconds you have an additional 90-300 Health. 


Ftouriih (elite) 


Source: Syr Mono re rest (Tengu Boss) 

Cost 5E QjstingJfme I 

Duration - Recast Tme 10 

All of your attack skills become recharged. You gain 1-7 Energy 
for each skill recharged by Flourish. 


^0 


Source; Vendor, Port Slecfee 
Cosf 5E Casting Time 

Duration 5-11 Recast Time 30 

For 5-11 seconds, you attack 33% faster than r^ormal and gain 
20% rnore adrenaline each time you hit in melee. Berserker 
Stance ends if you use a skill. 

Bull's Charge (elite) 

5o(//ce' Skirffekam M (Di^n Boss), Rage iMaulhoof 

(Minotaur Boss) 

Cosf 5E Casting Vtme 

Duratbn 5-11 Recast Vme 20 

For 5-11 seconds, you move 25% faster than normal and if you 
strike a fleeing foe in melee, that foe is knocked down. Bull's 
Charge ends if you use a skill. 


Griffon's Swfeep 


Source: Quest, KrytaA^endor, Herrge of Denravi 
Cosf 5E Casing lime 

Dura^n - Recast lime 5 

If this attack hits, you strike for +t-10 dama^. If thb attack is 
evaded, your target is knocked down and suffers 10-34 damage. 

Pow«r Attack 


Bull's Strike 




Source: Quest Ruins of AscalorVVendor, Yak's Bend 
Cosf 5E Casing Tme 

Duration - Recast Vrue 

If this attack hits, you strike for +10-30 damage. 


PfotatoKi Strike 

Socfrce.' Quest, Sh iver peaks (N)yVendor, Lion's Arch 


Source: Quest, Crystal Desert / Vendor, Droknar's Forge 
Cost 5E Casting Time 

Duratbn 2 Recast Time e 

If this attack hits a fleangfoe, you strike for +5-30 damage, and 
your target is knocked down. 


Defy Pam (gtite) 

Source: ODrtiit Barks/vood (Rant Boss) 

Cosf 6A Casting Time 

Duradon 8 Recast Time 

For 8 seconds you have an additional 90-300 Health and an 
additional 20 armor. 


Cosf 5E Casting Time 

Duratm - Recast Tme 2 

If this attack strikes a moving foe, you strike for 5-30 more damage.l 


Rush 


ScK/fce.^ Vendor, Copperhamnner Mines 
Cosf 3A 

Duration 8-20 

For S-20 secorKfst you move 25% faster. 


Costing Tme 
Recast Tme 


Doiyalt Sfgnet 


shield Ba^h 


Source: Vendor, Ice Tooth Cave 
Cost - Casting Tme 

Duratbn 8-20 Recast Tme 20 

For 8-20 seconds, you have +t0-20 armor and cannot be 
knocked doiivn, but your movement issimved by 75%. 


Source: Quesi^ Crystal Desert/Vendor, Droknars Forge 
Cosf 5E Casting Tme 

Duradon 5-11 Recast Tme 30 

For 5-n seconds, while wielding a shield, Oie next melee attack 
against you is blocked. If the attack was a skill, your attacker b 
knocked down and that skill is disabled for an additional 15 sec 
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Sprfnt 


a I Source: Quest, Ruins of Ascalon/Vendor, Yak's Bind 
I Cosf 5E Casing Time 

Dumthn 8-14 Recosi Time 

For 8-14 seconds, you move 25% fasten 


20 



FrefliY 


Soufce: Quest Kingdom of AsGloiVVendor, Ascalon Ciiy (Ruins) 
Cost 5E Costing Time 

Dufothn s Recast Time 4 

For 8 seconds, you attack 33% faster bm take double damage. 



Warrior's Cinmatfi 


Source: Vendor, Marhan's Grotto 
Cost lOE Casing Time 

Duration 5-11 Recast lime 60 

For 5-1 3 sec, your mefee attacks cannot be bbcked or evaded. 


It 


Warrior's Endurance (elite) 


Source: Custodians Delius, Fidius, Hulgar (Forgotten Enchanted 
Bosses) 

Cost 5E Cosing Time 

Duration 5-23 Recast Time 30 

For 5-23 seconrfe you gain 3 Energy each time you hit iivith a me 
attack. WamVs Endurance cannot raise your Energy above 5-17. 


(No Attribute) 





i 




Tor great justicer 


Source: Quest, Ruins of Ascalort/Vendor, Yak's Bend 
Cost lOE Cosing Time 

Duration 20 Recast Time 45 

For 15 seconds, your adrenaline skills chaige twiice as fast 


Counter Blow 


Source: Quest, Kryia/Vendor, Flenge of Denravi 
Cost 4A Costing Time 

Duratbn 2 Recast lime 

If this attack hits an attacking foe, that foe is knocked down. 


Dtirupting Chop 

Source: Vendor, Grendich Courthouse 

Cosf 6A Casing Time 

Duratbn - Reca^ Time 

If it hits, this attack interrupts the targets current action.. If that 

action was a skill, that skill is disabled for an additional 20 

seconds. 


Distracting Blow 


Source: Vendor, Ice Tooth Cave 
Cosf 5E Casting Ume 0. 

Duration - Recast Time h 

Sifvipe your weapon at the target dealing no damage but 
disrupting the targets current action (and the actions of foes 
adjacent to your target). 

Fluffy 


Source: Quest, Shiverpeaks (N)yVendor, Lion's Arch 
Cost 5E Casing Time 

Duration 5 Recast Time 5 

For 5 seconds, your attack rate is increased, but you deal less 
damage. 



Hifltdfed Blades {^litc) 


Source: Goigaan Hatemonger, Lurrps Ruinator, Spar the Ravage 
(CliaiT Bosses), Bonetti (Human Boss), Prince Rurik (Zombie Boss) 
Cost 5E Casting Time 

Duratior} - Recast lime 8 

Swing twice at target foe and foes adjacent to your largeL 



SJcult Crack telite) 


Source: Hai Blackke (Ice Etemenlal Boss), Thorgrim Beastlasher 
(Giant Boss) 

Cosf lOA Casing Time 

Duration - Recast Time 

If this attack his while target foe s casting a spdl, that foe Is 
Dazed for 15 seconds. 


WtldBloW ^ 

Source: Quest, Ruins of Ascalon/Vendof, Yak's Bend 
Cosf 5E Casting Time 

Durathr^ - Recast Time 5 

Lose all adrenaline. If it hits, this attack will be a critical hit. tf 
blocked OF evaded, any Stance being used by your target ends. 


Axe Maistery 





Axg RAki& 

Source: Quest, Kryta-The Wilds/Vmdor, Amnoon Oasis 
Cost 6A Costing Time 

Duratbn - Recast Time 

if this attack hits a foe suffering from a Deep Wound, you strike 

for +1-10 damage, and that foe becomes Crippled. 

Ax& TWist 

Source: Quest, Kryta/Vendor, Henge d Denravi 
Cosf 8A Casting lime 

Duratbn - Recast lime 

I 3f this attack hits a foe suffering from a Deep Wound, you strike 

I for 1-20 more damage and that foe suffers from Weakness. 


Cleave (elite) 

Soured CorTiar Bellybreaker (Summit &yarf Boss) 
Cosf 3A Casting lime 

Dura^n - Recast Time 

If this attack hits, you strike for +10-50 damage. 


Cydot« Axe 



Source: Quest Kingdom of Ascalon/Vendor, Ascalon City (Ruins) 
OKf 5E Casting Time 

Durn^n - Recast lime 4 

Perform a spinning axe attack striking for +4-12 damage to ati 
adjacent opponents. 
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Dism&mbgr 

Source: Quest, Ruins d Ascaion/Vendor, Yak's Bend 
Cos? 6A Casting Time 

Domthn - Recast Time 

K it hte,this m blow will inflict a Deep Wound on the target foe, 
lowering that foe's niaximurri Health by 20% for 5-20 seconds, 




Eviscerate {elites 

1 1 kfl 

■ > liJM 

Source' Tortitudo Probo (Trtan Boss) 

Cos? 5A Casting Time 

Duratbn - /?ecc!57 7?/ne 

If Eviscerate hits, you strike + 1 -30 damage and Inflict a Deep 
V?ound, lovve ring your target's maximum Health by 20% for 5-20 
seconds. 



5ot;rce; Quest, Kingdom of A5calor\^endor, Ascalon City (Ruins) 
Cost 8A Costing Time 

Dufothn - Recast Time 

If this attack hits, you strike +to-40 damage. 



Penetr^ng Blow 


Source: Quest, Ruins of fecal on/Vendor, Yak's Bend 
Cos? 5A Costing Time 

Duration - f^ast Time 

This axe attack has S0% armor penetration. 



Swift dwp ^ 

Source: Quest Shiverpeaks (M)/Vendor, Lion's Arch 
Cost 5E Cos&ng Time 

Dufothn - Recast Vme 4 

If this attack hits, you strike + 1”20 damage. If Swift Chop is 
biockecl your target suffers a Deep VVound and takes an 
additiorral 1-20 damage. Swift Chop canrwt be evaded. 



BdckbfMk^r (gtite) 


Source: Ferk Malle! (Ettin Boss) 

Cost lOA Casting Time 

Dufothn A Recast Time 

if Backbreaker hte^ you strike + 1 -20 damage and your target is 
knocked down for 4 seconds. 



Belly Smiiih 


5oi/rce. Vendor, Beetleiun 

Cost 5E Cait^ng Time 

DufOthn - Recast Time 30 

If this attack strikes a foe who is on the ground, the resulting dust 
doud will blind nearby foes 5-10 seconds. 


Crushing Blow 


Source: Quest Kryta-The WaadsMndor, Amnoon Oasis 
Cosf 5E Casting lime 

Dura^n - Recast lime 10 

If this attack hfe you strike +1-20 damage. If you hit a knocked- 
down foe you inflict a Deep Wound, lowering your target's 
maximum Health by 20% for 5-20 seconds. 



PevdstatinB Hammer (elite) 


5o£jrre: Perfeded Armor (jVursaat Boss) 

Cost 6A Casting lime 

Dura^n - Recast lime 

If Devastating Hammer hits^ your target is knocked down and 
suffers from Weakness for 5-20 seconds. 



Earth Shakw (gfitg) 


Source: Kor Stonewath (Giant Boss) 

Cost lOA Qrs£r>?^ 7™ 

Durotbn 2 Recast lime 

All adjacent foes are knocked down. (50% failure chance with 

Hammer Mastery 4 or less.) 



Hammer Bash 


Source: Quest, Kingdom of Ascalon/Vendor, Ascalon City (Ruins) 
Co5f 5A Cas^'ng lime 

Duratbn 2 Recast Time 

Lose all adrenaline. If Hammer Bash hits, target is knocked down. 



Heavy Blow 

Source: Vendor, Maguuma Stade 


Cosf 5A Casting Ttme 

Duration - Recast lime 

Lose all adrendline. If this attack hits a foe suffering from 
Weaknes, that foe is knocked doi-vn and you strike +1-30 



Irresistible Blow 

Source: Quest, Shiverpeaks (N)yVendor, Lion's Arch 


Cost 5E Casting Time 

Duratbn - Recast lime 4 

If Irresistible Blow is blocked, your target is knocked down and 
takes 1-30 damage Irresistible Blow cannot be blocked or evaded. 



Mighty Blow 


Source: Quest, Ruins of Ascalori/Vendor, Yak's Bend 
Cost 6A Costing lime 

Duratbn - Recast lime 

If this attack hits, you strike +1-30 damage. 



Crude Swing 


Source: Vendor, Maitian's Grotto 
Cos? 5E Costing lime 

Duration - Recast lime 5 

Attack all adjacent foes. Each foe you hit is struck +1 -10 damage. 
This action is easily interrupted. 



staggering Btow 


Source: Quest, Kryta/Vtendor, Henge of Denravi 
Cost 5A Casting Vme 

Duratbn - Recast lime 

If this hammer blow hits, your target ^vill suffer from W^kness for| 
5-15 seconds. 
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Swordsmanship 


Ti 



Ftnal Thrust 


Source: Quest Kryla/Vendor, Henge of Denravi 
Cost lOA Casting Time 

Duratbn - Recast lime 

Lose all adrenalitie. If Final Thrust hits, you deal more 
damage Tliis damage is doubled if your target was below 50% 
Health. This skill requires adrenaline. 

Galrath Slash 


Source: Vendor, Beetletuji 

Cosf 8A Casting lime 

D(jra63n - Recast Time 

This attack strikes +1-40 damage if it hits. 




Warrior: Skills 



jelite) _ 

Sdt/Tce: Balthazaar's Cui^d (Golem Boss) 

Cost 5E Costing lime 

Duratbn 5-11 Recast Ttme 20 

For 5-11 seconds, all allies in tlie area move 25% faster. 


‘feartTig!" 

Source; Quest Crystal Desert/Vendor, Droknar's Forge 
Cosf 5A Casting Time 

Dura^n - Recast Time 

All ad|a cent foes lose M Energy. This skill requires adrenaline. 






Cash 



Source: Quest Kingdom of AscalorVVendor, Ascalon City (Ruins) 
Cost 6A Casting lime 

Duratbn - Recast lime 

If this atadt hits a Bleeding fo^ you strike 5-10 more damage 
and that foe suffers a Deep Wound, lowering tfiatfoe^s maximum 
Health by 20% for 5-20 seconds. 

Hamstring 


“Shields Upr 


Source: Quest Ruins of Ascalon/Vendor, Yak's Bend 
Cost lOE Cosing lime 

Dum^n - Recast lime 15 

If this attack hits, your target is Crippled for 3-15 seconds, slowing] 
his movement 

Pure Strike 


Source; Quest Kryia-The Wilds^dor/Amri^w Oasis' 

Cosf 5E CasO’ng lime 

Duratbn - Recast lime 3 

If Pure Strike hits, you strike +1-30 damage, If you are not using a| 
Stance, Pure Strike cannot be blocked or evaded. 

Savage Slash 


Soucce; Quest Kryta-The Wilds/Vendor, Droknar's Forge 
Cost 5E Casting lime 

Duratbn - Recast lime 10 

If this attack hK it interrupts the target foe's action. If that action 
was a spell, you deal extra damage. 

Seeking Bladg 


Source: Quest Shiver peaks (N)/Vendor, Lion's Arch 
Cost 5E Casting lime 

Duratbn - Recast lime 4 

If this atack hits you strike +1-20 damage. If Seeking Blade is 
evaded, your target begins Bleeding and takes 1-20 damage. 
Seeking Blade cannot be blocked. 

Sever Artery 


Source: Quest Kingdom of AscalorVVendor, Ascalon City (Ruins) 
Cost 4A Casing lime 

Duration - Recast lime 

II this attack hte the opponent begins Bleeding for 5-25 seconds, 
losing Health over time. 




Sou/te; Quest Crystal DeserVVendor, Droknar's Forge 
Cost lOE Costing lime 

Duratbr^ &-20 Recast Time 30 

For &-20 seconds^ you and nearby allies gain 50 armor against 
piercing dam age ar^ 10-404b chance to block incoming projectile] 
attacks. 


To the Limitr 


Source: Quest Kryta-The Wilds/Vendor, Droknar’s Forge 
Cost 5E Casting Ttme 

Dufothn - Recast lime 20 

For each adjacent foe (maximum ] -6), you gain one strike of 
adrenaline, 

Viddirv ii Miner fehte) 

iowree; Sal^lo Yawpyawl (Crawl Boss) 

Cesf 5E Qr^fin^ Ttme 

Duratbn - Recast Ttme 15 

You gain 10-68 Health and 5 Energy for each Conditfon suffered 
by adjacent foes 



"Watch yourselfr 


Source: Quest Ruins of Ascalon/Vendor, Yak's Bend 
Cosf 3A Casting Time 

Duratbn 5-11 Recast Time 

Party members near you gain +20 armor for 5-1 1 seconds. 




Balaflced Stance 


Source: Quest Kryta-The Wilds/Vendor, Droknar’s Forge 
Cost 5E Casting lime 

Duru^n 8^20 Recast lime 30 

For &“20 seconds^ you cannot be knocked down and you do not 
suffer extra da mage from a critical atladc 


BonfitUT Defense 



Source: Quest, Shiverpeaks (N)/Vendor, Lion's Arch 
Cost 8A Casting lime 

Duratbn 5-11 Recast lime 

For 5-11 seconds, you have a 75% chance to block incoming 
melee attacks and arrows, You gain 5 Energy for each successful 
melee attack blocked. Bonetti's Defense ends if you use a skill 
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Source: Vendor, Fishennen's Haven 
Cos? 5E Costing Time 

Dura^n 8 Recast Time 10 

For 3 seconds, wliile you have a sword equipped, you block the 
next attack against you, and your attacker takes 1 -30 damage and 
begins Bleeding for 3-25 seconds. 

! Deffflstw Stance 

Source: Quest, Crystal Deser^Vendor, Droknar's forge 
Cosf 5E Costing Tsme 

Duratbn 5-11 Recast Ttme 45 

For 10 seconds, you have a 75% chance to evade melee attacks 
and arrows, Defensive Stance ends if you lEse a skill. 


5ourre: Vendor, Copperfiamnner Mines 

Cos? 3A Casting Time 

Duratbn a Recast lime 

For 8 seconds, while you have a sword equipped, you block the 

next attack against you, and your attacker takk MO damage. 


Source; Vendor, PortSlecfge 
Cost 5E Cmting Time 

Duiutfon ^20 Recast Vme 30 

For 8-20 seconds^ you hare a 75% chance to block arrows. Tbb 
effect ends if you attack. 


Source: Quest, Kryta-The Wilds/Verdor, Amnoon Oasis 
Cost 5E Costing lime 

Duration 8-20 fiecusf lime 60 

For S-20 seconds, while wielding a shield, you have a 75cfe 
chance to block incoming attacks, but you move 33% slower. 



w 

Thrill of VlctoiV 

Source: Vendor, Fishermen's Haven 
Co5f 5E CasBng lime 

Dura^n - Recast lime 10 

If this blow hits^ and you have more Health than target foe you 
strike +10-40 damage 


Source’ Resso Bliss (For^tten Boss) 

Cosf 5E Casting Time 

Durotbn 5-!l Recast Time 30 

For 5-11 seconds, you have a 75% chance to block incoming 
attacks. Whenever you block a melee attack this way, the attacker 
suffers 5-55 damage. 


Source: Quest, Kingdom of AscaloiYVendor, Ascalon City (Ruins) 
Cosf - Casting lime 2 

Dutaibn - flecos? lime 4 

You gain 40-152 Health, You take double damage i-vhile using 
this skill. 


Ddl^ct Arrows 


Shield Stance 


Gladi^of's Defense (elite) 


Disoplitwl Stortce 

Source: Vendor, Maguumd Stade 


Cost lOE Casting me 

Dmthn 5-11 Recast Time 60 

For 5-1 1 seconds, you gain +24 armor and have a 75% chance to 
block attacks. Disciplined Stance ends if you use an adrenal skill 


Pesperatioti Blow 

Source; Vendor, North Kryia Province 
Cosf 5£ Costing Time 

Dufoiibn 2 Recast Time 7 

if this attack hits, you strike +1040 damage and your target 
either suffers a Deep Wound, begins Bleeding or becomes 
Crippled. After making a Desperation Blow, you fall down* 


Wary Stance 

Source: Vendor, Crendich Courthouse 
Cost lOE Casting 1/me 

Duratw 5-fl Recast lime 60 

For 5-1 1 seconds, you block arty attack skills used against you. 
For each successful block, you gain adrenaline and 5 Energy. 
Wary Stance ends if you use a skill. 
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Kingdom of Ascalon 


By Andrea Siltfa 


Pre-Searing 

Roteplaying characters have the eiajoy- 
ment of exploring Ascalon City and 
the surrounding countryside prior to 
the Charr invasion that destroys the 
kingdom. Once youVe created your 
character, youll find yourself standing 

llCUl Qij. rCjlJuS Il-l CILj. Spcdk. 

with Sir Tydus to begin preparation for 
your career as a new recruit in 
Ascalon^s army. 


profession. If you already know which 
secondary profession you want to select, 
go straight to that profession’s trainer 
and complete his initial task. Once you 
complete the task given to you by the 
trainer, you’ll be given an opportunity 
to accept or deciitie further training in 
that profession. If you accept, your 
character immediately sains access to 
that profession’s starting skills. If you’re 
undecided, you can decline the profession 
(even after completing the quest) and 
seek out another trainer instead. You 



Profession | 
Trainers 


Elementalist Hondand the 

Ekmettlalist 
ElefnenialtsT /i:^wre 
Pjikna Stormbrin^ 

Mesmer Sebedoh the Mesmer 

Lady Althea 




can even come back at a future time 
to accept the profession. For the truly 
undecided in this manner, you can 
speak with each profession trainer and 
try out all of your options before 
deciding on which profession to take 
as your secondary. It is a good way to 
discover which profession’s skills will 
best mesh with your primary choice and 
your play style. Once you’ve picked a 
secondary profession, seek out the other 
trainers in both your primary and sec* 
ondary professions, and undertake their 
missions so that you can unlock the 
skills they give as a reward. 


l^sar 


Monk Cigto the Monk 

Brother Mhenlo 
Cra^dai the 
Prateitor 

Necpdmancb^. Verata the 

Necnmmtcer 
Nearomamer Mtmne 
Kasha Bhchblood 
Oberan the Reviled 

Ranger Artemis the Ranger 

Miister Ranger 
Mente 

Ivor Trneshot 
Aid an 


Speak udth a Town Crier brfore talking 
to Sirlydns when yon enter the game 
to receive the quest ^^Message frotn a 
Friend* ” If yon do, yon^il score a bonus 
100 EXP and 10 gold when yon talk to 
Tydnsf If you talk to Sir Tydns first, 
this quest won't he available* 


Leave Ascalon City through the por 
tal to Lakeside County and you’ll see 
your initia] class trainer for your pri- 
mary profession. Depending on your 
chosen profession, you’ll encounter; 

* Howland the Elementalist 


Sebedoh the Mesmer 


Aidan Van the li^rrwr 
PVtm aster Gmst 
Duke Barradm 
Little Thom 


Warrior 


Rii«_gfr5 (primary or secondary) who 
want a pet should complete **The 
Ranger's Companion” quest and keep 
Charm Animal on their Skill Bar so 
their pet can level up with them as 
they explore and fight in the 
Kingdom of Ascalon* 


Ciglo the Monk 


Verata the Necromancer 


Artemis the Ranger 
Van the Warrior 




Speak with your trainer to get started 
on a quest to unlock new skills! 

After completing your initial train- 
ing quest, you’U be directed to speak 
with Haversdan, who will point you 
toward your next profession trainer. It’s 
a good idea to speak with and com- 
plete the tasks appointed to you by 
your profession trainers in order to 
unlock additional skills. 

With the initial quests out of the 
way, it’s time to consider a secondary 


Farmer Dirk in Ashford will start 
complaining that his prize-twinning 
hogs have escaped. Round up all fire 
of the aggravating porkers by running 
behind them to shoo them into tlicir 
pen for a reward of 25 EXPl 


The Kingdom of Ascalon includes 
the following explotable areas and out 
posts: Ascalon City, Lakeside County 
(and Ashford Abbey), the Catacombs, 
Green Hills County (and Barradin 
Estate), Regent Valley (and Fort Ranik 
and King’s Watch), and Wizard’s Folly 
(and Foible’s Fair). 
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rip 


is excepiionatly perky (whieh 
eati be a little to 

who doesn*t do perky iivf/j, hut if you 
allow her tofoUouf yottf she^ll offer 
assistatae durttt^^ battles in the form 
of an oceasiotial 26-poi»t heat. Be 
sure to listen to her eues as to what 
she*s interested in and thinking 
about. For starters, Otifeu^s flute is 
broken. She^d looe to have a shiny 
new one^ and you rati purchase one 
from a merchant for 4 £old. (In fact, 
that^s the flute she uses to heal you. 
No neuf flute^ no heals.) If yoiFre 
doing welt for fundSf yon might also 
u'ant to purchase the small red cape 
for 2Q0 gold. Gwen loves to skip 
around in a pretty red cape and own- 
ing one makes her really happy! The 
last thing that Gwen enjoys~wha( is 
sure to make Gwen's favorite 
person — is a Red Iris Flower* Or two* 
Or a dozen or more* You'll find these 
scattered about as you explore, so pick 
them up and give them to Gwen, 
(That^ assuming yott don't mind 
passing up the merchant's offer for 
them; he must be sweet on someone.) 
Eventually, she might decide to give 
yon something in return as welll 


Collectors 


If you're receiving oddball loot fiom your 
adventures in explorable areas, chances 
are there’s a collector out there who 
might trade usefiil items for a few of 
those objects. After the Searing, other 
survivors have also started looking to 
trade items they can no longer use to 
those who are fighting the Charr* 

In Lakeside County, one of the first 
collectors you'll likely encounter is 
Collector Brownlow, who stands next 
to the resurrection shrine right outside 
the gate from AscaJon City, If you 
bring lum five skale fins, he'll give you 
a belt pouch that adds five spaces to 
your inventory. As the skale fins drop 


off of the various types of river skale 
all along the river, you can quickly 
accumulate the five skale fins you 
need. If you run out of river skale to 
hunt before you accumulate five skale 
fins, just pop back into Ascalon City 
and back out again (resecting all of the 
Lakeside monsters) and resume your 
hunting. Collector Humphreys in 
Ashford also gives out belt pouches, 
but you need to kill bandits to collect 
them. As the bandits are more chal- 
lenging than the river skale, and you 

onl'^ one Iseit pouch, at a 

time, completing the collection for 
Collector Humphreys is not necessary 
unless you wish to sell the extra belt 
pouch(es) for coin. 


staves, wands, swords, axes, and ham^ 
mers from collectors in the kingdom 
are all equivalent to starting gear, so 
those usually aren't worth picking up 
unless you haven't gotten a better item 
as loot and want to change your dam* 
age type. All of the artifacts, chakrams, 
idols, scrolls, and other off-hand items 
in the Kingdom of Ascalon generally 
give +3 Energy, so once you have one 
it's not really worth getting more. 


Once the Searing has taken place, 

you can get decent armor, weapon, and 
gear upgrades from different collectors. 


The four armor upgrades that each 
profession can get from collectors in the 
Kingdom of Ascalon are also worth 
spending the time to acquire. Check the 
maps for tile locations of these coUectors. 

The other items from Kingdom of 
Ascalon collectors tend to be of more 
questionable worth (but collectors 
change what they offer from time to 
time, so check out the current selection 
every once in a while), The different 
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ASCALON CITYillie hf;gest city in the kingdom fAscalon 
City is knmvn far its bafHtifu! architifituret tmmtrous lihrarieSt 
and baHntifui shops* Because it is where many noble families 
make their homeSf it tends to receipt a large mtmher of visitors 
and has become the adtural center ofAscalott* 


More quests are listed later in this secdoti; these are the four 
that make the rest of them available. 


Message from a Friend 

* Speak with the Town Crier in Ascalon City. 

• Go to the town square in Ascalon City and speak with 
Sir Tydus. 

Reward: 100 EXP, 10 gold 


War Preparations 

* Speak with Sir Tydus. 

* Go out the gate to Lakeside County to find a trainer. 

* Talk to your trainer to Learn basic skills by completing a test 

* Return to Sir Tydus for your reward. 

Reward: 250 EXP 


* Speak to Armin Saberlin, Ascalon City 

• Ask Armin Saberlin for directions to the profession trainer 
of your choice. 

• Speak with the trainer for your chosen secondary profes- 
sion and complete that trainer’s initial task. Accept the 
new profession once the task is complete. 

* Return to Armin Saberlin in Ascalon City to receive 
your reward. 

Reward: 250 EXP 


Protected by copyri^t Unauthorized or unJawful copying or downloading expreuly prohibited 


1 City 

Ascalon Academy 1 

1 1 Crdfter (2) 

1 Corporal Timlin (2) 1 

1 2 Baron Egan (2) 

1 Academy Monk (5) 1 

1 3 Cynn (5) 

3 Corporal Timlin (2) 1 

1 4 Guild Registrar (2) 

4 Drill Sergeant Mahoney (2) 1 

1 5 King Adelbern (10) 

5 Lieutenant Fisk (2) 1 

1 6 Namard) 


1 7 Prince Rurik (10) 

1 Vatlaaw Doomtooth 1 

1 B Sandre Elek (1) 

(Boss R; 2) 1 

1 9 Sir Tydus (2} 

1 Crawl (1) J 

1 M Merchant (2) 

Crawl (4) ^ 

1 W Weaponsmith (2) 

Crawl Longspear (3) 1 


Crawl Shaman (2) 1 







Kingdom of Ascalon: Ascalon City 





Further Adventures 

* Speak to Haversdan by the Ascalon 
City gate in Lakeside County, 

* Follow tlie road from Ascalon to 
the southwest and speak to Devona 
in Ashford. 

Reward: 250 EXP 

Gwen’s Flute 

Strictly speaking, this isn^t a preparation 

quest. However, once you’ve found the 

broken flute and replaced it with a new 

one, you have a constant companion 

whenever you want her, who is good 

for healing you when you [leed it. 

• Speak to Gwen as she runs up to 
you in Lakeside County when you 
leave Ascalon City the first dme* 

■ Find her broken flute on the other 
side of the river. 

• Return the flute to Gwen for your 
reward. 

Reward: 250 EXP 



Kingdom of 
Ascalon Behind 

When you're ready to formally enter 
the Ascalon Academy (you must be at 
least Level 3), complete The Path to 
Glory quest (talk to any AscaJon Guard 
and then to Sir lydus). Once you've 
done that, talk to Sir Tydus one more 
time and accept his offer to enter the 

Aavdluii Al ulIci j I jr- Auj iiii.uiii.ptcLc 

will be purged from your quest log after 
accepting Sir Tydus’s offer to enter the 
Academy. Upon entering the Academy, 
you'll be teamed up with another random 
player and a few henchmen for a quick 
PvP battle with another team of Academy 
recruits. There isn't much time to prepare 
before the battle starts^ and the flgliting 
is fast and furious for those not used to 
PvP play. But don*t worry — if you die, 
you'll be resurrected almost immediately. 
Once the battle is over. Prince Rurik will 


follow you to an old bunker that has 
become occupied by some Grawl and a 
nasty Chart by the name ofVadaaw 
Doomtooth, all of whom you must 
defeat. Completing this task will start a 
cinematic sequence. 

If there aren^ enough players to form the 
teams for the PvP battle^ you skip this 
section and head directly to the bunker 
to kilt Vatiaaw and the GrawL 

Ascalon City and the outlying areas 
as you've known them are destroyed. 
When you enter the e:ame agabi. you 
stand amidst the Ruins of Ascalon. The 
greater war to reclaim a kingdom has 
just begun. 

Once you reach Level 3, every Ascalon 
Guard you see nnll sprout a green 
exclamation point. However, they all 
have the same single message — an 
invitation to Join the army, don^t 
need to stop and talk to any of them 
unless yoii*re ready to sign up. 
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ASHFORD ABBEYi Siiuaifd just ontside of the Cataeomhs, Ashford Abbey is the 
resting place for matty of Ascafon^ most distingtiished deceased citiseifs^ On nice daySj 
you unit find the heads of many noble houses coming here^ paying their respects to their 
ancestors^ also not Httcommort to find a priest or priestess of Du>ayna herCf kneeling 
in supplication before the statue of their goddess^ 
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Collector Brownlow (Collector) 
Collector Humphreys (Coflector) 
Collector Jacobs (Collector) 
Collector Kaylee (Collector) 
Collector Walden (Collector) 
Alison the Tanner (1) 

Annette Landru (1) 

Captain Osrk (20) 

Chantalle the Troubadour (1 ) 
Ciglo the Monk (2) 

Devona (5) 

Fadden Hathorn (1) 

farmer Dirk (1) 

Farrah Cappo (2) 

Gate Guard Torin (2) 

Gwen (1) 

Hamer (2) 

Haversdan (2) 

Howland the Elementaiist (2) 
Lina the Healer (5) 

Miller Uptoa (1) 

Odette (2) 

Old Mack (1) 

Pitney (1) 

Reginald {2) 

Sarah (1) 

Sebedoh the Mesmer (2) 

Van the Warrior (2) 

Verata the Necromancer (2) 
Warmaster Riga (20) 

Lady Althea (Trainer Ms; 5) 
Warmaster Grast (Trainer W; 5) 
Prize-Winning Hog (1) 

Rabbit (1) 

Rogue Bull (5) 

Strider (Pet; 1) 

Swarm of Bees (0) 

Wolf (Pet; 2) 

Brother Mhenlo (Trainer Mk; 5) 
Merchant (2) 


Vflflej) 


t(;W 

CflUlCOHIPS 


1 Bandit Blood Sworn (3) 
Bandit Firestarter (t) 

Bandit Raider (2) 

2 Charr Mind Spark (5) 

Vailaaw Doomtooth (Boss R: 2) 

3 Carrion Devourer (1) 
Diseased Devourer (0) 

Lash Devourer (1) 


Hague Devourer (2) 

4 River Drake (5) 

5 Haunting Spectre (0) 
e Crawl (1) 

Crawl Longspear (3) 

7 Atain(3) 

8 Aloe Seed (0) 

9 River Skale (I) 


River Skale Brood (4) 
River Skale Queen (0) 
River Skale Tad (0) 
Skale Broodcaller (2) 

10 Skeleton Raider ( 1 ) 

11 Plague Worm (0) 
Worm (0) 
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Kingdom of Ascalon: Laikeside County 




Profession- 
Specific Quests 

AU of these quests start in Lakeside 

County unless otherwise indicated. 

Elementalist Quests 

Elementalist Test 

* Speak to Howland the Elementalist 
by the Ascalon City gate in 
Lakeside County. 

* Kill skale to the southwest along 
the road to Ashford. Acquire a 
Shimmering Scale. 

* Return to Howland the 
Elementalist for your reward. 

Reward: 500 EXP 

Skill Unlock: Aura of ResCorationt Flare 

A New Elementalist 
Trainer 

Wizard *s Folly 

* Speak to Haversdan by the Ascalon 
City gate in Lakeside County, 

* Follow the road southwest from town 
and continue past Ashford to End 
Wizard’s Folly. Continue through 
Wizard’s Folly to the tower. Speak 
to Elementalist Aziure. 

Reward: 250 EXP 

The Elementalist 
Experiment 

Wizard’s Folly 

* Speak to Elementalist Aziure near 
the tower in Wizard’s Folly, 

- Use your Fire Storm spell to defeat 
the waves of ice beasts that attack 
Aziure. 

* Talk to Elementalist Aziure for your 
reward. 

Reward: 250 EXP 

Skill Unlock: Fire Storm» Glyph of 

Lesser Energy 


The Supremacy of Air 

Wizard’s Folly 

• Speak to Ralena Stormbrtnger in 
Foible’s Fair, 

- Follow the road up to the wizard 
tower. Destroy the tower golem. 

• See Elementalist Aziure near the 
tower in Wizard’s Folly for your 
reward. 

Reward: 250 EXP 

Skill Unlock: Blinding Hash, Lightning 

Javeiin 

Mesmer Quests 

Mesmer Test 

• Speak to Sebedoh the Mesmer by 
the Ascalon City gate in Lakeside 
County 

• Follow the road southwest until you 
find skale. Clear the road of skale, 

• Return to Sebedoh the Mesmer for 
your reward. 

Reward; 500 EXP 

Skill Unlock: Empathy Ether Feast 

A New Mesmer Trainer 

“ Speak to Haversdan by the Ascalon 
City gate in Lakeside County. 

• Follow the road northwest from 
town. Talk to Lady Althea at the 
Actor’s Stage. 

Reward: 250 EXP 

A MesmerV Burden 

’ Speak to Lady Althea in Lakeside 
County at the Actor’s Stage. 

• Kill the rogue bull near the water- 
ing hole that is threatonng Althea^s 
theatre. 

• Return to Lady Althea for your 
reward. 

Reward; 250 EXR Starter Cane 

Skill Unlock: Conjure Phantasm, Ether 

Feast, Imagined Burden 


Domination Magic 

Wizard’s Folly 

• Speak to Vassar in Foible’s Fair. 

• Head east from Foible’s Fair to the 
woods. Destroy die Skale Brood. 

- Return to Vassar in Foible's Fair for 
your reward. 

Reward: 250 EXP 

Skin Unlock: Backfire, Shattered Delusions 

Monk Quests 

Monk Test 

• Speak to Ciglo the Monk by the 
Ascalon City gate in Lakeside County 

■ Follow the road until you find 
skale. Cross the river and find the 
missing girl, Gwen. 

• Lead Gwen back to Ciglo the 
Monk. Gwen will not follow you 
until the skale are out of the way 

• Speak with Ciglo again to claim 
your reward. 

Reward: 500 EXP 

Skill Unlock: Heahng Breeze, Banish 

A New Monk Trainer 

■ Speak to Haversdan by the Ascalon 
City gate in Lakeside County. 

- Follow the road southwest toward 
Ashford Abbey. Enter Ashford 
Abbey and talk to Brother Mhenlo. 

Reward; 250 EXP 

A Monk’s Mission 

Catacombs 

< Speak to Brother Mhenlo in 
Ashford Abbey* 

< Meet Paulus inside the Catacombs and 
follow him as he retrieves the relic. 
Keep Paulus alive by usuig your 
healing skill, 

• Talk to Brother Mhenlo in Ashford 
Abbey to receive your reward. 

Reward: 250 EXP, Starter Holy Rod 

Skin Unlock: Bane Signet, Orison of Healing 
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* Follow the road southwest from 
town* Enter Ashford Abbey and 
proceed to the Catacombs* Talk to 
Necromancer Munnc to receive fur 
ther training tasks* 

Reward: 250 EXP 


past the fire traps. The traps will 
glow green when they\e been 
deactivated. 

• Return to Necromancer Munne for 
your reward. 

Reward: 250 EXP 


The Blessings of 
Balthazar 

• Speak to Brother Mhenlo in 
Ashford Abbey. 

- Travel to the fields North of Ashford 
and dispatch the skeletons tliere. 

• Talk to Brother Mhenlo in Ashford 
Abbey to receive your reward. 

Reward: 250 EXP 


Skin Unlock; Animate Bone Horror, 
Life Siphon 


The Necromancer’s Novice 


Catacombs 


Speak to Necromancer Munne in 
the Catacombs. 


Skill Unlock: Retribution, Symbol 
of Wrath 


Catacombs 


Follow Necromancer Munne to the 
trial area. Use bone horrors to get 


Speak to Necromancer Munne in 
the Catacombs. 


Protection Prayers 

Green Hills and Lakeside Counties 


Light the Votive Candles in all four 
Remembrance Braziers in the 
Catacombs to appease the angry 
spirits* 

Return to Necromancer Munne for 
your reward. 


■ Speak to Grazden the Protector in 
Green Hills County, 

■ Meet Far rah Cappo, Lakeside Cnty. 

■ Keep Farr ah alive while she hunts 
down the infamous Alain. 

- Return to Grazden the Protector in 
Green Hills County for rewatd* 

Reward: 250 EXP 

Skill Unlock: Reversal of Fortune, 
Shielding Hands 


Reward: 250 EXP 


The Power of Blood 

Catacombs 

- Speak to Kasha Blackblood in 
Green Hills County. 

Enter the Catacombs and destroy 
the four Blood Fanatics. 


Return to Kasha Blackblood in 
Green Hills County for your 
reward. 


• Speak to Verata the Necromancer 
by the Ascalon City gate in 
Lakeside County. 

• Go south of the river and kill a skale 
so Verata can animate a bone horror. 

• Speak with Verata the Necromancer 
to receive your reward. 

Reward: 500 EXP 

Skill Unlock; DeatMy Swarm, 

Vampiric Gaze 


Reward: 250 EXP 


Skill Unlock: Blood Renewal 
Vampiric Touch 


The Accursed Path 


Catacombs 

■ Speak to Oberan the Reviled in the 
Catacombs. 

• Clear the Crypt Fiends from the 
tunnel north of Oberan. 

f * Return to Obemn the Reviled 

■' for your reward. 

Reward: 500 EXP 


A New 

Necromancer 

Trainer 


Skill Unlock; Faintheartedness 
Soul Barbs 


Catacombs 

- Speak to Haversdan by the 
Ascalon City gate in Lakeside 
County. 
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Ranger Quests 

Ranger Test 

* Speak to Artemb 
the Ranger by 
the Ascalon City 
gate in Lakeside 
County. 

* Find Rjver 
Skale Queen 
across the river 
to the south- 

■^roct IcUL It. 

* Return to 
Artemis the 
Ranger for 
your reward. 

Reward: 500 EXP 

Skill Unlock: Rawer 

Shot, Troll Unguent 

A New 
Ranger 
Trainer 

' Speak to 

Haversdan by the 
Ascalon City gate in 
Lakeside County. 

* Follow the road sout] 
west fiom town. Turn 
south on the bridge near ^ 
Ashford Village and enter 
Regent Valley. Follow die road 
until you find Master P^anger 
Nente and then speak with him. 

Reward: 250 EXP 

The Ranger’s 
Companion 

Regent Valley 

* Speak to Master Ranger Nente in 
Regent Valley. 

* Find the statue of Melandru along 
the path in the woods. Just take the 
dusty path (shored up with wood 
buttresses) directly southwest of 
Master Ranger Nente and you’ll 
quickly stumble across it. Once there, 
kill one of the Stalkers lurking about. 


’ Use the Charm Animal skill on one 
of Melandru ’s Stalkers when it appears, 

• Return to Nente to receive your 
reward. 

Reward: 250 EXP 

SkiU Unlock: Charm Aniinal, 

Comfort Animal 

A Test of 
Marksmanship 

Regent Valley 

SpoolE. i;o I'vor '1 f u <3 dIid t ou a. fi.dg'C' 

in eastern Regent Valley. 

■ Kill all the plague worms (located 
just below Ivor to the east) in the 
allotted time (1 minute, 30 seconds). 

■ Speak with Ivor Trueshot again to 
receive your reward. 

Reward: 250 EXP 

Skill Unlock: Point Blank Shot, Read 

the Wind 

Unnatural Growths 

Wizard’s Folly 

i Talk to Aidaii in Wizard^'s Folly 
near the fishing village. 

• Go to the falls to the west. Destroy 
the aloe husks until you find an 
aloe root. 

“ Return to Aidan with the aloe root 
to receive your reward. 

Reward: 250 EXP 

Skill Unlock: Dual Shot, Ignite Arrows 

Warrior Quests 

Warrior Test 

• Speak to Van the Warrior by the 
Ascalon City gate in Lakeside 
County 

• Follow the road southwest until you 
find the skale. Clear the river of skale. 

• Return to Van the Warrior for your 
reward. 

Reward: 500 EXP 

Skill Unlock: Frenzy, Healing Signet 



A New Warrior Trainer 

Green Hills County 

• Speak to Haversdan by die Ascalon 
City gate in Lakeside County, 

• Follow the toad northwest fi^m 
town. Follow the signs to Green HiQs 
County. Talk to Warmaster Grast. 

Reward: 250 EXP 

Grawl Invasion 

Green Hills County 

" Speak to Warmaster Grast m Green 
Hills County. 

- Look for Grawl invaders aJoag the 
road. Eliminate all six invaders. 

■ Return to Warmaster Grast for 
your reward. 

Reward: 250 EXP, Starter Sword 

Skill Unlock: Gash, Healing Signet, 

Scfver Artery 

Warrior’s ChaUenge 

Green Hills County 

• Go to Barradij^s Estate in Green 
Hills County and speak with Duke 
Barradin. 

- Go out to the vineyard in Green 
Hills County and defeat Agnar the 
Foot. Use Hamer Bash to interrupt 
his Rage skill. 

■ Return to Duke Barradin for your 
reward. 

Reward: 250 EXP, Starter Hammer 

Skill Unlock: Hammer Bash 

The Vineyard Problem 

Green Hills County 

• Speak to Little Thom at Barradin ’s 
Estate. 

• Go out to the vineyard in Green HiDs 
County and kill all the aloe seeds. 

• Return to Little Thom for your 
reward. 

Reward: 250 EXP, Starter Axe 

Skill Unlock: Cyclone Axe, 

Executioner’s Strike 
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LAKESIDE COUNlYi Lakmde County is home to thr 
viltdge of Ashford and the adjacent Ashford A hhty* FoUowinjf 
the roads ht Lakeside County unll take you to Re^etu Vhllefp 
Wizard *s Fo/fy, Hilts CoMwfy* or even to the Northlands 

if you impel past the j^ate protecting Ascaion* 


Adventure with an 


Replacement 

* Speak to Old Mack in Lakeside 
County after completing *‘A 
Mesmer^s Burden” quest. 

• Collect a Devourer Egg for Old 
Mack by talking to and then 
escorting Duke Gaban through the 
devour er cave in Lakeside County. 

■ Speak to Old Mack again and give 
him the Devourer Egg. 

Reward: 250 EXP 


- Speak with Lina the Healer in 
Lakeside County. 

• Return to Ascalon City and form a 
party with another player. 

• Go back to Lakeside County and 
speak with Lina the Healer again. 

Reward: 100 EXP 

Skill Unlock: Resurrection Signet 


* Speak to Prince Rurik^ Ascalon City. 

* Follow Prince Rurik to the gate in 
Lakeside County and help him 
defeat the Charr. 

* Speak with Prince Rurik again. 
Reward: 200 EXP 


* Speak with Namar in Ascalon City. 

* Follow the road southwest from 
town to Ashford. Find Miller Upton 
and ask him to help Kamar. 

* Use the Massive Honeycomb to 
lure the three bee swarms across 
the bridge. 

* Return to Miller Upton, 

Reward: 500 EXP 


A Gift for Althea 


* Watch Prince Rurik and Captain 
Osric discussing the upcoming wed- 
ding and Althea^s birthday. Once 
Prince Rurik leaves, speak to 
Captain Osric. (You don’t actually 
have to watch the conversation, 
although it’s interesting; just speak 
to Osric afterward.) 

- Find tlie perfect gift for Lady Althea. 
It must be something beautiful. 

- Find the Beautiful Feather in Ashford 
and give it to Captain Osric. 

* Find the Beautiful Pearl inside the 
Beautiful Shell near the watermill in 
Ashford and give it to Captain Osric. 

* Find the Beautiful Pendant inside 
the Chest near the bandits iu 
Lakeside County and give it to 
Captain Osric. 

* Speak with either Lady Althea or 
Captain Osric. 

Reward: 250 EXP 


The Worm Problem 


Speak to Pitney in Ashford. 

Talk to Duke Gaban outside the 
devourer cave in Lakeside County. 

Lead Fadden through the devourer 
cave, killing all the devourers while 
he collects the eggs. 

Receive the Devourer Egg from 
Fadden and return to Ashford. Give 
the Devourer Egg to Pimey in 
Ashford. 


* Speak with Devona in Ashford. 

< Talk to Brother Mhenlo in Ashford 
Abbey and receive a Message for 
Sir Tydus. 

• Deliver the message to Sir Tydus in 
Ascalon City. Use your map to 
travel there quickly. 

Reward: 250 EXP 


■ Follow Pitney and kill the Worm 
Queen in the held. Speak to 
Pitney again. 

Reward: 250 EXP 


Trouble in the Woods 

• Speak to the Town Crier. 

■ Go to Lakeside County and follow 
the toad to Ashford. Talk to Devona 
about the Grawl threat. 

• Follow Devona and destroy the 
Grawl threatening Ashford. 

• Speak with Devona again. 

Reward: 500 EXP 


The Poison Devourer 

• Speak to Baron Egan, Ascalon City. 

• Cross the river and destroy the 
Plague Devourer to get a Poisonous 
Stinger. 

• Deliver the Poisonous Stinger to 
Brother Mhenlo in Ashford Abbey. 

Reward; 250 EXP 


Bandit Raid 


Speak Co Baron Egan, Ascalon City. 

Recover the Ashford Strongbox 
from the bandits in Lakeside 
County. 

Return the Ashford Strongbox to 
Devona in Ashford. 


Reward: 250 EXP 


Protected by copyrigV*^ UuaudiDrized or unlawhil copymg or dcnraioadjng ezpreuly fmDhlbited. 



Kingdom of Ascalon: Lakeside County, Green Hills County 





J Ascalon Farmer (1) 
Ascalon Guard (2) 
Ascalon Townsfolk (1) 
1 farrah Cappo (2) 

3 Warmaster Grasl 

(Trainer W; 5) 

Graiden the Protector 
(Trainer Mk-Prot; 2) 
f Kasha Blackblood 
(Trainer l^-Bfood; 2) 

Moss Spider (Pet; 2) 

A Duke Barradin (5) 

Little Thom 
(Trainer W-Axe, Z) 

Merchant (2) 

1 Bandit Blood Sworn (3) 
Bandit Firestarter (1) 
Bandit Raider (2) 

2 Crawl (1) 

Crawl Invader (I) 
Crawl Longspear (3) 
Crawl Shaman (2) 

J Agnar the Foot (5) 

4 Aloe Flusk (0) 

Aloe Seed (0> 

Large Aloe Seed (0) 

5 Hulking Stone 
Elemental (5> 

Stone Elemental (1) 


THE BARRADIN ESTATE: Duke Barmdht ^ famiiy estate covers ttearly two hundred hectares of Green HiHs County. Jlte 
Dtike^ vineyard is knount throughout Ascaton for the exquisite grapes it producest which are used to make Amethyst , the most 
coveted wine in the kingdom. 




Opposition to the King 

* Speak with Devona in Ashford. 

* Go north from Ashford to find the 
road to Green Hills County. Once 
in Green Hills County, question at 
least three totals about opposition 
to the king. 

* Talk to Farrah Cappo, Grazden the 
Protector, and Kasha Btackblood. 

* Return to Devona for your reward. 
Reward; 500 EXP 

The True King 

Speak to Duke Barradin at 
Barradin's Estate. 


• Travel east from the Barradin Estate 
to Lakeside County. Head south to 
Ashford. Take the southeast bridge to 
Regent Valley. Once in Regent Valley, 
follow the road to Fort Ranik. 

■ Deliver the message from Barradin 
to Lord Darrin. 

Reward; 750 EXP 

Tithe for Ashford Abbey 

• Speak with Devona in Ashford. 

• Head due north from Ashford until 
you find the road to Green Hills 
County, Go to Green Hills County 
and talk to Grazden the Protector. 


" Receive Barra din's Tithe and dehver p 
it to Devona in Ashford. 

Reward: 250 EXP, 1 Skill Point 

Profession-Specific 
Quests (pp. 91-93) 

Protection Prayers (Monk) 

A New Warrior Trainer 
Crawl Invasion (Warrior) 

Warrior's Challenge 
The Vineyard Problem (Warrior) 
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Little Thom’s 
Big Cloak 

- Speak to Alison the 
Tanner in Ashford. 

• Head to Wizard's Folly 
and hunt bears nndl you 
acquire a bear pelt. 

• Bring the pelt to Alison 
the Tanner and receive 
Dttle Thom’s cloak. 

• Go to Barradin's Estate in 
Green Hills County and 
deliver the cloak to Little 
Thom. 

Reward: 250 EXP 

The Hunter’s 
Horn 

• Speak CO Chantallc the 
Troubadour in Ashford. 

• Purify the Hunter's Horn 
in the healing spring in 
Regent Valley. 

- Go to the fishing village 
in Wizard’s Folly and 
deliver the horn to Aidan. 

Reward: 500 EXP 


The Orchard 

- Speak to Mary Malone in 
Regent Valley. 

• Head to the orchard 
(south of Fort Ranik) and 
retrieve the Basket of 
Apples. 

• Return the Basket of 
Apples to Mary Adalone in 
Regent Valley. 

Reward; 250 EXP 

The True King 

< Speak to Duke Barradin 
at his Estate. 

■ Travel east &om the 
Barradin Estate to 
Lakeside County, then 
south to Ashford. Take 
the southeast bridge to 
Regent Valley. Once in 
Regent Valley follow the 
road to Fort Ranik* 

• Deliver the message from 
Barradin to Lord Darrin. 

Reward: 750 EXP 


FORT RANIK: Ustd as a traininj^Jadlity for the Ascalan 
armyf Fort Ranik houses new recruits. Herr* soldiers learn 
what it takes to he cf A sea lott*$ finest and hratfest, and 

houf to use their talents to d^eat thr enemy. Fort Ranlk is 
one qf the best-equipped strongholds in the kingdom. 


1 Jarrel the Tamer (Animal Trader) 

1 Gant Needle Spider (2) 

i Collector Karleen (Collector) 

Giant Tree Spider (3) 

■ Collector Rownan (Collector) 

2 Bandit Blood Sworn (3) 

4 Hunters 

Bandit R restarter (1) 

5 Academy Monk (5) 

S Carrion Devourer(l) 

& Gwen (1) 

Lash Devourer (1) 

7 Mary Malone (1) 

4 Crawrt(l) 

8 Mast Ranger Nente (Trainer R; 5) 

Grawi Longspear (3) 

9 Ivor Trueshot (Trainer R-Marks; 5) 

Crawl Shaman (2) 

10 Melancfru's Stalker (Pet: 3) 

6 Aloe Husk (0) 

U Moss Spider (Pet; 2) 

Aloe Seed (0) 

u Wolf (Pet; 2) 

Oakheart (5) 

IT Black Bear (Pet; 3) 

6 River Skale (1) 

14 Collector Hatcher (Collector) 

Skale Broodcaller (2) 

1 5 Collector Vans (Collector) 

7 Plague Worm (1) 

16 Lord Darrai (Trainer R: 5) 


M Merchant (2) 
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1 Collector Gwynn (Collector) 

2 Collector Karleen (Collector) 

3 Academy Monk (S) 

4 Pautus the Abbot (5) 

5 Necromancer Munne (Trainer N: 5) 

6 Oberan the Reviled (Trainer N-Ctirse; 2) 

7 Prize Bull (5) 

1 Deadly Crypt Spider (2) 

2 Vatlaaw Doomtooth (Boss R; 2) 

3 Carrion Devourer(l) 

4 Gargoyle (1) 

Shatter Gargoyle (3) 

5 Restless Spirit (10) 

6 Crypt Fiend (5) 

Tomb Nightmare (4) 

7 Blood Fanatic (2) 

Restless Corpse (1) 


THE CATACOMBSrThe Catmombs 
connect marly all of the nearby areas of 
the Kingdom of A scaion togethefi This 
extensive network of underground tunnels 
is home to many undead souls, animated 
gargoyles, and some very large spiders. 
The dark riiuats of Necromancers seem 
natural here, and those brave enough to 
travel to the depths of the Catacombs 
may be rewarded with the view of a 
Statue of Grenth. 


WizorS's 


Profession-Specific Quests 

(pp. 91-93) 

A New Ranger Trainer 
The Ranger's Companion 
A Test of Marksmanship (Ranger) 

Charr in the 
Catacombs 

• Speak to Print'e Rurik in Ascalon 
City, 

* Find out if the Charr Ranger h 
using the Catacombs. Speak to 
Brother Mhenlo in Ashford Abbey. 


- Ask Necromancer Munne if she has 
any information on the Charr. 

• Seek out Oberan the Revited deep 
within the Catacombs. Ask him 
about the Charr Ranger, 

* Return to Rurik in Ascalon City and 
show him the sharp Charr tooth. 

Reward: 250 EXR 100 Gold 

The Prize Moa Bird 

“ Speak to Pitney in Ashford. 

> Go to the Catacombs and search 
for his Prize Moa Bird. 


■ Return to Ashford and tell Pitney 
the news of his Prize Moa Bird. 

Reward: 250 EXP 

Profession-Specific 
Quests (pp. 91 - 93 ) 

A Monk*s Mission 

A New Necromancer Trainer 

The Necromancer's Novice 

Rites of Remembrance (Necromancer) 

The PQwer of Blood (Necromancer) 

The Accursed Path (Necromancer) 





The Wayward 
Wi^ard 


speak to Sandre Elek in 
Ascalon City. 


Travel to Foible^s Fair and 
speak to Ralena 
Storm bringer to learn 
Orion’s whereabouts. 


Find Orion in Wizard’s 
Folly and convince tiim to 
come home. 


• Return to Sandre Elek. 
Reward: 250 EXP 


Profession-Specific 
Quests (pp. 91-93) 

A New Elemental! St Trainer 
The Elementalist Experiment 

The Supremacy of Air 
(Elementalist) 

Domination Magic (Mesmer) 
Unnatural Growths (Ranger) 
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1 1 Collector Mindle (Collector) 

1 Giant MeecHe Spider (2) 

1 1 Collector Savich (Collector) 

2 Bandit Blood Sworn (3) 

1 3 Academy Monk (5) 

Bandit Firestarter (1) 

1 4 Gwen (1) 

3 Tower Golem (3) 

1 5 Orion Elek (2) 

4 ke Elemental (3) 

1 6 Elementalist Aziure (Trainer E; S) 

ke Elemental Shard (l) 

1 7 Aidan (Trainer R; 5) 

5 Aloe Seed (0) 

1 8 Wolf (Pet; 2) 

Large Aloe Seed (3) 

1 9 Black Sear (Pet; 3) 

s River Skale (1) 

1 10 Ralena Stormbringer (Trainer E-Air; 2) 

River Skale Brood (4) 

1 1 1 Vassar (Trainer Ms Domin; 2) 

Skale Broodcaller (2) 

M Merchant (2) 

7 Hulking Stone Elemental (5) 


Stone Elemental (l)m 
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1 Academy Monk (5) 

2 Ben Wolfson (Trainer R; 5) 
> Fern Lizard (Pet; 1) 


Charr Blade Storm (S) 

Charr Hunter (a) 

Jaw Smokeskin (Boss E; 6} 

Red Eye the Unholy (Boss N; 6) 
Grawl Longspear (3) k 

Oakheart (5) if 


Across the Wall 

- Speak to Gate Guard Torin near the 
Great Northern WaU’s gate in 
Lakeside County- 

■ Have a friend pull the lever on top 
of the gate while you run through 
once the portal is opened. 

• Locate Ben Wolfson along the road 
to Piken Square and lead him back 
to the gate. 

Reward: 250 EXP 
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is available as soon as you reach a 
new stagring area. 

While they aren't required, certain 
Story Missions have an intermediary 
link quest that can be completed 
before embarking on the next chapter 
in the over-arching story. These quests 
help link certain larger chapters in 

the overall story by pointing you in 
the correct direction.These are 

noted at the very beginning of each 
story mission. 

The actual maps themselves have a 
route traced out on them, denoting 
the optimal path tliroiighout the 
mission. Use these in con- 
junction with the text-based I 
walkthrough to find the 
most eflicient way through 
each level — they'll also help 
a great deal to prevent IqM 
you h'om becoming hope- 
lessly lost in some of the 
larger maps. f 

The reward for primary I \ 1 

mission completion is 1,000 \ 

EXP and one skill point. \ 

Each mission also has a sec- 
ondary/bonus mission with a ^ 

completion reward of another » 

1,000 EXP. (When you com- 
plete the primary mission, a ■ 

sword appears from the upper * 

left of the area's map shield icon; 
when you complete the bonus 
mission, a sword is added from the 
upper riglit.You can tell at a glance 
which missions you have completed 
and which ones you haven't.) 

Bear in mind that, in some cases, 
you may want to play through a 
mission more than once (perhaps 
to kill enemies for experience.) 

Also if you do not complete all 
the bonus missions on the first ^ 
pass, it behooves you to go back 
and beat them all for experience 
and loot. 

The only way to get elite skills is to 
confront bosses and grab these skills 


with a Signet of Capture when the 
bosses use them. There are about 75 
elite skills (15 for each profession) 
used by the bosses throughout the 
game. Some bosses only appear from 
time to time — it's not unusual for a 
scheduled boss to vary among four 
or more professions — which means 

it's a good idea to run through an 
area more tnan once lo ensure mai: 

you pick up any elite skiLls hidden 
therein. 

Carrying Large Items: With attly 
a few exceptions (such as explosives), 
yon can safely drop any quest item 
you^re carrying if you need to fight, 
then pick it up again. While carrying 
an item, there^s a small *^jyrop ftem” 
button at the bottom of your screen. 


nee you arrive in the 
JiwiMJ of Ascalon, rote- 
I characters have 

the opportunity to pur- 
sue a massive^ multi- 
part adventure that will 

take Y&u across the u'orld. In eadt of the fol- 
lowing mission areas (plus one smaller 

boss area), you take finther steps on the path 
to making things right in the world again. The 
only part of each of these areas you can 
reach without undertaking the associated mis- 
sion is a smalt siting area. 

These story missions set Guild Wars apart 
from every other online RPG to date; they 
m4fre the game a story^driven quest with 
a definite beginning, middle, and end. 
Essentially, the Story Missions of Guild 
Wars are a lengthy, traditional RPG that 
you can play through with your jnends! If 
you skip this part of the adventure, you will 
also miss all the diverse history and 
exciting tore ofTyria^. 

These missions are significantly different 
from the other roleplaying quests in 
the game: 

* Each mission is several times Longer 
than any other quest, and there is no 
partial success; you either succeed or 
you don’t. However, you can complete 
the primary and bonus missjans at 
separate times. 

• There are no resurrection shrines; if 
you don’t survive, you return to the 
staging area (where you can try 
again if you wish). 

" These missions are emphatically not 
solo adventures. Even with a full team 
of henchmen and a pet, you have very 
little chance of surviving all the way 
through to the end without the help 
of other players. 

^ Start tliis series of missions by calking 
to Warmaster Tydus in Ascaion City 
(Ruins), Sometimes you need to talk 
to someone to start a new mission; 
sometimes the Enter Mission option 


The author would like to thank Ben 
Miller and Steve Hwang for their 
invaluable assistance on this section. 
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Storyline Missions: The Great Northern Wedl ^ 





Ascalon Veteran (5) 
Captain Calhaan (6) 
Kilnn Testibrie (15) 
Squire Zachery (5) 
Henchmen (3) 
Merchant (5) 


Charr Axe Fiend (8) 

Charr Axe Warrior (6) 

Charr Blade Storm (8) 

rh;irr UUarrinr 

Charr Shaman (7) 

Charr Stalker (6) 

Marr Burnhom {Boss Ms; 5) 
Carrion Devourer (4) 

Fleck Grokspit (Boss !M; 2) 
Piague Devourer (3) 
Whiptail Devourer (4) 
Shatter Gargoyle (4) 
Gargoyle Boss (Boss Ms; 2) 
Crawl (4) 

Crawl Ulodyte (3) 

Crawl Boss (Boss Mk; 2) 


Bonus Mission 


Primary Mission 

General Map Direction: Northwest 

CapC^n Calhaan has requested your 
help! He b eh eves that the Charr are 
planning something big, but isn't quite 
sure what.... 

- Talk to Captain Calhaan; he is 
northwest of your starting point. 


The ghost of Kilnn Testibrie is a shadow 
of his past self. In life^ he was a great 
warrior — but in death, he is a lonely 
spirit, unable to return to his grave 
until his quest is done. 

■ Talk to Kihin Testibrie; he is in 
&oiit of a large tomb. 

< Examine wreckage piles until you find 
all four pieces of Kilnn *s armor: the 
Cuisse, Greaves, Pauldron, and Crest. 
Note that sometimes you have to 
search this area several times before 
finding all four items. 

• Return to Kilim. 


During this battkf. you wilt ahe he men 
aced by a gargoyle hosst so keep an eye 
outjor him as be descends from above. 


On the northwest side of the map ( ) 
is a square-shaped loop in the path; 
head down this loop to trigger a cin- 
ematic. Make sure you're ready to 
finish up, as there's no turning backl 

Once the cinematic is over, RUN! 
Follow the path south. Only one 
member of the party needs to live, 
so have the rest run interference 
while one player gets safely away. 

Talk to Calhaan. Even if only one 
member of your party makes it 
there ahve, the entire party will 
sdlL be sucessful. 


WuTi you come upon itw gargoyle/ Grand 
battle^ take out the gargoyles JtrsL 


pnmagames.com 
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Primary Mission 

General Mission Direction; North 


One player ean litre the Charr htto 
the impact white a secand 
operates the itebachei to make 
short work of yoar enemies* 


The Great Northern Wall has been 

lost, and Ascalon could soon follow. 

It is your duty to help retake the 

Wall and secure temporary safety 

for your home. 

* As the mission begins, be sure to 
stick with the Ascalon warriors 
to help them fend off the Charr. 

Head beneath the fallen col- 
umn to attain the liigh groimd 

and ^'ipc out tbc dFoca b'clo'W'. 

If you skip this, you'll only 
increase the difficulty later. 

■ At a shallow ravine flanked by 
archers, a Charr boss rushes 
you — let it come to you to 
meet its doom. 

* After defeating the boss, wipe 
out each group of archers. 

* Find and calk to Siegemaster 
Lorman 

* Search Wrecked Catapults to 
find the three t’icces that Lormar 
requires to fix the trebuchet: a 
release lever, a restraining bolt, 
and an arming crank. Note that 
you can only carry one piece 
at a time and you caimot use a 
weapon or shield wliiie carrying 
an item. It’s best to clear the 
immediate area of Charr before 
you even start trying to fix the 
trebuchet. 


Bonus Mission 


Master Armin Saberlin is a hard- 
ened Warrior fighting for the fiee 
dom of Ascalon. His son, Deeter 
Saberlin, was carried off by the 

Charr forces that overtook the 
wall, and Armm would give any- 
thing to have his son back. 

- Escort Master Armin Saberlin 
to the ruins. 


Talk to Saberlin. 

On a hill to the north you find 
two Overseers guarding a cage 
Kill the Overseers and the 
cage will open. 


Using skiUs that inurrupt yonr 
enentits* attacks wilt make this 
battle much less frustrating* 


Talk to Trooper Deeter Saberlin 


“Deliver This 
Message to My Wife** 

Gum Blaiiston is a soldier protecting 
the Wall. He lias not been home for 
three months, and tliough he has lived 
until now, he fears for his life in the 
near future. He requests that you pass 
on a message to his beloved wife just 
outside of Ascalon City. 

■ Talk to Gurn Blanston; he is 
on the east side of the Fort 
Ranik area. 

■ Enter Old Ascalon from the 
Ascalon City gate* Just west of 
you is Melka Blanston* 

• Talk to Melka* 


You will not get the cinematic with- 
out feiffin^ the final group of Charr. 

Once youVe brought all three 
pieces back to Lormar, pull the 
firing lever near liim twice to 
Load and fire the trebuchet. 

* To the west is a fianiing structure; 
head toward it and a number 
of Charr will crowd around it* 

* Head northwest of the first 
trebuchet to find a second one; 
operate it tti the same fashion 
as the first. 


Reward: 500 EXP 


Make your way into the 
fortress and drive out the last 
of the invasion force. 
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: Ascalon Engineer (4) 

1 Charr Ash Walker (6) 

i Ascalon Militia (S) 

Charr Blade Warrior (6) 

Ascalon Warrior (5) 

Charr Fire Caller (6) 

■5 Cuffi Blanston (5) 

Charr Martyr (5) 

4 Master Armin Saberlin (5) 

Charr Mind Spark (6) 

5 Siegefoaster Lormar (4) 

Charr Overseer (b) 

6 Trooper Deeter 

Charr Stalker {&) 

Saberlin (4) 

Charr Warrior {5, 6) 

7 Lord Darrin (7) 

Charr Boss (Boss Ms: 4) 

H Henchmen (6) 

1 Carrion Devourer (4) 

M Merchant (5) 

Hague Devourer (J) 






Storyline Missions: Fort Ranik, Ruins of Surmia 








E^ileni FronLTer 


Kill all the Flame Keepers 


Follow Prince Rurik imtii you 
come upon three mages. 

Approach the mages so they will 
follow you, then follow Rurik 
through the gate. 
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Bonus Mission 

Breena Stavinson has been a ”guest" of 
the Charr for many years, and she has 
seen them come and go carrying a 
flame in a ritualistic procession. 

■ Talk to Breena Stavinson; she is 
near the drawbridge. 

• Backtrack, then take the northern 
path instead of the route Rurik 
took. Follow this route until you 
loop south and find the Flame 
Temple (A), 


Ascalon Prsoner (7) 
Breena Sta^nson (10) 
Mage (7) 

Prince Rurik (to) 
Captain Miken (4) 


Prisoners of War 


Victory always comes with a price. 
While you saved the Wall and the city, 
you were too late to save many soldiers 
from death or capture. Prince Rurik 
refuses to allow his men to remain 
prisoner to the barbaric Charr, and 
tints you must help avenge the dead 
and free the living. 


* You receive a quest upon completing 
the primary mission. 


* Battle through the enemies block- 
ing your path, then talk to 
Warmaster Riga at the Frontier 
Gate. 


Reward: 500 EXP 


Speak with Warmaster Riga at the 
Frantier Gate and take the Ruins of 
Surmia This will lead yau inta 

the Fort Ranik Story Mission* 


Primary Mission 

General Map Direction: North 


Along with Prince Rurik, you need to 
rescue the soldiers taken prisoner by 
the Charr. 


■ Approach Prince Rurik; he is 
southeast of your starting point. 


" Rurik is ready to start immediately. 
Go with him along the paths, helping 
him fight any foes along the way. 


• Rurik stops to free three huts full 
of Ascalon prisoners. In the last 
hut (3rd 1 ) you find £rol, an 
Elementalist. Erol triggers a 
cinematic. 


• Go with l^rii>ce Rurik undl you 
reach a drawbridge (^^), Rurik and 
Erol wait on this side of die bridge 
while you make your way down and 
dien northeast to open the bridge. 


1 

2 
4 


H Henchmen (6) 
M MerchanUB) 


1 Charr Ashen Claw (8) 
Charr Axe Fiend (S) 
Charr Chaot (8) 

Charr Flame Wilder (8) 
Charr Hunter (8) 


• Lead the three mages to the obelisks. 

The mages are invaluable to you, 
raining fi^ry death (among other tkii^s) 
down upon the unwitting heads of your 
foes^ so he sure to keep them healthy! 


Charr Shaman (7) 
Charr Boss (Boss Mk; 5) 
Flame Carrier (7) 
Flame Keeper (7) 

2 Gnash Underfoot (5) 
Whiptail Devourer (7) 


Puli the two levers to close the gate 
after everyone is inside. 


Defend your position until Rurik 
succeeds in getting the door open. 


■ Take the portal to the next mission. 


CAUTION ■=^ 

Stay as far away as possible front the 
flaming effigy in the distance. The horde 
of foes down there triU lay waste to your 
party at this pohtt in the game. 


A Flame Temple 
B Drawbridge 


^ CAUTION 

Do not kill the Ember Beats until they 
open the gate. If yon do kill them bejore- 
handf you wilt fail the mission. 


TfP 


Hlute Riirih is quite hardy^ preceding him 
into battle will htip ensure his survival. 
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Take the path up and to 
the right to rain death 
upon them from above. 

Head toward the gate, 
laying waste to the 
remainmg Charr and 
taking out the boss, then 
meet with Rurik. 

Go with Prince Rurik 
and make sure that he is 
not killed. 


Watchman Framas has taken 
a very important Tome from a 
very important tomb, Untii 
tlieTome is returned, restless 
spirits will wander, and poor 
Pramas is too frightened to 
take the book back himself. 

* Talk to Watchman Pramas; 
he is down a side patli to 
the east, before you reach 
the path to the Wall, 

* Pick up the Tome of the 
Fallen. 

While earryin^ the Tomef you 
cannot use your weapon. Drop 
the Tome to Jlght, then pick it 
up again when it is safe. 

- To the southwest is a 
cemetery ( ) guarded by 
Spirits of the Fallen. Kill 
the Spirits. 

* In the center of the 
Spirits you find a Tome 
Pedestal. Wlioever is car- 
rying the Tome must 
touch it. 

- An Old Ascalon Spirit 
appears. Talk to him, 
(Avoid any Spirits when 
you leave.) 


‘=^CAU'l 


Which out for the elemental 
boss along the way — it unll 
not be happy to see you. 


Head out the back door 
(in the northeast corner), 
then follow the looping 
path toward the Wall (the 
exit is just beliind the 
giant crystal). 

Along your way you run 
into Warmaster Casana 
and an Ascalon Rajiger. 
Help them defeat their 
foes and they will also 
follow you. 


Primary Mission 

General Map Direction: South 

Now that yoiiVe rescued the 
soldiers and Flaming Scepter 
Mages, I^itice Rurik wishes to 
return to the Wall. Unfortunately, 
the Chair have blocked the 
way back. Prince Rurik sends 
you out to cut a path through 
the Chair and to the Wall. 


Prince Rurik leads you 
up to a great horn; at this 
point, a cmematic is trig- 
gered. At the end of the 
cinematic, a spell is cast 
that reduces all Charr hit 
points by 100. 

Keep Rurik safe as he 
runs through the Charr 
and back home. 

Defeat Bonfaaz Biirntfur 
to complete the mission, 
(Rurik will not help you 
with this.) 


Listen to Prince Rurik; he 
is near your starting location. 


Take out the archers to your 
right (and below) so you nvnV 
haoe to deal with them later. 


Do not (ouch the lever if 
you want to tire! 


There are three Raming 
Scepter Mages in tlus 
area; two of them are on 
obelisks. Talk to the one 
who is not and he will 
follow you. 


On the west side of the 
map you can find three 
Lost Soldiers ( ); ask 
them to join you. 

In front of the gate is a 
large number of Charr. 


Bonus Mission 

Pick ttp this quest after you 
meet up with Warmaster 
Casana f but he careful— it *s 
moderately difficult. 
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A Cemetery 

Charr Blade Storm (8) 


Charr Chaot <S) 

1 Ascalon Prisoner (7) 

Chart Flame Wielder (8) 

7 Ascalon Watchman (7) 

Charr Hunter (8) 

3 Flaming Scepter Mage (7) 

Chart Stalker (6) 

4 Lost Soldier (7) 

felinam the Wliip (Boss R; 6) 

5 Prince Rufik (10) 

1 Carrion Devoiirer (8) 

■ Warmaster Casana (7) 

Plague Devourer (8) 

j Watch man Pramas (5) 

Devourer Boss (Boss; 7) 

0 Old Ascabn Spirit (11) 

Whiptail Devourer (7) 

H Henchmen (8) 

3 Rash Gargoyle (7) 

til Merchant (5) 

Shatter Gargoyle (8) 

1 Charr Boss (Boss Mk; 6) 

4 Spirit of the fallen (10) 

Ouiildd^ Suniirui to) 

5 Boulder flemental (7) 

Charr Axe fiend (S) 

Elemental Boss (Boss E; S) 
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This IS the first time yott encounter 
Dwarves. Armor-piercing skills are 
usrfuL 

* Find the Dwarven Powder Keg 
Station ('\i).Take a Pbwder Keg* 

• Drop the keg next to the gisite ( '^-) to 
knock the gate down* (If you have to 
drop it earlier to fight, you can go back 
for another keg,) Remember that you 
can also use the kegs against enemies. 


■ Head inside and kill the Stone 
Sninniit Engineers at ( ). You gain a 
2 percent morale boost for each, and 
the siege equipment wiii be broken. 

■ Follow the path onward through 
the next gate (use the lever to open 
it) and destroy the other Summit 
Engineers just beyond ( ). 

• Once you kill the second set of 
Engineers and the monsters around 
the gate, you can go through the gate. 


Talk to Ascalon Guard Tolis; he is 
west of tlie final beacon. 

Have the torch holder talk to Tolis 
to give him the torch. 

Head through the gate that opens 
behind Tolis. 


Head down the newly opened path 
into a cave of Drdyers, Continue 
through the cave until you find 
Wliiskar Featherstorm. 


You find yourself in Yak^s Bend. Search 
out Captain Orric to pick $tp The Way 
is Blocked Quests which will lead you 
to Borlis Pass. 


Primary Mission 

General Map Direction; West 

You*ve led the Ascalon refugees into the 
teeth of a fierce storm, and now you 
must find them shelter witliin Grooble’s 
Gulch lest they perish at the icy hands 
of fate. 


* Talk to Ascalon Guard Hayden. 
Whoever talks to him receives a torch. 


You need the torch to light the seven Storm 
Beacons. Jf you wish^ you can drop the torch 
and let another group mefnher pick it up. 
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The first Storm Beacou is just behiud 
Hayden. light it, then continue fol- 
lowing the path and lighting beacons. 
"Ybu can temporarily drop the torch 
to fight. 


Storyline Missions: Nolemi Academy, Borlis Pass 


Bonus Mission 


Rornak Stonesledge requests that you 

dispatch of a certain Ice Drake. 

• Blow up the gate ( ) using a Dwarven 
Powder Keg. You can find a pile of 
them at (-^). 

• Talk to Ron ark Stonesledge; he is 
behind the gate. 

• Get another Powder Keg and place 
it at (t'-) to blow away the snow wall. 


A Gate I 
B Cate 2 
C Gates 
D Snow Wall 
E Slone Summit Engineers 
F 3 Torches 

K! Dwarven Powder Keg Station 
K3 Pile of Dwarven Powder Kegs 










1 King Jalis Ironhammer (24) 

2 RomaHc Stonesledge (Id) 

3 Ascalon Guard Hayden (7) 

4 Ascalon Guard Tolis (7) 

5 Prince Rurik (10) 

6 Lore Keeper Beccum (I) 

H Hencnmen (a) 

HI Mercliant(5) 

1 Shiverpeak Longbow (6) 
ShiveTJeak frotedor (Boss Ms; 7) 
Shiverpeak Warrior (S) 

2 Dolyak Rider (11) 

Priest of Dagnar (9) 

3 Whiskar Featherstorm (Boss E; 10) 

4 Frostfire Dryder (ID) 

5 Summit Beastmaster (O) 

6 Ice Golem (10) 

7 Dwarf Boss (Boss Ms; S) 

Slone Summit Crusher (10) 

Stone Summit Engineer (9) 

Slone Summit Howler (10) 

Stone Summit Scout (9) 

Summit Axe Wielder® 


Talk to Prince Rurik. 

Follow the road west to engage the 
Dwarf boss, then continue on to 
light the three final torches. 


CAU fiON 

Proceed cautioHsty at this point as there 
are a myriad of mobs lurking about that 
are looking to do you serious harm. 


CAUTION 

Be earejul in the next area and try to 
focus on one mob at a time or you *tt 
he iff a world of hurt. 


As you come across patrolling bauds of 
CenianrSf be sure to destroy the Spirit of 
IVinter to tems that they drop first. 


TIP 

Be prepared to pei^rm heating and Hc.v- 
imforw/ against the Pros fire Drj^ders. 
















Mmotaiir (io) 

Minataur (Boss W; S) 

Dwarf Boss (Boss Ms; 9) 
Stone Summit Engineer (10) 
Stone Summit Howler (lO) 
Stone Summit Sage (10) 
Stone Summit Scout (9) 
Summit Axe Wielder (9) 


Send one party member back to 
a safe area, preferably a charac- 
ter who can resurrect. This is a 
dangerous part of the mission, 
and should you turn all three 
gears and then die, youUl be 
happy you still have a live 
group member banging back! 

Use the gear lever to activate 
the three remaining gears (C), 
and ( i). Note that each 
gear opens a gate that releases 
a Stone Summit force to attack 
yon, sn ynii must innve fnstJ 


Primary Mission 

General Map Direction: South 

On the final leg of your journey, 
make your way over the moun- 
tains, Prince Rurik needs you to 
take out the ballista along the way 
so that his people can move beyond 
the Frost Gate and on to Kryta. 

• Follow the path through the area 
as the minotaurs come charging 
down — let them come to voul 


Follow the path throu^i the area. 

Oestroy Engineers qe yon come 

to them. As you do, you receive 
morale boosts, gates open 
before you, and Prince Rurik is 
able to continue on his safe 
path. There are four Engineers 
in total, one at each (i). 


Bonus Mission 

This mission takes place after you 
defeat the second Engineer in the 
Primary Miajicrn. 

Rornak Stonesledge needs you to 
take him to the correct ballista so 
that he can shoot domTi a door, 

• Talk to Rornak Stotiesledge; he 
is in a cave. 


^ TIP ^ 

After (he first Engineer^ tomtit for 
the pairollwg bands of let Qotems 
to come io you before proceeding* 


Head down hidden path (c ) 


CAUTION 


•=#’ CAUTION 


After d^eating each E tight eer^ you 
battle a Dwarf hosSj so be on your toes. 


If Rornak dies, you ufon^t be able 
to contplete the miss ion. 


Once you slay the final 
Engineer, head into the next area 
and kill the monsters within. 

Pick up the gear lever and use 
it to activate the first gear (^). 
Note that the lever will drop 
and you must pick it up again. 

After a moment, the large door 
opens. Head inside and clear 
out the monsters. 


Take Rornak to the ballista 
(1 ). Once he speaks, fire the 
ballista by pulling the lever. 


After shattering the gaiCf send some 
party members down to drato out 
enemies* Continue to shell (Item 
with (he ballista to make life ntuch 
easier for everyone. 


Head back down the hidden 
patli and along the regular 
road. You find a broken gate 
(T) — ^the one you blasted with 
the ballista. Continue through it 

Follow the path until you find 
a chest (. ), Open die chest to 
reveai..,tlie secret plansl Better 
get those back to Rornak on 
the double. 

Return to Rornak. 


A 

First Gear 

H 

Henchmen (8) 

B 

Hidden Path 

M 

Merchant (5) 

C 

Ballista 



D 

Broken Cate 

! 

Dolyak Rider (M) 

E 

Engineers 


Shalis Ironmantle (Boss Mk: 9) 

F 

Chest 

2 

Froslfire Dryder (10) 

G|H|i Remaining Gears 

3 

Snow Efim (11) 



4 

Bucknar Runeguard (Boss E: 9) 

1 

Rornak Stonesledge (10) 


Ice Golem (10) 

2 

Prince Riirik (10) 


Stone Summit Crusher (10) 

1 

Lore Keeper La r than (10) 




no 
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Storyline Missions: The Frost Gate, Gates of Kryta 




) 




■ As the missiou begins, a group 
of villagers approach quickly 
with a baud of monsters hot on 
their heels — slay the monsters 
and save the villagers. 

■ Next, you come upon some 
Warlocks — slay them firsts then 
kilt any minions theyVe sum- 
moned. 

- As you approach the bridge, let 
the squad of Undead trutidle 
past before heading across 
(watch out for the trailing 
group as well). 

Follow the road through the 
Undead until you come to a gate 
( ) being defended by White 
Mantle Knights. Defeat the 
monsters in the area to open 
die gate. 
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ScoMHSrel^s Rise 


Primary Mission 

General Map Directions South 

In ardef to reach the Gates cf 
Kryta^ you^tl need ta complete the 
foilotifing qnests; 

t. To KrytazThe Refugees via 
Master S^eritn in Beacon^s Perch 

2. Tc KrytazThe Ice Cave viu Master 
Seeker Nti^hatiiel in Griffoft*s Mouth 

3, To Krytaz Journey End via 
Aldan in Griffon's Mouth 

With the passing of Prince Rurik, 
me aucy or nnomg a permanent 
home for the refugees of Ascalon 
falls to you. Your first step is to 
clear the Undead-infested realm 
of the Cates of Kryta. 


Talk to Justiciar Torimo; he is 
near a large set of gates* 

Heading along the bridge after 
speaking with Torimo, you 
encounter some Sorcerers and a 
Warlock. This is a tough battle, 
so make sure you're prepared 
before engaging them* 

*=P ] IS"' ‘=P 

If you make y^iir way down to the 
beach from this area^ you Jtnd there 
are drakes you can hunt to ^^rjn some 
huge EXP and great loot. 

Head south and follow the 
beaches until you come to 
Justiciar Habhon. 

Talk to Habhon, then follow 
him. Help him and his cohorts 
fight the Undead in the swamp. 


* If you aid Hablion*s men, they 
help you move deeper into the 
swamp, where you find the 
boss you need to slay* 


Bonus Mission 


This mission takes place Just to the 
left of the start pointy next to a smatt, 
ahan doa ed farm. 

Find a httle lost Oink and return 
it to its master, Cheswick. In 
thanks, his father, Orriau 
Historian McClain, offers to 
trauslate the Orrian Text you 
found along die way. 

• Click on Oink. It follows you. 

> Head out the south gate and to 
the bridge. Go under the bridge 
and along the river bank until 
you come to a chest ( ). 

• Open the chest and pick up 
the Orrian Text, 

• Take Oink to Cheswick (t). 

• Ches wick's father, Orrian 
Historian McClain, who is right 
next to Cheswick in town 
will translate the text for you. 


A Gate 
B Chest 


« : Lore Keeper Casori (15) 
H Henchmer^ (10) 

M Merchant (12) 


Cheswick (10) 

Farmer (10) 

Josephine (10) 

Kryta Male (a> 

Merchant (10) 

Orrian Historian McClain (10) 
Recruit (10) 

Veteran (lO) 

LioffsArch Guard (15) 
Justiciar Tofumo (15) 
justiciar Hablion (18) 
White Mantle Abbot (15) 
White Mantle Knight (15) 
While Mantle Seeker (12) 
Oink (8) 


Lightning Drake (18) 
Mergoyle { 14) 

Grasping Ghoul (11) 
Undead Boss 

(Boss W; 11) 
Hellhound (16) 

Smoke Phantom (17) 

Undead Boss 

(Boss Ms; 11) 

Skeleton Mesmer (IJ) 
Skeleton Ranger (B) 
Skeleton Sorcerer (B) 
Undead Boss (Boss N: 11) 
Zombie Warlock (14) 


1 


1 


1 

2 

3 


4 

5 

6 


7 


5 

6 
7 

S 

9 

TO 


It 


THE DEAD LIVE* 

As this h the first time you face 
Undead foes, bear in mind a 
few things: 

L Smiting PfEiyers to double 
duttuige to Uiidead foes, so you 
might want to re-spec your 
healing monks to focus on 
Smiting (you cun alw^ays 
chunge back later), 

2* Condition Removal skills such 
as Purge Condition, Antidote 
Signet* and Mend Ailment w'ill 
come in handy when com- 
bating tlie effects of poison. 


‘>^CA.UT!ON‘=^’ 

77i£ svfatnp is p&honovs, so wateti your 
step. Tty (0 stick to dry hrtJ whrnet*et 
possible. 
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* Save every villager; each villager 
saved gives you a +2% morale boost. 
You should end up with +10%- 


Bonus Mission 

Deliver the village’s offering to the 
statue of Melandru. 

* When you get to tlie village, make 
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• Transfer the pot to the other altar 
( ),To find it, head south through 
the gate, west past the Shrine of 
Mending and Confessor Dorian, 
then nortli through the Oakhearts. 


Primary Mission 

Genera] Map Direction: West 

To reach this story miss ion^ find the 
Armanthe Gfiide la Litmus Arch and pick 
up the quest Report to the White Mattiie. 

The Undead are laying siege to Lion’s 
Arch and the White Mantle need you 
to help Confessor Dorian repel the 
unholy assault. 

* Talk to Justiciar Isaiah. He leads you 
onward until you come to a bridge. 

* Isaiah decides you need more help; 
he returns to find White Mande 
Knights to assist you. You must 
continue on yourself. 

* Follow the path until you come to a 
village under attack. 


Yaw can actuary let the raised Undead 

die on their ou^n hut you mit not get 

the morale hoostt nor wilt you he ahie 

to tackle ike bonus mission^ 

* Talk to die Gate Guard (the first 5). 
He opens the gate. 

* Head through the gate. 

* Proceed through tlie swamp, com- 
batting ghouls, and various odier 
Undead. 

* Help the White Maude Knight 
defeat the ghouls, and he helps you 
as you progress. 

* Stay as close to the Shrine of 
Mending as you can — it heals you. 
Fend off attackers until they stop 
coming, 

* Talk to Confessor Dorian. 

* Head southwest doivn the path to 
fight another group of foes and 
take on the boss. 

* Speak to Dinas to complete tins 
chapter of the story. 


A First Altar 
fi Second Altar 

! Benjl Makala (lO) 

2 Dinas (20) 

3 Kryla Male (8) 

4 Villager (10) 

Villager (10) 

5 Gate Guard (IS) 

White Mantle Guard (15) 
White Mantle Seeker (12) 

C Confessor Dorian (20) 

7 Gate Guard Makalo (15) 

8 Justiciar Isaiah (12) 

5 LyiiA (Pet, 10) 

10 Krylan Herald (Grafter; 15) 

1 1 Mantle Knight Katriya (15) 

Ji Henchmen (10) 

M Merchant (12) 

1 Etlin Boss (Boss W; 13) 
Gypsie Ettin (15) 

2 Mergoyie(l+) 

Mergoyle Boss (Boss Ms; B) 
S Grasping Ghoul (11) 

4 Ancient Oakheart (17) 

Treant Boss (Boss R: B) 

5 BQgSkale(tl) 

Bog Skale Boss (Boss N; B) 

6 Skeleton Mesmer(B) 
Skeleton Monk (12) 

Skeleton Ranger (B) 
Skeleton Sorcerer (B) 
Undead Boss (Boss Ms; 12) 

7 Undead Boss (Boss N; 12) 
Zombie Warlock (14) 


sure to save all of the lallagiers 
along with Benji Makala; he's fight- 
ing a boss. His brother guards the 
Qorthern gate and won't let you 
through if Benji dies. 

• Go through the northern gate and 
then head northeast. 

• In the northeast, right before you 
turn south toward the fort, you find 
a pot on an altar ( ).Take the poL 

Note that you cannot use a weapon 
while holding the pot and^ even more 
importantiyf if you drop it, it will dis- 
appear* Howevetf you can go back and 
restart the bonus mission* 


If you approach from the heacht yaw 
only actiifdte pari of the area^girhg 
you more time to deal with the mobs 
(not to mention more breathing room)* 






A Fountain of Truth 
& Tovyn ^ Villagers 
C Bridge, Second Villager 
0 Third Villager 
E Fourth Villager 
F Path to Loamhurst 
J EyeofJanthir 


. Merchant (ID) 

2 VilEager (10) 

3 Coastal Keep Guard (12) 

4 lustrdar Habtion (18) 

5 Justiciar Lash ona (12) 

^ lion's Guard Mtiiah (15) 

7 Shaemoor Gate Guard (15) 
B White Mantle Abtxit (15) 
White Mantle Knight (15) 

9 Lynx (Pet; 10) 

1 0 Lore Keeper Frankli n ( 1 5) 
H Henchmen (12) 
iVl Merchant (12) 


1 Grand Drake (20) 
lightning Drake (?a) 

2 Gypsie Ettin (15) 

I Mergoyle Boss {Boss Ms; 14) 
Mergoyle Wavebreaker (12) 

4 Grasping Ghoul (II) 

$ Hellhound (IB) 

6 tnfemo Irnp (IS) 

7 Spined Aloe (11) 

8 BogSkale(ll) 

9 Undead Boss (Boss Ms: 13) 
Skeleton Ranger (13) 
Skeleton Sorcerer (13) 

10 Caromi Teiigu Brave (13) 
Tengu Boss (Boss N; 14) 

II Zombie Warlock (14) 

Zukra Cadava (Boss N; 13) 


Wrttc^iloHJer Codst 


Storyline Missions: D'Alessio Seaboard, Divinity Coast 


Primary Mission 

General Map Direction: West 

Now that you are a member of the 

White Mantle Knights, they entrust to 

you the administration of the Test of 

the Chosen. 

• Talk to Justiciar Hablion; to find 
him, follow the long path north to 
the village. 

• Head east of town to the Fountain 
ofTruth ( '); bathe in it to advance 
the quest. 

• Return to Justiciar HabOou and get 
the Eye of Janthir. 

• Talk to the villagers around the 
town; some of them, the Chosen, 
begin following you» 

• Go through the gate west of town. 

• Follow the path to Loamhurst ( ); 
there you see a glowing pedestal . Take 
the Eye of Janthir to tlie pedestaL 


77ie Eye ntakes an excel ten/ uvapcnr anJ 
unit knocii daunt or itt/errupr tnosi qf 
/he enemies wich which its eldritch 
ener^ comes tn contact with (ettiuSf 
howeverj arenas as snsceptibie to this)^ 


Bonus Mission 


A caravan of five villagers have been 
attacked and are now split up. Some of 
them are the Chosen, so it is your duty 
to rescue them! 


Once you cross the large bridge 
( ), you see a villager under attack 
Rescue him. 


Talk to the villager. He begins to 
follow you. 

Talk to the second villager (in the 
southwest ( ). 

Talk to the third villager (near a 
group of villagers (";); follow the 
path onward to find him)* 

To complete this mission, you must 
lead the Chosen to Loamhurst. You 
receive a bonus in gold for each 
Chosen villager who survives. 


77fe Chosen arerr^t t^er}^ smart, so give 
arty poison wafer a unde herth to make 
sure that the Chosen ensure that they 
don^f perish within in its conjtnes. 


Talk to the villagers around the town 
( ); some of them, the Chosen, begin 
following you. Note that you must 
have the Eye before any Chosen will 
follow you. 
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Primary Mission 

General Map Directions West 

Startinji in Drnid^s Overhak, speak ta 
Trader VersaUtes and pick up the quest 
A Brother’s Fury to reach this Story 
Mission t 

The Shining Blade have forced the 
Chosen into the Wilds of the Maguuma 
Jungle, You must venture into this 
treacherous and confusing place and 
save the Chosen. 

• Follow the White Mantle Guides till 
you come upon the entangling roots. 

• Defeat the various lifepods, scarabs, etc. 
before attacking the entangling roots. 




A fter the roots rfie, watch out for the 
scarabs that urtturh from the ground! 


Proceeding to the next area, pull 
one scarab mob at a time and use 
Fire-based AoE skills (Fire Storm, 
Immolate, etc.). 

Before long, the White Mantle give 
up — shortly thereafter a cmcmadc is 
triggered that instructs you in how 
to create the vine bridges. 

Move forward to catch sight of a 
fleeing Shining Blade. Give chase 
(up the path to the Left). 


* Proceed into the gorge and deal 
witii the myriad of spiders. Stay in 
the water to mitigate the effects of 
their poison attacks. 

* Soon yowVe treated to another dn- 
ematic, after which you must deal 
with Kur2a Spindleweb and her 
coterie of Spider minions. 

Bonus Mission 

You overhear two Centaurs talking in the 

wood about a meeting of the Centaur 

leaders. Slay the leaders and protect the 

people of Tyria fix>m the Centaur menace. 

* At there are two Centaurs. Stop 
and listen to them talk. Hear them 
out to receive the bonus mission. 

* Kill the Centaurs and take the seed. 
You caiuiot wield a weapon wliile 
holding the seed, so a spell caster 
should take it. 

* At is a vine bridge that needs 
activating. Drop your seed on the 
glowing area to activate the bridge, 
then cross it. 

* There are two Centaur chieftains 
southwest of the large lake in the 
north at * Careful— they have lots 
of friends! 


A Centaurs 
B Vine 
c Centaur Chieftains 


White Mantle Knight (IS) 
Witness Giselle (15) 
Henchmen (12) 

Merchant (12) 


1 Kurza Spindleweb (15) 

2 Centaur Scout (16) 

Centaur Boss (Boss E; 15) 
Maguuma Avenger (16) 
Maguuma Enchanter (!6) 
Maguuma Hunter (16) 
Maguuma Protector (16) 
Maguuma Warlock (16) 
Maguuma Warrior (16) 
Centaur Boss (Boss Ms; 14) 
Centaur Boss (Boss E; 14) 

3 Saidrd (15) 

4 Shining Blade Scout (15) 

5 Entangling Roots (IS) 

Life Pod (IS) 

Treant Boss (Boss Mk; 14) 

6 Wind Rider Boss (Boss Ms; 14) 
Wind Rider (12) 

7 Moss Scarab Boss (Boss N; 14) 
Moss Scarab (12) 

8 Troll Boss (Boss W; 14) 

Jungle Troll (14) 
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Storyline Missions: The Wilds, Bloodstone Fen 
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Primary Mission 

General Map Directioxi; West, then East 

The White Mantle are spiriting the 
Chosen to Bloodstone Fen, Give chase 
to ascertain whether the Shining Blade 
are being forthright with the truth as 
tlie web grow's increasingly complex. 



A 


ION '=^ 


Meiee classes flVarrwrs) shoutd steer 
dear of theTftrott Stalkers to atfotd 
their AoE knodtdoum attacks. 


- Talk: to Saidra; she is northwest of 
where you start. She gives you a seed. 

• Drop the seed on the glowing circle 
to build a bridge; cross it after it is 
lip, and continue following the path. 

* Along the path are trees growing 
seeds. Har\"est the seeds as you find 
them; you will need them to open 
more bridges. 


Drop the Pitre seeds to ettfanglefoes. 


• There are many paths to take, but 
your final dosdnation i$ (1), Here is 
Blade Scout Ryder. 

• Talk to Ryder. 

• Across a few more bridges are 
White Mantle. If you do not see 
them, you are going the wrong way, 

• Follow the path and fight the Mantle. 

• After you make it to the large stone 



platform, be careful; as Ryder told you, 
resurrections take a long time here. 

■ As you approach the Bloodstone, 
knock off the two White Mantle 
mobs patrolling it before heading in 
for Justicar Hablion. 

• To deal with Hablion, send one person 
to lead him on a chase. Use your 
healer to keep that group member 
alive. Have the rest of the group focus 
on knocking off Hablion "s healer, then 
descend on Hablion like a pack of 
ravenous wolves. 

Bonus Mission 

The Elder Druid must be awakened. 

Awaken all the Druids of the forest to 

awaken their elder. 

■ Find one of the many seed trees in 
the jungle and get a seed. Do not 
hit the Jungle Guardians. If they 
die, game over. 


CAUTION‘D 

If yoH kilt a Guordiattf Rava^ers ipill 
attack yottf so watch yourself! 


• Take the seed to the platform at . 
This awakens the first Druid and 
starts the quest. 

• Awaken the other three Druids using 
the same method (seed on platform). 
They are at , , and . 

“ The four Druids converge at and 
awaken the Elder Druid. 

• Talk to the Elder Druid. 


A Platform 
B|C|D Droids 
E Elder Druid 
F Justiciar Hablion 
C Seeds 


3 

4 

5 

H 

M 


Dmid (20) 

Elder Druid (20) 

Blade Scout Ryder (15) 
Chosen Villager (lO) 
Saidra (15) 

Lore Keeper Braden (15) 
Henchmen 05) 
Merchant (12) 


1 Root Behemoth (19) 

1 Maguuma Protector (16) 
Maguuma Warrior (16) 

I Fevered Devourer (17) 
Devourer Boss (Boss W; 16) 
Thorn Devourer (17) 

4 Ravager (20) 

5 Jungle Guardian (19) 

Thorn Stalker (17) 

Thorn Stalker Boss (Boss E; 16) 
Tree of Life (Boss Mk; 16) 

Tree of Winds (Boss R; 16) 

6 Hepp BilespiUer {Boss Ms; 16) 
Wind Rider (12) 

7 Moss Scarab (12) 

& Jungle Troll (16) 

9 White Mantle Boss (Boss Ms; 16) 
White Mantle Abbot (18) 

White Mantle Knight (16) 

White Mantle Seeker (16) 


Protected by copycight. Unaudiorized or imlawful copying or dawnlfjadiDig expien 



prlmagam».com 








Mii<L€)VVARS 

PR1MA official came GUIDE " 



A First Druid 
B Second Druid 
C Pool 

D Demagogue 


I Druid (20) 

1 Less Longbow (15) 

3 Lore Keeper Cretchen (15) 
H Henchmen (15) 
lUI Merchant (12) 


Plotected by copyri^t. UuauthDrized or imlawiVil copying dt downloading expressly prohibited. 


Spider Boss (Boss R; 14) 
Mdguuma Spider (16) 
Behemoth {19} 

Mongo Guardian (1£) 

Thom Devourer (17) 

Thorn Stalker (17) 

Treant Boss (Boss Mk; 14) 
Wind Rider Boss (Boss Ms; 14) 
Wind Rider (12) 

Moss Scarab (12) 

Troll Boss (Boss W; 14) 
jungle TroK (IB) 

Demagogue (16) 

L45 the Obeisant (Boss Ms; 16) 
White Mantle Knight (16) 
White Mantle Savant (16) 
White Mantle Seeker (16) 


I 


1 


3 

4 


S 


6 

7 


8 


Primary Mission 


“ Follow the jimgle path and kill tlie 
Henge Guardian, He is in a pool at 
. To tackle him, take out the Wind 
Riders, then the Behemoths around 
him. With his troops down, swarm in 
and take Mm out, but do not use 
Signets against himi 


Bonus Mission 


Your target is the Demagogue who is 
leading this operation. Speak to Less 
Longbow for the details and hnd out 
’why you must put an untiineLy end to 
this monster. 




Talk to Less Longbow. 

Kill the Demagogue at * Be care- 
ful — lie is in the pedestal war area; it 
cakes planning to reach him without 
losing your pedestal] (In order to earn 
this mission, you must complete it 
before you capture all three pedestals 
and are teleported to another area. 
Alternatively, you can come back and 
run it again.) 


General Map Direction: East 

In Quarrel Falls^ pi'Ck up the 
series White Mantle’s Wrath: 


3. fVhite Mantle's Wrath: Urgent 
Wirning via Councilor Vaylor in 
Ettin's Back 


These will lead you into the Story 
Mission, 


Take the crystal near him to the 
thorn pedestal west of Mm. 

Go along the previously blocked path. 

When you come to the second 
Druid ( ), kill all the WMte Mantle 
you can reach; you^ll need to move as 
quickly as possible after you activate 
both pedestals. 

Use both crystals to activate the two 
pedestals ahead. Have someojie ready 
at the gate to run in. 

Have your first runner talk to the 
Druid to get a crystal, then head 
toward the wMte pedestal. The NPCs 
turn pedestals red and you turn them 
blue — your goal is to capture and 
hold all three. 


* After all three pedestals are blue, you 
are teleported to another area. 


White Mantua Wrath: Demagogue's 
Vanguard via Gareth Qnickblade in 
Quarrel Falls 

White Mantle's Wrath: A Helping 
Hand via Councilor Vtylor in 
Ettin^s Back 


The White Mantle — enraged over the 
untimely demise of Justiciar Hablton — 
attempt to deny you access to the 
ancient Druidic portal to Denravi wMle 
waging war on the Sliining Blade, 

• Go through the jungle until you 
come to a Druid ( ), 


- Talk to the Druid. 


1 . 


2 . 


I ' iN 


0)0 


Do not kill life White Matttle — hold 

them at bay, or you ^et thatt you 
bargai tied for* 



Storyline Missions: Aurora Glade, Riverside Province 




Primary Mission 

General Map Direction: East 

You*re in Dennun, Sjieak to shining Bladt 

Shadow to pick up the quest Passage 

Through the Dark River to reach the 

Riverside Province Story Mission. 

You must steal the Scepter of Orr from 

tbe White Mantle. 

• Head south until you come to the 
first watchtower (A). Siiealt around 
and pick off the Wliite Mantle 
slowly or you might get ambu sited! 

• Head through the tunnel to the 
southwest, and a squad of Undead 
will attack you. 

• Approach the Tower at ( ’), and the 
White Mantle moves to this Tower. 
Sneak through the gate. 

• Take out the small patrol, then head 
northwest to fight some more Undt^d. 

• Avoid the remaining Towers and go 
to the temple. 


have a caster carry it, as it gives +1 
Energy regeneration. If you drop it, 
anyone near it, including you, gets 
+ 10 max Energy, 

• Go northeast to a bridge guarded 
by a boss at , 

‘ Kill the boss by rushing iiim to avoid 
die wrath of the two Towers, tlien cross 
the bridge with the Scepter in tow. 

Bonus Mission 

Saidra, the Shining Blade, is disguised and 
waiting to help take a load of smuggled 
weapons to the Blade. She needs you to 
take out the Towers so she doesn't get 
searched. 

■ Take out the Tower at 

■ Talk to Saidra; she is west of the first 

Tower, She tells you that you must 
kill the guards at the Towers. They 
are at the following locations: , , 


t t ■ « i t * 


and 






Destroy the IVhite Manite Zealots attd 
Priests to capture some great loot. 

Once inside, talk to Dinas; he gives 
you the Scepter of Orr. You cannot 
use weapons while holding this item; 


Kill the guards at the second Tower 
southwest of Saidra, 

Turn around and head back the 
way you came, then turn southeast. 
Follow the path and kill the Tower 
Guards. When you see the temple, 
turn east and continue on that path 
to find more Towers. 


A - 1 Towers 


S 

H 

M 


Dinas (20) 
Crimnatt (10) 
lonas (10) 
Saidra (10) 
tore Keeper 
Henchmen (15) 
ftilerdianl (12) 


1 Undead Boss (Boss Ms; 17) 
Wtaith (17) 

2 Grasping Ghoul (II) 

3 KtlJ Giant (20) 

4 Hellhound (16) 

5 Fog Nightmare (20) 

6 Smoke Phantom (17) 

Undead Boss (Boss E; 17) 

7 Skeleton Bowmaster { 17) 
Skeleton Ranger (13) 

8 White Mantle Boss (Boss Ms; le) 
Watchtower Guard (20) 

White Mantle Abbot (IS) 

White Mantle Justiciar (18) 

White Mantle Ritualist (16) 

White Mantle Savant (IS) 

White Mantle Seeker (16) 

White Mantle Sycophant (16) 
White Mantle Zealot (24) 

9 Bone Dragon (18) 

Undead Boss (Boss N; 17) 
Damned Cleric (17) 

Executioner (IS) 

Necrid Horseman (18) 
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Primary Mission 

General Map Direction: East 

You are tasked with taking the Scepter of 
Orr to the Vizier. The bad news is that the 
way to liis post is fraught with peril of the 
Undead persuasion. 

- Evannla is on the dock. Talk to her, and 
she gives you the Scepter of Orr. 


• Follow the Undead and help them head 
off the first onslaught of White Mantle. 
Don't be too upset if they all die; just 
continue on the path. 

• At the end of the path (0), the Viser appears 
once again and tells you that the White 
Mantle are too strong and you must escape. 
Protect him while he summons a ship from 
its grave at the bottom of the sea. Use the 
dock to your advantage and force foes to 
come to its edge where they are easy prey 
when bottlenecked. 


118 


Protected by copyri^t. UaQutliDrized or unlawfiil copyiag or downloading expressly prohibited. 




Make your way across the area, laying 
waste to Undead, till you come upon the 
dragon Rotscale. 

The best bet to defeat Rotscale is to sim- 
ply wade in ajid destroy him, but be aware 
that his Choking Gas attack will interrupt 
casters^ and Condition Removal Skills are 
a must to negate the effects of poison. 

Southeast of that battle is a large temple-like 
structure ( ) guarded by Giants. Take it easy 
and eliminate them one at a time, then go 
to the front of the structure. 

Vizier Khilbron appears. Talk to him. 

The Vizier summons a large number of 
Undead — fear not, though, for they help you! 


“ Quickly board the ship before the White 
Mantle overwhelm youl This triggers the 
end cinematic. 

Bonus Mission 

Help the Restless Spirit Gnd his final 

resting place. 

’ Talk to the Restless Spirit at so he 
follows you, 

• Lead the Restless Spirit to Vizier Khilbron, 

• Talk to the Restless Spirit again after the 
cinematic with Vizier Kliilbron, 

- Lead the Restless Spirit to his family's 
grave 

• Talk to the Restless Spirit after he thanks 
you to receive the bonus reward. 


A Restless Spirit 

B \/irier Khilbron 

C Spirit's Family Craue 

D End of Patb 

1 Evennia (15) 

1 Lore Keeper Silas (15) 

H Henchmen (15) 

M Merchant (II) 

I Lightning Drake (18) 

I Undead Boss (Boss Ms; 17) 

3 Grasping Ghoul (M) 

4 Hill Giant (20) 

5 Hellhound (16) 

6 Vizier Khilbron (20) 

7 Inferno Imp (O) 

e Undead Boss (Boss E; 17) 
Smoke Phantom (17) 
Smoke Phantom (18) 

9 Skeleton Ranger (13) 

10 Undead Boss (Boss Ms; 16) 
White Mantle Knight (16) 
White Mantle Savant (16) 
White Mantle Seeker (16) 

II Bone Dragon (18) 

Damned Qeric (17) 
Executioner (18) 

Undead Boss (Boss N; 17) 
Necrid Horseman (IB) 
Rotscale (Boss R; 17) 


Use the terrain in this area to adtfantage: 
any^time yon can, take the high road to shell 
foes from above. 







Storyline Missions: Sanctum Cay, Dunes of Despair 




A Forgotten Boss 

Forgotten Arcantst (20) 

&|C[D Forts 

Forgotten Curse bearer (20) 

1 GhosHy Hero (24) 

Forgotten Illusionist (20) 

H Hencl’HTien (17) 

3 Eldriss Blesst (Boss W; 20) 

M Merchant (12) 

Enchanted Bow (20) 


Enchanted Sword (20) 

1 Losaru 31a dehand (20) 

4 Storm Kin (20) 

Losaru Bowmaster (20) 

5 lade Scarab (20) 

Losaru Llfeband (20) 

6 Enemy Ghostly Hero (24) 

3 Ayassah Hess {Boss Ms: 20) 

7 Siege Wurm (Id) 


< 3 ^ 




To HJf the teleporters in the Crystal 
Desert, tifatch the stones that JIask 
directly across from the teleporters and 
hit the smtches in the order in ufhich 
they blink. 


This mission is wry similar to King of 
the HiU in PvP. 


The following three story missions can 
he tackled in any order you choose and 
there is no best path to take. 

Start in the Amnoon Oasis and pick 
up the Sand of Souls from the 

Ghostly Hero. From there, head east 
into Prophet^s Path to Augury Rock by 


follomng the taii, stone pillars. There 
you find Great Ritual Priest Zahmut, 
Launch your assault on the Crystal m 

Desert from here. You also take a 

trip down to the nearby Oasis for Intel 
on the three missions you must 
undertake in the desert. 


0 k 
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Ptotect the Ghostly Hero as he per- 
forms his ritual (this takes 10 min- 
utes). If you have the Slow Totem, 
it’s a good idea to use it here, as well 


• After you kill each general, an addi- 
tional wave of Forgotten accosts the 
remainder of your team defending 
the Ghostly Hero, so be prepared. 

If this is the last af the three Crystal 
Desert Missions for you, teleport to the 
mesa to enter the rune circle. Once 
aflame, ignite the three nearby stones 
and the mesa itself will open for the 
final trial of Ascension, which involves 
a battle aj^ainst your mirror self. 


Primary Mission 

7b reach the Dunes of Despair, exit 
Augury Rock, then head south into 
Vulture Drifts, which will take you to 
the Dunes themselves. 

General Map Direction: Southwest 

The Temple of Ascension is where the 
gods focus their gaze when they look 
upon Tyria. In order to draw their holy 
gaze, you must aid the Ghostly Hero in 
an attempt to reclaim the Temple from 
the usurper, the Enemy Ghostly Hero. 

• TjUsl uj Llie Gliosily Hero; lie Is 
near your startuig Location. 

• Head over the southwest bridge. 
The Hero follows you. Escort the 
Ghostly Hero to the Temple of 
Ascension by going west, then 
south over the bridge. 


If you ^re having trouble, be sure to buff 
the Ghostly Hero so that he cart last the 
entire 10 miuute coutudown. Hare the 
Monks mind his health and keep a keen 
eye on the radar to track where foes are 
comittQ from. 


Bonus Mission 


Defeat the three Forgotten generals in 
the fort just south of the Temple of 
Ascension at , to gain more prestige. Get 
the bonus mission when the Ghostly 
Hero claims the throne. 


You have to do this mission while the 
Ghostly Hero is claiming the throne, so it 
requites spihtiug up your team. 


Aj you begin to head sauthf you need to 
haife a garneplan to deal with (he Siege 
Wurm, eiHfti though i(*s mainly a giant 
pest. Your safest bet is to simply ignore it 
and keep running. If you want to kiit it, 
make sure you kaire tots of armor. 


Head through tlie south exit of the 
Temple of Ascension to reach the forts. 

Defeat tlte generals in the forts sur- 
rounding the Temple of Ascension at 
, , and to gain more prestige. 


After you cross the Siege IVurm bridge, you 
can go to an area to the west where the 
Stow Totem is located.. The Slow Totem 
will place the Imagined Burden skill on 
any enemies that pass within itsAoE. 
This is, however, optional. 

* Go to and kill the Forgotten boss 
and its cohorts. Their destruction 
triggers a cinematic. 

* Now approach the drawbridge slowly, 
taking out the archers as you approach 
(if you don’t, you will have more 
trouble later). 

" Approach tlie Temple of Ascension, 
and the drawbridge lowers. If you 
picked up the Slow Totem, drop it in 
the doorway to give the onrtishing 
foes some trouble. From there, just 
pick them oif as they come to you. 

* Defeat the Enemy Ghostly Hero 

by rushing in and taking him ^ 
dowm with whatever 
means you have at 
your disposal. 
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A Second Crystal Shard 
B Final Crystal Shard 
c Rtiual Priest Kahdat 
D Rtiual Priest Nahtem 
E Rtiual Priest Hehmnut 


Dii/iner^s Ascewt 


^ Ghostly Hero (24) 
1 Ghostly Priest (24) 
H Henchmen (17) 

M Merchant (12) 


1 Dune Burrower (22) 

2 Forgotten Arcanist (20) 
Forgotten Cursebearer (20) 
Forgotten Boss (Boss Ms; 20) 

3 Enchanted Sword (20) 
Forgotten Boss (Boss W; 20) 

4 Mmotaur (20) 


Storyline Missions: Dunes ofDespeiir, Elona Reach 


Bonus Mission 

Awaken the Ritual Priests using the 
Vision C'rystaL 


Primary Mission 

To j£et to the Elona Reackj. head north* 
east into Skyward Reach and on to 
Dioiner^s Ascent, 

General Map Direction; West 

The Ghostly Hero needs your help with 
a ritual that wifi £!ombine the three shards 
of the Vision Crystal, With this Crystal^ 
he will be able to help focus the gods’ 
gaze on the rune circle.%u must find 
the shards while he conducts the ritual. 


Oircc yPM have the shard (s) in your 
possession, a tot more enemies 
spawn to menace yon. 


-i- CAUTION 


Talk to the Ghosdy Hero. After 
turning over the first shard, a 
30-minute timer is activated. 


lit this battus missioit, you need one of 
the shards^ so you must complete this 
mission before turning in thefinat shard 
to the Ghostly Hero, Also, keep an eye 
on the dock! 


The shards are kept in the giant 
Sail Towers, so keep an eye out for 
the Towers if yon*re Itaoing trouble 
orienting yourself! 


* Go to C with a crystal shard in 
your hands; awaken the spirit of 
Ritual Priest Kahdat. 

* Talk to Kahdat and he follows you. 

■ Take Khadat with you when you go 
to talk to the Ghostly Hero for the 
first time; this activates the quest. 

" Awaken Ritual Priest Nahtern with 
the crystal shard. 

■ Awaken the last Ritual Priest, Hehmnut. 

If this is the last of the three Crystal 
Desert Missions for yaw, teleport to the 
mesa to enter the rune circle. Once 
aflame, ignite the three nearby stones 
and the mesa itself will open for the 
final triai of Ascension, which inootves 
a battle against your mirror self 


As the mission begins, keep an eye 
out for the charging miuotaur so that 
you don't get caught between more 
groups of foes than you’re ready for. 


Retrieve the second crystal shard and 
return to the Ghostly Hero. 


The Splinter Mines make handy 
'*tire spikes'* for foes — riuft in and 
grab them (you’ll have to deal with 
Bleeding and Cripple conditions, so 
make sure yaw choose a stout soul 
for this task), then drop them to 
inflict damage on yawr enemies. 


The easiest way to reach each Totver h 
to hug the canyon walls to the east and 
n*est, cutthtg a path to each so 
that (he way is clear on the return trip. 


Take the final crystal shard to the 
Ghosdy Hero to complete the mission 


Talk to the Ghostly Priest, He gives 
you the first shard of the Vision 
Crystal, Remember: You cannot wield 
weapons while holding the shard. 
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A Ghostly Hero 


! King Khimaar (2) 
2 Ghostly Hero (20) 
Ghostly Hero (24) 
H Henchmen (17) 

M Merchant (12) 


Hits Missian is extremefy hard to complete 
unth henchmen, so make sure to tackle it 
unth other players. 

* The Ghostly Hero leads you through 
several arenas where you must fight 
opposing teams. 


! IP 

Your spelts are not impeded By obstruc- 
tions itt path, so if the Priests are 
staying out of sight, shell them through 
the rralh. 

As you defeat each group of monsters^ 
you gain access to the next group* The 
battles happen in three stages, start- 
ing with a battle against an opposing 
team lead by Goss Aieesh. Next are 
the two combined teams of Issah 
Sshay ajid Hessper Sasso. Finally, you 
meet the three combined teams of 


Blighted Devourer (20) 
Enemy Priest (20) 

Forgotten Arcanist (20) 
Forgotten Cursebearer (20) 
Forgotten Illusionist (20) 
Goss Aleessb (Boss Ms; 20) 
Hessper Sasso (Boss N; 20) 
Issah Sshay {Boss E: 20) 
Josso Essher {Boss Mk; 20) 
Forgotten Avenger (20) 
Forgotten Giampion (20) 
Forgotten Boss (Boss W; 20) 
Forgotten Boss (Boss R: 20) 
Sand Giant (22) 


4 


Josso Essher, Lyssha Suss, and Kesskah 
Shissh* Defeat them all to win* 


• To make life a lot easier on you and 
your cohorts, lead the second and 
third arena teams toward each other. 


Bonus Mission 


King Khimaar*s spirit hngers uneasily in 
this realm, wanting to see the blasphe- 
mous invaders banished before he 
rests in peace. But sadly, he cannot 
wait long. 

■ Defeat each enemy force in under 
9:45 minutes or King Khimaar wilt 
disappear* The timer pauses as you 
defeat all the teams in one stage, 
then resets to 0:00 when you start 
the next stage. 

If this is the last of the three Crystal Desert 
Missions for you^ teleport to the mesa to 
enter the mne drete. Once aflame, ignite the 
three nearby stones and the mesa itself unll 
open for the final trial of Ascension, udiich 
involves a battle against your mirror self. 


Sctir 




This Mission mirrors the Annihilation 
mode in PpP. 

Primary Mission 

Head out of Augury Rock and make your 
way northeast to Skyward Reach, then 
continue northeast to Destiny^s Gorge. 
From there, make your way to the Scar, 
moving southeast to Thirsty River. 

General Map Direction: South 

In order to be worthy of Ascension, you 
must cleanse yourself in the rune circle 
located in Thirsty Riven Htjwever, to reach 
it, you must first defeat the Forgotten 
leaders, while still defending the 
Ghostly Hero, 

• Make sure to kill all the Sand 
Giants you find; they give you 2% 
morale boost each (10% max), 

* At ( ), talk to the Ghostly Hero. 


^ CAUTION 

As long as the enemy Priests sundve, the^* 
resurrect your eiicnjy every nro minutes. 
Try to kill the Priests as quickfy as possihlel 
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Storyline Missions: Thirsty River, The Dragon s Lair 




A Facet of Li0}l 
B Facet of Nature 
C Facet of Chaos 
0 Facet of Darkness 
E Facet of Hemencs 
f Facet of Strength 
G Glint 


t Forgotten Cate Keeper (20) 
H Henchmen (tS) 
jVlerchant (12) 


I Glint (31) 


Facet of Chaos (Boss Ms; 22) 
Facet of Darkness (Boss N; 22) 
Facet of Elements (Boss E; 22) 
Facet of Light (Boss Mk; 22) 
Facet of Nature (Boss R; 22) 
Facet of Strength (Boss W; 22) 
Forgotten Area nisi (20) 
Forgotten Cursebearer (20) 
Forgotten Illusionist (20) 
Forgotten Sage (2(1) 

Enchanted Bow (20) 

Enchanted Sword (20) 


Primary Mission 


General Map Dire^rtion; NA 

Now that youVe Ascended, you have earned the opportunity 
for an audience with Glint (a dragon), but it isn’t quite that 
simple* First you II have to battle your way to your audience 
with the mighty wurm through a series of trials* 

• Talk to the Forgotten Gate Keeper* He opens a portal to A. 

Key references here ^re ta the istan4 ufith the first accurrence of 
each key; pairs of keys — A, and so forth — indicate linked 
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Defeat the Facet of Light guarding 
the portal to . (Domain of Health 
Drahiing — Energy degeneration,) 


Heaff/t S/iiJ/jS (Truff U^jguertf^ Afewiirtjj, 
Hfa/tttg efcj are key during 

this battle to negate the health drain 
you tmli suffer. 


Defeat the Facet of Nature guarding 
the portal to . (Domain of Slow — 
mofvenient is slowed,) 




Movement skills are key here (Dodgej 
Sprint, Itlnsion of Haste, etc.) due 
to the movement-sapping natHre of 
the area. 


Defeat the Facet of Chaos guarding 
the portal to * (Domain of Chaos — 
using skills will do a bit of backfire 
damage to you,) 




4 " 


The best strategy here is to simply 
hack away at your foe and rely less 
on skills that take time to recharge. 
Also be sure to time your Skills in 
between the enemy ^s use of Diversion 
(which wilt cause skill to 
recharge slowly) andfor burn a cheap 
skill to force them to use Diversion. 


Defeat the Facet of Darkness guarding 
the portal to (Domain of Eiieigy 
Draining — Energy degeneration,) 


oil' 

C" 

The Necro skitt Blood is Power and 
skills that cause Bleeding (Sever 
Artery, Shot, etc.) are IfC)' 

here. Also try to stay in open areas to 
avoid up and foiling prey 

to Deorli Nova when enemies die. 


Defeat the Facet of Dements guarding 
the portal to . 




4 * 


For this battlef stay anf of range of 
the elemental effects (Fire Storm, 
Maelstrom, Eruption, and Chain 
Lt^Afninjj) and use skills (hat negate 
elemental damage fHhrd Against 
Elements), 






Defeat the Facet of Strength guarding 
the portal to and Glint. 

During this battle you *11 constantly 
he knocked down, so make sure to 
execute after yon get up. 


“ Speak to Glint. 

Bonus Mission 

You must do this Mission after you 
complete the Primary Mission. 

The re ’'s nothing to excite rage hke 
messing with a creature'^s child, and if 
you touch Glint’s eggs, you are sure to 
make an enemy. 

■ Pick up one of Glint's Dragon 
Eggs near , but be carefuU This 
makes Glint aggressive, and she’s 
no easy fighL 

* Defeat Glint, 
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A Caiaptjit 
B Bridge 

C l^^rwriPovvderK^gSlatiori 
D Door to Blow Up 
I Opening 

f Second Door to Blow Up 
C Dwaiven Powder Keystation 
H Prison 

I 'O^ird Door to Blow Up 
J Sl3ip 


1 Hamdor Crandaxe (10) 

2 Romak Stonesledge (10) 
2 Blade Scout Shelby (15) 
H Henchmen (IS) 

M Merchant (12) 




1 Dolyak Master (24) 

:)ione suininli rtrcanlsi 

2 Summit Beastmaster (13) 

3 Ice Imp (22) 

4 Jade Armor (24) 

Mursaat Elenientairst (24) 

5 Pinesoul (24) 

S Dwarf Boss (Boss Ms; B) 
Stone Summit Carver (24) 
Stone Summit bigfneer (K( 24) 
Stone Summit Ranger (24) 

7 While Mantle Engineer (20) 
White Mantle Savant (16) 
White Mantle Seeker (16) 
White Mantle Zealot (24) 


Storyline Missions: The Dragon's Lair, Ice Caves of Sorrow 


Powder Keg Stadons? You find another 
one ( ). Pick up a few kegi; it's time 
to blow up some doorsi 

• There’s o door at , Blow it up 
using a Powder Keg. 

*■ Go through the opening ( ). 

Keep an eye out far more Mursaat patrols 
at this point; they*lt he turkin£ about 
just looking to put a premature end to 
your adventure. 


1)umii till 

you com- HBhwBIm 
plete the 
Jif Housing 
Story 

Mission^ then 2) have someone Hang back 
at the final sequence of escape, 

sacrificing Aiw or herself to speak to 
Hamdor Grandaxe. 


Primary Mission 

jPrixrr to embarking upon the next Story 
Mission, you will want to complete the 
Seeking the Seer to you 

by Captain Hugo Bronzebeard in 
Droknar^s Forge. 

General Map Direction: East 

Tlie Shining Blade have fled to the 
Shiverpeaks, but unfortunately Evennia 
and Saidra have been taken captive by 
the White Mantle due to the treachery 
of Markis. Your job is to recover them 
from the Ice Caves of Sorrow. 

• Make your way down the path 
avoiding the Mursaat at all costs. 


Rornak Stonesledgc was sent by King 
JaUis to spy on the White Mantle’s 
activities and look for signs of the 
Ancient Seer. Not suprisingly, he 
managed to get himself captured once 
more, and now it’s up to you to inform 
Hamdor Grandaxe of his current 
whereabouts. 

■ After going through the door ( ), 
return to get another keg. 

■ At you find another door. 

Blow it up! 

• Talk to Rornak SConesledge; he is 
in a prison (2). 

" There is another Dwarven Powder 
Keg Stadon (-). Use a Powder Keg 
to blow up the door ( )* 

• Hamdor Grandaxe (2) is guarded by 
a bunch of scary Mursaat 
Elementalists; be careful I 

• Once you’ve killed the Elementalists, 
head back and get another keg. Take 
out the ice wall between you and 
Hamdor. 

• Talk to Hamdor to finish die 
Bonus Mission, 


If you want to saife some timet be sure 
haife two Powder Kegs nnth you 
when you go into the next sequence. 


Evennia and Saidm are in a prison f ) 
Use what you find at the Dwarven 
Powder Keg Station ( ) to break in. 

Watch the cinematic, then quickly 
escort Evennia to the waiting ship ( ), 
As you’re rushiiig into the teeth of the 
Stone Summit, keep in mind Che 
Mursaat giving chase; don’t dawdle. 


DonU bother trying to fight the Mursaat 
Their Spectra! Agony Skill is extremely 
deadly and impossible to counter. 


Fight the Stone Summit on your 
way to the Stone Summit 
Icebreaker on the frozen lake. 

Fire the Stone Summit Icebreaker 
(A).Tl7is triggers a cinematic. 

Before crossing the bridge^ be sure 
you’ve taken out any trouble with 
the Icebreaker so that you don’t get 
crushed trying to cross. 

After this point, the trebuchets are 
knocked down and you can proceed 
across the bridge ( ). 

Remember those good old Dwan^en 


You $nttsf Evennia for the Mission 

to be successful, so make sure your 
Monks have her covered. 


Complete the Mission by boarding 
the ice ship. 


Bonus Mission 

The best way to complete this mission is 
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Primary Mission 

General Map Direction: North 

You need the Ancient Seer’s aid 
in defeating the Mursaat, so you 
must journey far to the north to 
find him. It also turns out that 
the traitorous wretch, Markis, is 
also somewhere in the firozen 
wastes, which should make you 
extra eager to spill some blood. 

* Head north and cross a small 
bridge w'liich is the site of a 
^itinriith hprwppTi rhp TXThitp 
Mantle and the Stone Summit. 

* Beyond this battle, follow the 
ice river north, beneath the 
large arching bridge. 


Tip 

Once yow rtijch the basin hein^ 
shetted by ba!U$ta£f do not make 
the mistake of stopping once ytnrVe 
started run^ihe ice tvilt slow 
you doom if you come to a halt* 


Just beyond the griffons, pro* 
ceed carcfully*This area is full 
of Azure Shadows (they won^t 
be visible, so don’t alert them 
inadvertently). 

Talk to the Seer; he is in a 
cave far to the north. 

The Seer sends you to kill the 
Eidolon in a cave to the east 
( ), but keep an eye out for 
the Azure Shadows wandering 
about — kill them first! 


Armor atui skills that protect 
against cold damage are good to 
bring along in the battle against 
the Eidolon. 


A East Cave 
B Markis 
C Inquisitor 


1 Seer (Crafter; 30) 

2 ShiningSlade Scout Ryder (15) 

3 Evennia (20) 

H Henchmen (IS) 

M Merchant (12) 


1 Eidolon (20) 

6 A 2U re Shadow (22) 

2 Summit Giant Horder (24) 

7 Stone Summit Carver (24) 

Tundra Giant (24) 

fl Mountain Troll (24) 

3 Siege lee Golem (24) 

9 Markis (20) 

4 Blessed Griffon (24) 

White Mantle Engineer (16) 

s jade Armor (24) 

White Mantle Knight (16) 

Mursaat Elementalist (24) 

White Mantle Priest (24) 

Mursaat Mestner (24) 

White Mantle Ritualist (16) 

Mursaat Monk (24) 

White Mantle Seeker (16) 

The Inquisitor (24) 

White Mantle Zealot (24) 


Bring the Ancient Essence of 
the Eidolon back to the Seer 
to have your armor imbued. 

Head north to engage the 
Mursaat in combat for the first 
time due to the protection of 
your striking new armor. Be 
wary, however; dying now 
means you have to start from 
scratch. 


7a defeat the Mnrsaat, send one 

player ill to abjxtrb their initial 

trolley of Spectral Agony f then 
wade in and lay waste to the 
Mnrsaat^ starting with the 
Monks and White Mantle* 


■ Head north to to kill 
MarJds by rushii;ig him and 
ignoring all other foes. The 
Mission ends with his well- 
earned demise. 

Bonus Mission 

The (Mursaat) Inquisitor has 
interrogated his last victim— in 
this case a Shining Blade Scout 
by the name of Ryder. It’s time 
to put an end to the Inquisitor’s 
malevolent ways by showing him 
the business end of your most 
handy weapon. 

• Talk to Shining Blade Scout 
Ryder (2), 

• Defeat the Inquisitor ( ) 
before he leaves with the 
information about the 
Shining Blade. 

If the Inquisitor manages to leave 
the mapf you will fail this Mission. 
Yon can repeat this Mission up to 
Jive times to earn additional 
Infusions from the Eidolon which 
will bulk up yaitr armor to aid you 
Iff your battles against the Mursaat* 
These Infusions can be carried 
over to new armor as well, though 
each succeeding piece of Infusion 
is less effective than the previous* 
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Storyline Missions: Iron Mines of Moladune, Thunderhead Keep 








Since foes come from both 
directions, skills that impart 
increased speed are handy 
when racing to and fro to 
cover the field. 

The enemy force will be 
formidable, so you need to 
be prepared for a long, 
drawn-out fight with a total 
of four waves: 

1, Dwarv^es and Giants with 
a Stone Summit boss. 

2, Jade Armor and Jade Bow 

a A4ufaatt b-oaa. 

3, Jade Armor and Jade Bow 
with a Mursatt boss. 

4, Mursaat Casters with 
Confessor Dorian. 

Eventually, Confessor Dorian 
arrives — slay him to complete 
the mission. 


Primary Mission 

General Map Direction: North 

Having been driven from their 
nadve territory, the Stone Summit 
have taken up residence in the 
Deldrimor Dwarves' capital of 
Thunderhead Keep. Since you 
are one who always pays your 
debts, you have agreed to help 
the Deldrimor Dwarves reclaim 
their ancestral home from their 
malicious cousins — it^s time to 
make the Sunmiit re-pay their 
debt.. .in blood. 

* Talk to King Jalis 
Ironhammer (I); he is near 
your starting location. 

■ Head through the city 
around A, Defeat the seven 
groups of enemies within by 
sticking to the wall to the 
left and tackling them one 
at a time. 

• Take Jalis to the door located 
at t>, pass through, and con- 
tinue onward. 


Use the ballistae to urreok havoc 
&tt approachiti^ cnemieSt thus 
titakiTt^ it that much easier to 
keep them at hay. Aho^ ttse the 
wall to see where iticomift£ 
ettemy forces are coming from 
and attack them from above. 


Do not let Jalis die or the 
Mission comes to an abrupt end 


Make your way forward to 
retake the fort (6). 

Kill Daguar Stonepate and the 
Dwarves within the fort ( ). 

Help King Jalis Ironhammer 
defend the fort from the 
Mursaat forces! When he 
shouts out that a wave of 
enemies is coming to an 
end, use that time to rest i 
and heal any fallen allies. I 


Bonus Mission 

Light the beacons to distract the 
Mursaat forces from laying waste 
to the two small Dwarven 
villages they currentiy menace. 

' Pick up the Enchanted Torch 
and light the storm beacons 
along the wall of the fort — you 
need two players to light the 
beacons within 30 seconds 
^ or the villages will be razed. 
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A Village 

1 Stone Summit Boss (Boss i\^k; 24} 

1 

B Jade Bow (24) 

B Fort 

Dolyak Master (24) 

Mursaat Elementalist (24) 

c Dagnar stonepate 

Stone Summit Arcanist (24) 

7 Dagnar Stonepate (Boss W: 24) 

D Door 

2 Enslaved Frost Giant (24) 

Dwarf Boss (Boss Ms; 24) 


Summit Giant Herder (24) 

Stone Summit Carver (24) 

1 King Jalis Ironhammer (24) 

3 Siege Ice Golem (24) 

Stone Summit Gnasher (24) 

^ Grambol Stonebook (10) 

The Judge (24) 

Stone Summit Ranger (24) 

H Henchmen {20) 

4 Blessed Griffon (24) 

u Avicara Brave (24) 

Merchanl(12) 

£ Vizier Khilbron (20) 

Avicara Fierce (24) 



B Confessor Dorian (20) 









A EidolQn 

8 Citadel Guardhouse Cate Lever 
C Guardhouse of Mursaat 


1 Brechnar Ironhammer (24) 
1 Dwarven Soldier (10) 

3 Ancient Seer {Crafter; 50) 

4 Fogard Axemighty (10) 

H Henchmen (20) 

M Merchant (12) 


I Lava Spitter (22) 

1 Drake (20) 

3 Igneoufi Fttin (20) 

4 Eidolon (20) 

Phantom (20) 

5 Vizier Khilbron (20) 

6 Lava Imp (20) 

7 Jade Armor (24) 

Jade Bow (24) 

Mursaat Bementalist (24) 
Mursaat Monk (24) 

Ether Sea! (24) 

8 Nightmare (24) 

9 Breeze Keeper (24) 


KOMAL 


Primary Mission 

General Map Direction; West 

Before reaching the Ring of Fire, pick 
up the Final Blow Quest from Shining 
Blade Shadow in Ember Light Camp. 

The Flame seeker Prophecies have fi>reseen 
tJiat you wll open the Door of Komalie, 
which you reach after you pass through 
the Ring of Fire. The Mursaat greatly 
fear the achievement of this goal and 
stand ready to prevent it at any cost. 

< Gain access to the Citadel Guardhouse 
by destroying the Ether Seals (one 
per tower) and any other enemies 
in your way* 

* Take it slowly as you go since you 
ha\fe to contend with party after party 
of Mursaat and their awakened Jade 
Armors. If you can take diem three 
at a ttmCi this makes life much more 
bearable. 

- You have to destroy numerous towers 
along the way, as well. Send a quick 
character in to draw the enemies 
away and deal with them first. Then 


you can concentrate on avoiding the 
debilitating effects of the towers. 

After you Idll the guards, you can 
destroy the Ether Seal, which will cake 
out the tower, or simply run right on 
by. Ranged attacks might be a good 
idea for taking out the Seals. 


The multiple streams of iava yon pass 
otfer wilt hurL^.a lot. Make sure 
yoti^re fully kealedf have speed skills 
equipped, and don^t daufdle. 


You finally come upon the rear, less 
heavily guarded doorway; wliich is 
also bound by an Ether Seal. Destroy 
it to head inside the Guardhouse. 

Open the main gate to the Citadel 
Guardhouse by pulling the lever ( ). 

Clear the Guardhouse of Mursaat {= }. 


ff you decide to rtm, only let one person 
go at a time: the tower will attack more 
rapidly if it can siphon qjfjT the Energy 
of multiple characters at one time. 


Bonus Mission 

Defeat the Eidolon. 

■ Talk to the Ancient Seer. 

• Expose dte Eidolon by destroying the 
Ether Seals that protect the magical 
towers around the island, primarily 
the ones surrounding die Guardliou^ve. 
The Eidolon appears at the four 
mursaat towers. 

■ Destroy the Eidolon ( ‘ ), 

“ Take the ancient essence back to 
the Ancient Seer. 


After you gjet by the first tower, you 
happen upon a pool of lava — destroy 
the ettiits lurking nearby from the 
safety of either side of the pool, but 
do not try to engage them while 
standing m the pool. 

After the cinema, you come upon 
the Guardhouse ( ) — avoid it for the 
time being and start making your way 
to the rear. 
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Storyline Missions: Ring of Fire, Abaddon's Mouth 




_ ^ 

I 


A 

B 

C 

D 

E 


Leah Stone's Spirit 
Leah Stone's Final Resting Place 
Seals for Onyx Cate 
Path into Abbadon's Mouth 
Six Magical Seals, Door of Komalie 


1 


H 

Alt 


Ancient Seer (Crafter; 30) 
Lore Keeper (15) 
Henchmen (20) 

Merchant (12) 


Burrower (24) 

Dark Rame Dryder (24) 
Eidolon (20) 

Leah Stone (10) 

Seal Guard (ID) 

Resh Golem (20) 

Vizier Khilbron (20) 

Maligo Hydra (24) 

Mursaat Boss (Boss H; 24) 
Mursaat Boss (Boss E; 24) 
Mursaat Boss (Boss Mk; 24) 
Jade Armor (24) 

Jade Bow (24) 

Mursaat Elementalist (24) 
Mufsaat Guardian (24) 
Mursaat Monk (24) 

Mursaat Boss (Boss Ms; 24) 
Perfected Armor (Boss W; 24) 
Ether Sea! (24) 

Optimus Caliph (Boss E; 24) 
Volcanic Vyurm 
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Primary Mission 

General Map Direction: West, then East 
up the Volcano 

Fulfill the prophecy by throwing open the 
Door of Komalie! ECeep in mind, however, 
tills is the last bastion of the Mursaat, and 
they have no intention of standing idly by 

> Head out and speak to the Vizier, and 
he’ll grant you two bu^s (Shimmer 
of Intensity and Quickening Zephyr). 

• Slowly approach the wall and draw 
off individual mobs along the w^all 
starting from the right or left, then 
working your way in the opposite 
direction, 

• After you dear out the mobs^ take out 
the Ether Seal to open the doorway 
and enter the Mursaat stronghold, 

• Work your way through the strong- 
hold, hacking and slashing, till you 
reach another doorway with two 
Ether Seals and two Mursaat bosses. 
Whittle down the weaker mobs 
before taking out the bosses. 

• Disable the Seals ( ) to power down 
the Onyx Gate. 

• Through the Gate and over the 
bridge is a Monk making a run for 
it. If you can catch and kill him, he 
won’t bring reinforcements. If he 
gets away, though, be ready 


1 

1 

3 


4 

5 

6 
7 


• Climb the path into Abaddon’s 
Mouth ( }. Head east, shattering 
Ether Seals and foes as you go. 

• You come upon the shimmering Soul 
Bridge:, and past that is C^timus Caliph 
and a secondary, weaker, Mursaat boss. 

• Afterward, you run into the Vizier 
once more. He’ll relate to you how 
to unlock tlie Door. 

■ Break tlie sue magical seals (') hold- 
ing closed the Door of Komalie by 
attacking them one at a time. Also, 
each time you shatter one, three Seal 
Guards accost you — take them out 
before moving on to the next seal. 

- In addition to the seals and the Seal 
Guards, watch for random Mursaat to 
join the fray. Take things slowly, and 
you’U come out relatively unscathed, 

■ Treachery! TTie Vizier turns out to be 
a vile Uch, He summons a mighty 
Titan to destroy you and your party! 
Focus fire and hammer pound on 
him dll he drops. 

Bonus Mission 

Follow the spirit of Leah Stone to its final 

rcstiiig place, makuig sure she makes it 

there "alive." 

‘ Free Leah Stone’s spirit by destroying 
the Ether Seal ( ). 

- Escort Leah Stone’s spirit to its final 
resting place ( 
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Titans burn uHth each metee 
strike, so YOH*re ^oitt£ to 
take datnat^e untk each htu 


Defeating the Lich is no 

the skiii Son! l^rtex to tele- 
port yon in/o the Imfa as he 
teieports to eititer side of the 
area, across tteo tava /'iVers* 
y&ji can race acrvss tlte Im^a 
if you haoe someone repeat- 
edly casting condition 
rettwoal skilfs on you, btit 
make sure yon re an the 
same page if yon)r‘e going to 
risk iL Yon V have to " 
the Lich three times toJin<- 
ish him tff Each time you 
fake ottf one of his fonnSf a 
Hand and pist appear^ so 
take them doum. 

The key itere is to hatte 
a good, toeit-ticlanc&i team, 
and have }A7iir Watriots steer 
dear of the JMh''s Soul 
Vortex, as they are more 
stcsceptibte to it due to their 
getierai range Hmitatiotts. 

Your team has su^^iestt 
damage output, so the bat- 
tle tPtfuV drag on, and the 
Lich ufill never have the 
upper hand. 


As you m^Ke your way 
through Hell’s Precipice, 
the Lich appears regularly 
to taunt you. Don’t waste 
your time attacking him 
right now. 

Disable the Dtan portals 
by defeating the Pbrtaf 
Wraiths at .Youll want 
to use ranged attacks and 
keep the group dispersed 
so as to avoid their vidous 
Chain lightning strikes. 
As you’re taking out the 
portals, watch out for the 
patrolling bands — tangling 
with one of these w^hile 
dealing with the Wraiths, 
etc., is a headache. 

After condemning the 
portals, a cinematic 
plays. After it ends, be 
on yonr toesl 

Destroy the Hands and 
Fists sw'arming you, then 
proceed to battle an unwill- 
ing, undead Rurik (B), 

While Rurik isn’t easy, 
he is merely a powered 
up melee character, so 
get in there, focus fire, 
and take him down. 


Primary Mission 

General Map Direction: South, then Nortli 

Prevent the Lich from sending his Titan hordes across the 
world to subjugate it to his twisted nefarious will. It’s time 
for some payback! 

• You need to fight your way through a legion of Titans 
(hopefully one at a dme) as you go tlirough Hell’s Precipice 


^CAUTSCN^^ 

^you die on the Bloodstone, 
any resurrection spelts take 
Jour times as tong to cast I 


Titatts are tricky for a mimber of reasottst 

1. They start out as Bumirtg Titatts. Defeat that and atL.. 

2. Ashett Hulk rises fidm its husk. Dejeat that and a.., 

J. Hands of the Titan and Fists of the Titofi appear front its 
rcfttaUts. 

Tb take Ottf the Titan *s printary firm, use antt-melee skiUst to 
take out the Ashen Hulk, use the Mestner skUl Strip 
Eiidtantinent (or other atitl-emhatmuetit skills) to remom Aura 
of the Ueh: to destroy Its final fortu, go to attii-mdee. 

IVfien dealing udth Titans, as fang as yow can strip away 
the Ashen Hulk*s Aura of the Lkk, keep ihettt in that forttt if 
you get caught up ufith other tttohs, tu the Ashen Htdk*s aura^ 
free state, /ti llte ufeakest of the three. 


Bonus Mission 

Destroy all three 

Armageddon Lords. 

• Rescue the Andent Seer at 
V &om a group of Titans. 

• Destroy the three 
Armageddon Lords at D 
quickly due to their 
nasty habit of generating 
massive spikes in damage. 


Using a Signet of Capture, 
Snare the Elite Skill 
Hundred Blades from Rufik 
when he attempts to use it. 


With Rurik down, it’s 
time to finlish oflT that 

repellant Lich. ..for the 
last time. 
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A Portal Wraiths 

1 Portal Wraith (17) 

B Undead fturik 

2 Burning Titan (24) 

C Ancient Seer 

Spark of the Titans (24) 

D Armageddon Lords 

Ancient Seer (30) 

E Vizier Khilbron 

Armageddon Lord (24) 

1 Lore Keeper (10) 

Titan (Boss W: 24) 
3 The Lich (24) 

H Henchmen (20) 


M Merchant (12) 








Ruins of Ascalon 


By Andrea and Jose Silna 


Return to War mas ter 
Tydus for your reward 


The Troublesome 
Artifact 


Destroy the Charr patrol 
across the wooden bridge 
then speak to Master 
Ranger Nente for your 
reward. 


Speak to Warmaster Tydus 
in Ascalon City, 

Starting at the Frontier 
Gate, follow die road south 
tlirough the Eastern Frontier 
and into Pockmark Flats. 


Defend the Wall 


Speak to Symon the 
Scribe in Ascalon City. 

Find the historical monu 
ment in Suimia. 


Speak with Warmaster 
Tydus in Ascalon City. 

Talk to Squire Zachery at 
the Great Northern Wall. 


Skill Unlock: Feral Lunge 
(R), Favorable Winds (R.) 


Find the historical monu- 
ment in Nolatii. 

Find the historical monu- 
ment in King’s Watch. 

Return to Symon the 
Scribe in Ascalon City to 
receive your reward. 


Enter Serenity Temple and 
speak to Priestess 
Ras henna. 


Requirement: Ranger 

■ Speak to Master Ranger 
Nente in Old Ascalon 
after completing The 
Charr Patrol quest. 

* Head to the Breach and 
kill Gorgaan Hatemongen 

• Return to Master Ranger 
Nente for your reward. 

Skill Unlock; Dodge (R), 

Quickening Zephyr (R) 


Message 

* Speak with Warmaster 
Tydus in Ascalon City to 
receive the Royal 
Message. 

■ Go to Old Ascalon. 

Deliver the Royal Message 
to Ambassador Zain. 

• Return to Warmaster 
Tydus in Ascalon City for 
your reward. 


Return to Warmaster 
Tydus for your reward 


(See map on next page.) 


Counting 
the Fallen 


Supplies for 
the Duke 


Speak to Symon the 
Scribe in Ascalon City. 

Find the Ascalon census 
in the ruins of Old 
Ascalon, 


- Speak to Gate Guard 
Hollis by the far west 
gate in Old Ascalon. 

* Find out what happened 
to the missing supply col- 
umn along the road to 
Pikeu Square. 

- Escort the supply column 
to Piken Square. 

■ See Quartermaster Aada 
to receive your reward. 

Skill Unlock: Purge 
Conditions (Mk), Called Shot 
(R), Distortion (Ms), Ice 
Spikes (E), Weaken Armor 
(N), “Watch yourselfl" (W) 


Recruits 
for Hollis 

• Speak witli Warmaster 
Tydus in Ascalon City. 


Return to Symon the 
Scribe in Ascalon City for 
vour reward. 


Requirement: Monk or Ranger 

• Speak to Ambassador 
Zain ill Old Ascalon. 

• Delwer the supplies to Ellie 
Rigby, in Ascalon City. 

• Return to Ambassador 
Zain for vour reward. 


Go from town to Old 
Ascalon and find the 
Army Recruits. 

Lead all three recruits 
west along the wall to the 
far gate and present them 
to Gate Guard Hollis. 


Speak to Captain Arne in 
Ascalon City. 

Go to Regent VaUey. 
Acquire the Vanguard 
equipment from Gelsan. 

Recover Gelsan’s stolen 
goods from the bandits. 

Take the stolen goods to 
Gelsan. 

Deliver the Vanguard 
equipment to Captain 
Arne in Ascalon City to 
claim your reward. 


Skill Unlock: Mending (Mk) 
Penetrating Attack (R) 


Speak with Gate Guard 
Hollis for your reward. 


Scavengers 
in Old Ascalon 

* Speak with Warmaster 
Tydus in Ascalon City. 

* Go southwest in Old 
Ascalon to the ruins. 
Clear out any scavengers 

* Speak to Tliaddiel in the 
ruins and send him away. 


The Charr Patrol 


Quandary 


Requirement: Ranger 

* Speak to Master Ranger 
Nente in Old Ascalon. 

* Hunt down the Charr 
patrol by following 
Master Ranger Nente as 
he follows the patroFs 
tracks through Old Ascalon 


Speak to Ambassador 
Zain in Old Ascalon. 

Go to Regent Valley. Hunt 
down the bandit Tor in. 

Return to Ambassador 
Zain to receive your 
reward. 
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OW Ascalirn 


Jarrel the Tamer (Animal Trader) 
Fadden Hathorn (Collector) 

Innis the White (Collector) 

Palben Tynne (Collector) 

Penelope Hoode (Collector) 

Saba Blackstone (Collector) 
Parchment Maker Daved (Crafter; 1) 
Ambassador Zain (15) 

Army Recfuit (lO) 

Farmer Hamnet (10) 

Gate Guard Hollis (4) 

Gate Guard Sebastein (4) 

Gate Guard Wendell (4) 

Melka Blanston (lO) 

Rogenn (5) 

Sergeant Clark (2) 

Shalev the Hermit (8) 


Thaddiel (10) 

Witness Rastin (2) 

Elementalist Aziure (Trainer E; 5) 
Grazden the Protector (Trainer Mk; 2) 
Necromancer Munne (Trainer N; S) 
Master Ranger Nente (Trainer R; 5) 
Warmaster Grast (Trainer W; 5) 
Melandfu's Stalker (Pet; 3) 

Moa Bird (Pet; 3) 

Horace (Crafter; i) 

Fadden Hathorn (lO) 

Warmaster Tharan (4) 

Vassar (Trainer Ms: 2) 

Necromancer Munne (Trainer N; 5) 
Kasha Slackblood (Trainer N-Blood: 2) 
Henchmen (3) 

Merchant (5) 
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Charr Axe Warrior (6) 

Cliarr Stalker (6) 

Carrion Devourer (4) 

Plague Devourer (3, 8) 

Stig Plopgush (Boss N; 2) 
Whiptail Devourer (4) 

Flash Gargoyle (5) 

Ignis Phanaura (Boss Ms; Z) 
Shatter Gargoyle {4* 8) 
Gcugi Gakula (Boss Ms; 2) 
Grawl (4) 

Grawl Ulodyte (3) 

Oberan's Minion (4) 

Crown of Thorns (5) 

Bonetti (Boss W; 2) 

Oberan the Reviled (6) 

Flint Touchstone (Boss E; 2) 
Grit Slingstone (Boss R; 3) 
Hulking Stone Elemental (3) 
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Ruins: Old Ascsdon, AsceJon City 


1 Ascalau City \ 

1 

Cali»a Sedgwick 
(Collector) 

2 

Crafter (Crafter; 1) 

3 

Crafter (Crafter; 10) 

4 

Captain Ame (8) 

S 

Ellie Rigby (10) 

6 

Symoii the Scribe (5) 

7 

Town Gate Guard (20) 

8 

Vault Keeper (2} 

9 

Warmaster Tydus (20) 

10 

Skill Trainer 
(Trainer W; 20) 

11 

Warmaster Adriam (2) 

Q 

Guild Registrar (2) 

H 

Henchmen (3) 

m 

Merchant (2) 

w 

Weaponsmith (2) 


Mission of Peace 

* Speak to Ambassador Zam 
in Old Ascalon after com- 
pleting The Ambassador's 
Quandary. 

- Find Gate Guard Hollis at 
the eastern gate in Old 
Ascalon. Give him Zain's 
strongbox. 

* Return to Ambassador 
Zain for your reward. 

Scorched Earth 

Requirementi EiementalUt 

* Speak to Elementalist 
Aziure in Old Ascalon. 

* Slay five Hulking Stone 
Elementals. 

* Return to Elementalist 
Aziure for your reward. 

Skill Unlock: Ward Against 

Elements 

Elemental 

Knowledge 

Requirement; EiementalUt 

Speak to Elementalist 
Aziure in Old Ascalon, 

* Find Shalev the Hermit 


for your reward. 

Skill Unlock; Armor of Earth 

(E), Frozen Burst (E) 

Shalev*s Task 

RegtitremcHt; Elementalist 

‘ Speak to Shalev the 
Hermit in Old Ascalon. 

> Go to the Breach and kill 
Charr Fire Callers to 
obtain a bottJe of fiery 
unguent. 

“ Give tlie fiery unguent to 
Shalev for reward. 

Skill Unlock: Eruption (E), 

Shard Storm (E) 

Sowing Seeds 

Require men t: Monk 

• Speak to Grazden the 
Protector by the ruins in 
Old Ascalon. 

^ Escort Farmer Hamnet to 
Ascalon City, 

- Return to Grazden the 
Protector for your reward. 

Skill Unlock: Heal Party 

Protecting 

Ascalon 

Requirement; Monk 

* Speak to Grazden the 
Protector by the ruins in 
Old Ascalon. 

■ Fmd Paul us t he Monk in 
Regent Valley, 

■ Search Paulus’s body for 
any personal e Sects. 

' Return the holy symbol 
to Grazden the Protector. 

Skill Unlock: Heal Area 

(Mk), Vital Blessing (Mk) 

In Memory 
of Paulus 

Rcf uirr men t: Monk 

■ Speak to Grazden the 
Protector in Old Ascalon 


after completing the 
Protecting Ascalon quest. 

• Find Melka BJanston, out- 
side of Ascal on City, Give 
her Paula's holy symbol 
and tell her of his death. 

Skill Unlock: Resurrect 

(Mk), Live Vicariously (Mk) 

Endangered Species 

Requirement: Ranker 

■ Speak to Master Ranger 
Nente in Old Ascalon. 

■ Find and tame a 
Melandru's Stalker. 

■ Return to Master Ranger 
Nente for your reward. 

Skill Unlock: Hujiter's Shot 

Gargoyle Trouble 

Requirement: Warrior 

• Speak to Warmaster Grast 
in Old Ascalon. 

‘ Kill six gatgpylcs, 

• Return to Warmaster 
Grast for your reward. 

Skill Unlock: Wild Blow 

Military Matters 

Requirement: Wxrrior 

• Speak to Warmaster Grast 
in Old Ascalon. 

■ Speak to Sergeant Clark 
in Regent Valley. 

• Escort Sergeant Clark 
back to Warmaster Grast 
in Old Ascalon, 

- Speak to Warmaster Grast 
in Old Ascalon to receive 
your reward. 

Skill Unlock: Power Attack 

(W), Sprint (W) 

Into the Breach 

Requirement: Warrior 

• Speak to Warmaster Grast 
in Old Ascalon. 

• Head to the Breach and 


repel the Charr attacks, 

• Speak to Warmaster Grast 
in Old Ascalon to receive 
your reward. 

Skill Unlock, Penetrating 
Blow (W), Endure Pain (W) 


Sanitarium 

Mesmerizing 

the Enemy 

Requirement: Mesmer 

• Speak to Vassar in Sardelac. 

• Go south of the Sanitarium 
to the ruins of Ashford and 
defeat Ignis Phanaura. 

■ Return to Vissar for a reward. 

Skill Unlock: Power Leak 

Trying Times 

Requirement: Mesmer 

• Speak to Vassar in Sardelac 
Sanitarium, 

• Find and retrieve a Mossy 
Rock firom the cave near 
the ruins of Ashford. 

• Return to Vassar with 
the Mossy Rock for 
your reward. 

Skin Unlock, Chaos Storm 

(Ms), Mantra of Flame (Ms) 

The Stolen 
Artifact 

Requirement: Necromancer 

• Speak to Necromancer 
Munne in Sardelac 
Sanitarium. 

• Find the grawl that have 
stolen the relic. Look for 
them in Che fields Just 
north of the Sanitarium. 

< Escort Necromancer 

Munne and the relic back 
to Sardelac Sanitarium, 

Skill Unlock: Insidious 

Parasite 
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A Cure for Italena 

Requiretnent: Mesmer 
^ Speak to Vassar in Sardelac. 

* Find Master Ranger Nente in Old 
Ascalon- 

• Return with the cure to Vassar in 
Sardelac Sanitarium for reward. 

Skill Unlock: Illusion of Haste (Ms), 
Energy Burn (Ms) 

Death in the Ruins 

« Speak to Kasha Btackblood la 
Sardelac Sanitarium. 

" Slay six of ObeTan’'s Minions south 
of the Sardelac Sanitarium. 


* Return to Kasha Blackblood in 
Sardelac Sanitarium. 

Skill Unlock: Dark Pact (N), Mark of 
l^n (N) 

Oheran*s Rage 

- Speak to Kasha Blackblood in 
Sardelac Sanitarium. 

* Slay Oberan the Reviled, Old 
Ascalon. 

* Return to Kasha Blackblood in 
Sardelac Sanitarium for your 


rew 


axil. 


Skill Unlock: Parasitic Bond (N), 
Putrid Explosion (N) 
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Fort RiUir^ 


Corwin Luceinne 
(Collector) 

Sir Nyman (Collector) 

Valeria Benes 
(Collector) 

Celsan (Crater; l) 
Ascalon Guard (5) 
Ascalon Warrior (S) 
Sergeant Clark (2) 

Moa Bird (Pet; 3) 

Charr Ash Walker (6) 
Carrion Devourer (8) 
Plague Devourer (3) 
Whiptail Devourer (7) 
Flash Gargoyle (3) 

Shatter Gargoyle (8) 

Crawl Heretic (4) 

Grawl High Priest (3) 
Crawl Petitioner (4) 

Crawl Ulodyte (3) 
Renegade (3) 

Renegade Elementalist (5) 
Bandit (3) 

Torin (4) 

Storm Rider (7) 

Hulking Stone 
Elemental (3) 








Ruins: Regent Valley, Pockmeirk Flats 
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C* Pockmark Flats Quests** on fothunng page.) 


Nicanor Cannd (Collector) 
Quran Odwin (Collector) 
Ascalon Soldier (5) 

Ascalon Veteran (5) 
Devona (10) 

Footman Quinn (5) 

Harald (10) 

Thaddiel (10) 

Moa Bird (Pet; 3) 

Kendrick Redstaff (20) 
Priestess Rashenna (5) 
Erudine (Trainer Ms: 20) 
Henchmen (6) 

Merchant (5) 


Carrion Devourer (4; 8) 

Gnash Underfoot (5) 

Plague Devourer (3) 

Whiptail Devourer (4) 

Flash Gargoyle (3) 

Shatter Gargoyle (8) 

Spasmo Thunderbolt (Boss E; 5) 
Crawl Ulodyte (3) 

Grenn Mindvenom (5) 
larrk Etherbum (Boss Ms; 5) 
Storm Rider (7} 

Boulder Eleinemal (7) 

Hulking Stone Elemental (3) 
Stone Elemental (5) 

Stone Golem (Boss E; 7) 







Pockmark 
Flats Quests 

Replacement Healers 

R£quiremcnt: Monk 


* Speak to Priestess Rasherma in 
Serenity Temple. 



- Meet Devona in Pockmark Flats. 

• Lead Devona to the Eastern 
Frontier. 

• Help Devona defeat the Charr 
warband in the Eastern Frontier. 

• Return to Priestess Rashenna for 
your reward. 

Skill Unlock: Infuse Health (Mfc), 
Strength of Honor (Mk) 


Unnatural Creatures 

Requirement: Mesmer 

* Speak to Erudine in Serenity 
Temple* 

* Slay Gren Mindvenom near the 
large crystal in Pockmark Flats. 

* Pick up the Beholder Tissue Sample 
and return to Erudine in Serenity 
Temple for your reward. 

Skill Unlock: Diversion (M) 


Requirement: Mesmer 

• Speak to Erudine hi Serenity 
Temple, 

• Give the elixir to Fadden Hathorn 
in Sardelac Sanitarium, 

• Report your findings toVassar at 
Sardelac Santitarium to receive your 
reward* 

Skill Unlock: Shatter Hex (M) 


^ The Breach Quests 

(See map on next page.) 



Fires in the North 

• Spe ak to Duke Barra din in Piken 
Square. 

• Find the Charr fires along the 
southern edge of the Diessa 
Lowlands. Kill the Flame Keepers 
and extinguish the flames. 

■ Return to Duke Barradin for your 
rew^ard. 

The Siege of 
Piken Square 

’ Speak to Duke Barradin in Piken 
Square. 

• Destroy the Charr forces besieging 
Piken Square in the Breach. 


• Return to Duke Barradin in Piken 
Square for your reward. 


Charr Reinforcements 

- Speak to IvorTrueshot in Piken 
Square* 

* Meet Aidan just outside of Piken 
Square. 

• Ambush the Charr reinforcements. 

• Pillage the Charr supply depot. 

* Kill Kaargoth Bloodclaw. 

• Return to Ivor Trueshot for your 
reward. 

Skill Unlock; Distracting Shot (R), 

Call of Haste (R) 

The Duke’s Daughter 

* Speak toViggo in Piken Square* 

• Searcli of signs of Duke Barradin^ 
lost daughter, Althea* in the Diessa 
Lowlands* 

* Tell Duke Barradin about 
Althea’s ghost. 


•m 




The Way of the 
Geomancer 

Requirementi Efementalist 

- Speak to Kendrick RedstafFin 
Semnity Temple. 

> Kill 10 hulking stone elementals in 
Pockmark Flats. 

* Return to Kendrick Redstaff for 
your reward. 

The Geomancer’s Test 

Requiremeni: Etemenialisi 

* Speak to Kendrick Redstaff in 
Serenity Temple. 

■ Activate all three earth shrines in 
Pockmark Flats by placing enchant- 
ed lodestones upon them. 

- Return to Kendrick Redstaff in 
Serenity Temple for your reward. 

Skill Unlock: Magnetic Aura (E), Earth 

Attunement (E) 



“ Speak to Undertaker Cords in 
Piken Square. 

• Deliver the Casualty Report to 
Warmaster Tydus in Ascalon City. 

• Return to Undertaker Cords in 
Piken Square to receive your 
reward. 

Skill Unlock: Shadow Strike (N) 

The Red-Cloaked 
Deserter 

• Speak to Farrah Cappo in Piken 
Square. 

• Deliver Farr ah’s message to Little 
Thom in Regent Valley* 

• Return to Piken Square* 
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Sally Kaugie (Collector) 

Aldan (7) 

Ascalon Militia (5) 

Ascalon Warrior (5) 

Captain West (6) 

Old Mac (7) 

Supply Bearer (4) 

Louise Haup (Collector) 

Crafter (Crafter; 1 ) 

Armsman Pitney (7) 

Duke Barradm (7) 

Farrah Cappo (2) 

Quartermaster Aada 

Viggo (4) 

Undertaker Cortis (Trainer N; 20) 
Ivor Trueshot (Trainer R; 5) 
Henchmen (6) 

Merchant (S) 


ofo AsccifoK 


1 Tar Behemoth (6) 

2 Charr Ash Walker (5, 6) 

Charr Ashen Claw (8) 

Charr Axe Wamor (6) 

Charr Blade Warrior (S, 6) 

Charr Captain (Boss W; 6) 

Charr Fire Caller (5, 6) 

Charr Flame Wielder (8) 

Charr Martyr (5) 

Charr Mind Spark (5) 

Charr Overseer (6) 

Charr Stalker (5, 6) 

Gorgaan Hatemonger (Boss W; 3) 
Grimm Sharpfang (Boss R; 5) 
Kaargoth Bioodclaw (Boss N; 6) 
Mirash Dreambreaker (Boss Ms; 3) 

3 Carrion Devourer (8) 

Joe (5) 

4 Rash Gargoyle (3) 

5 Crown of Thoms (5) 
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Hammer and Anvil 

* Spealc to Duke Barradm in Piketi 
Square after completing The Siege 
of Piken Square quest. 

* Ambush the Charr m the tar pits 
south of Piken Square* Strike down 
Grimm Sharpfang, 

“ Return to Duke Barradm for your 
reward. 


Army Life 

• Speak to Armsman Pitney in Piken 
Square* 

• Find Old Mac’s body out the in 
Breach. 

• Lead Old Mac back to Piken 
Square. 

■ Talk to Armsman Pitney to receive 
vour reward. 


Garfazz Bloodfang 

* Speak to Viggo in Piken Square 
after completing The Siege of Piken 
Square quest. 

* Go to the Diessa Lowlands. Kill 
Garfazz Bloodfang. 

* Return to Viggo for your reward. 


Skill Unlock: Mighty Blow (W) 


Althea’s Ashes 

- Speak to Duke Barradin in Piken 
Square after completing The Duke’s 
Daugliter quest* 

* Find the temple where Althea was 
killed and gather her ashes* 

• Bring Althea’s Ashes to Duke 
Barradm in Piken Square. 
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Rums of 
SHrtnm^ 


'TfiMfiPri 

Gdte 




Fytch (Collector) 

Guardsman Noell (Collector) 
Paige Osbourne (Collector) 
Raymon Elsworth (Collector) 
Devona (lO) 

Footman Tate (5) 

Thaddiel (10) 

Moa Bird (Pet; 3) 

Meerak the Shouter (Crafter; 1) 
Warmaster Riga (20) 

Henchmen (6) 

Charr Axe Fiend (H) 

Charr Hunter (a) 

Charr Shaman (7) 

Charr Stalker (6) 

Flame Keeper (7) 

Rrrack Whitefire (Boss Mk; 4) 
Carrion Devourer (4) 

Gnash Underfoot (S) 

Grawl (4) 

Murg (3) 


Ruins 


Speak to Warmaster Riga in Frontier Gate. 

Go north of the Wall in the Eastern Frontier 
and follow the road to Surmia. 

Talk to Captain Miken to receive reward. 


Frontier Gate Fugitives 

- Speak to Warmaster Riga in Frontier Gate. 

- Search the Eastern Frontier and Pockmark Flats 
for Footman Tate and Footman Quinn. Bring 


them to justice. 

Speak with Footman Tate in the Eastern 
Frontier. Footman Tate surrenders. Lead him 
back to Frontier Gate. 

Kill Footman Quitin in Pockmark Flats. 

Return to Warmaster Riga for reward. 




/ 


\ 
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Ruins: Eastern Frontier, Diessa Lowlands, Ascalon Foothills 
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Diessa Dyiviattds 

1 

Gil Moriddan (Collector) 

2 

Lenerd Aberold (Collector) 

3 

Martel Bastions (Collector) 

4 

Wain Hughes (Collector) 

5 

Moa Bird (Pet; 3) 

6 

Ghost of Althea (5) 

7 

Graine Hathorn (Collector) 

e 

Warmaster Labofski (4) 

H 

Henchmen (8) 

M 

Merchant (5) 


Cfiarr Axe Fiend (8) 

Charr Flame Wielder (8) 
Chart Hunter (8) 

Chart Shaman (7) 

Cruc the Reborn (Boss Mk; 5} 
Flame Keeper (7) 

Garfaiz Bloodfang (Boss M; 6) 
Maim Deathrain (Boss R; S) 


2 Whlptail Devourer (7) 

3 Fash Gargoyle (7) 
Shatter Gargoyle (8) 
Spasmo Thunderbolt 

(Boss E; 5) 

4 Hydra (11) 

5 Storm Rider (7) 

6 Boulder Elemental (7) 
Pulv Rubblegrinder 

(Boss W; 7) 

Stone Fury (8) 

Ascahft Foo thills 

1 Vbice of Grenth (24) 

2 Dael (Collector) 

1 Oswalt Alston (10) 

2 Hydra (11) 

3 Singed Oak (10> 

4 Boulder Elementa! (7) 
Stone Fury (8) 
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1 DrajjisirV Gullet 

Flame Temple Corridor 

1 ! Ashram Fenn (Collector) 

1 2 Nazag Femn (Collector) 

1 Ascdlon Striker (7) 

1 Charr Ashen Claw (8) 
Charr Axe Fiend (6) 
Charr Blade Storm (8) 
Charr Chaot (8) 

Charr Flame Wielder (8) 
Charr Hunter (S) 

Charr Shaman (7) 

2 Hydra (11) 

3 Pfague Worm (1) 

1 Tar Beheinoth (6) 

2 Charr Axe fiend (8) 

3 Abomination (1 0 

4 Hydra (11) 





Ruins: Dragon^s Gullet; ShiverpeeJ^s: Traveler's Vale 




Travehr\^ Vale 


Rangil Ironbow (10) 

Asgrim Bfightax.e (Collector) 

pyrs Harwn (Collector) 

Ascalon Guard (7) 

Ascalon Refugee (10) 

Caravan Guard (7) 

Cynn (13) 

Devona (15) 

Elsa Alston (10) 

Guard IVIarkus (7) 

Artemis the Ranger (Trainer R; 2) 

Snow Wolf (Pet; 5) 

Grand iviasoii Monedeaver ( mj 

Sadira Powell (Collector) 

Crafter (Crafter; 1) 

Gladiator’s Arena Gate Guard (2) 

Howland the Hementalist (Trainer E; 2) 

Sebedoh the Mesmer (Tramer Ms; 2) 

Necromancer Morgan (Trainer N; 2) 

Captain Osric (Trainer W; 20) 

Van the Warrior (Trainer W; 20) 

Henchmen (8) 

Merchant (2) 

Weaponsmith (2) 






Shiverpeak Longbow (8) 

Shiverpeak Protector (8) 

Shiverpeak Warrior (S) 

Hussar Ironfeast (Boss Mk; 8) 

Greplak Froststaff (8) 

Snow Ettin ()t) 

Ice Golem (iO) 

Die judge (B) 

Juniper Bark (7) 

fnar Frostbite (Boss Ms; 8) 

Saris Headstaver (Boss Ms; 8) 

Stone Summit Brute (10) 

Stone Summit Sage (10) 

Summit Axe Wielder (9) 

Ulrik the Undefeated (Boss Ms; 9) 
Verata the Necromancer (Boss N; 20) 
Verata's Fiend (6) 

Verata's Horror (6) 
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Minaar’s Trouble 

* Speak to l^jmgil Ironbow in 
Traveler’s Vak, 

• Find Minaar Stonesledge in Iron 
Horse Mine* 

‘ Escort Minaar back to Traveler’s Vale 

‘ Return to Rangil Ironbow for your 
reward. 


Minaar’s Worry 

• Speak to Rangil Ironbow in 
Traveler’s Vale after completing the 
Minaar’s Trouble quests 

• to Iron Horse Mine and toll Ore 
Darkwhip. Pick up War Madiine Plans, 

“ Bring the War Machine Plains to 
Rangil Ironbow to receive your 
reward. 

(QmmU continued on next po£e,) 


Stone S ummi t Beastmasters 

Requirement: Ranger 

* Speak to Artemis the Ranger in 
Traveler’s Vale. 

* Track down and destroy Thorgrim 
Beastlasher in Iron Horse Mine. 

* Return to Artemis for your reward. 

Skill Unlock: Whirling Defense (R), 
Winter (R), Call of Protection (R) 
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Trflwefer'j Vjile 


1 Dolyak Rider (II) 

Shalis Ironinantle (Boss Mk; 9) 

2 Frostfire Dryder (10) 

Frostfire Dryder (Boss Ms; 8) 

J SnowEttinOD 
4 Ore Darkwhip (8) 

Summit Beastmaster (13) 
Thorgrim Beastlasher (24) 


Ice Golem (lO) 

Minotaur (lO) 

Fendar Stonestance (Boss W; 9) 
Stone Summit Crusher (10) 
Stone Summit Howler (10) 
Stone Summit Sage (10) 

Stone Summit Scout (9) 

Summit Axe Wtelder (9) 


Iron Horse Mine 


1 Minaar Stonesledge (10) 

1 Norin Stonegrimm (Collector) 

3 Aldan (13) 

4 Cynn (13) 

s Mhenlo (13) 
i Snow Wolf (Pet; 5) 
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The Way is Blocked 

- Speak to Captain Osric. 

• Clear the Stone Summit blocking 
the entrance to Borlts Pass, 


Helping the Dwarves 

* Speak to Grand Mason Stonedeaver 

* Find and speak to Rangil Ironbow 
in Traveler's Vale to receive reward. 

Skill Unlock: Remove Hex (Mk), 
Debilitating Shot (R), Protector’s Strike 
(W), Suffering (N), Mantra of Frost 
(Ms), Gale (E) 


Yak’s Bend 

The Road to Borlis Pass 

• Spesdc to Captain Osric, 

• Follow the road from Yak’s Bend to 
Borlis Pass, Defeat all Stone Summit 
raiders along the road. 

• Return to Captain Osric to receive 
your reward. 


See Beccum Reedly in Borlis Pass 
for vour reward. 


The Waywafd Monk 


Requirement: Monk 

* Speak to Van the Warrior. 

* Talk to Cynn in Traveler’s Vale. 

* Talk to Cynn upon entering Iron 
Horse Mine. 

■ Find Mhenlo and speak with him to 
receive your reward. 

Skill Unlock; Vigorous Spirit (Mk), 
Paciffsm (Mk), Divine Boon (Mk) 


Stone Summit Champion 

Requiremetif: Mesmer 


Speak to Captain Osric. 

Search road to Ascalon for refugees 

Rush to the aid of the refugees 
when you hear their shouts. 

Speak to Elsa Alston. 

Lead Elsa and the refugees back. 

Speak to Captain Osric in Yak’s 
Bend to receive your reward. 


'Xo.IIe to Sebedoh tlic fwlcamor 


Defeat Ulrik the Undefeated in 
Traveler’s Vale. 


Return to Sebedoli the Mesmer in 
Yak’s Bend for your reward. 


Skill Unlock; Fragility (Ms), Power 
Spike (Ms), Channeling (Ms) 


I 





Delifnmm' 
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Lenn Ciantsbane (Collector) 
Rothgar Hoofsplitter (Collector) 
Ascalons (10) 

Cynn (13) 

Devona (13) 

Mhenlo (13) 

Old Mac (7) 

Ranger Olson (2) 


Shiverpeak Longbow (8) 

Shiverpeak Longbow (Boss R; 7) 
Shiverpeak Protector (8) 

Shiverpeak Protector (Boss Mk; 7) 

Shiverpeak Protector (Boss N; 7) 

Shiverpeak Warrior (8) 

Joe (8) 

Snow Rtin (11) 

Monk Deserter (7) 

Succulent Juniper (7) 


GriJfou^$ Month 

1 Aidan (13) 

2 Master Seeker Nathaniel (12) 

3 White Mantle Seeker (12) 

4 Snow Wolf (Pet; 5) 


Whiskar Featherstoim (Boss E; 10) 
SnowEttin (11) 

Snow Ettin (Boss Mk; 8) 

Ice Golem (10) 
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Iron Horae Mine 


Defflrimor Boft^f 


Shiverpeak Longbow {8) 
Shiverpeak Protector (Boss Mk; 7) 
Shiverpeak Warrior (8) 

Dolyak Rider (11) 

Frostfire Dryder (10) 

Frostfire Dryder (Boss Ms; 8) 
Minotaur (10) 

Minotaur (Boss W; 9) 

Riine Windrot (Boss N;8) 

Stone Summit Howler (10) 


A ft pH Rock 


Maccus Ironjaw (Collector) 
Sander the Gray (Collector) 
Snow Wolf (Pet; 5) 
Henchmen (8) 

Merchant (5) 
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Shiverpeaks: Anvil Rock, Lornar's Pass 
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LiU'nav^s Pms 

\ Voice of Crenth (24) 

2 Nord Stonegrimm (CoBector) 

3 Master Saberim (4) 

4 Vault Keeper (2) 

H Henchmen (10) 

JV1 Merchant (5) 


I Shiverpeak Protector (8) 

1 Dolyak Master (24) 

Dolyak Rider (11) 

Stone Summit Arcanist (24) 

3 Frostfire Dryder (10) 

4 Crawl (22) 

5 Minotaur (10) 

e Stone Summit Carver (24) 
Stone Summit Gnasher (24) 
Stone Summit Ranger (24) 

7 Mountain Troll (24) 

8 Frost Worm 

Dread noHght^s Dr ift 

1 Avatar of Owayna (24) 


Dolyak Master (24) 

Stone Summit Arcanist (24) 
Summit Giant Flerder (24) 
Tundra Giant (24) 

Siege Ice Golem (24) 
Blessed Griffon (24) 

Azure Shadow (22) 

Stone Summit Carver (24) 
Stone Summit Gnasher (24) 
Stone Summit Ranger (24) 


Hungry Devourer 

Requirement: Monk j Necromancer^ 

Ranger, or Harrier 

* Speak to Master Saberlin in 
Beaeon^a Perch. 

* Speak to Old Mac in 
Deldrimor’s Bowl. 

• Feed Joe 10 succulent 
jimiper meats. 

> Return Joe to Old Mac in 
Deldrimor*s Bowl and speak 
wirli Old IWaf 

- Enter Beacon's Perch and 
speak with Master Saberlin to 
receive your reward. 

Skill Unlock: Divine Spirit (Mk), 

Pin Down (R)* Flurry (W), 

Rotting Flesh (N) 

To Kryta: Refugees 

• Speak to Master SaberEin in 
Beacon *s Perch. 

• Eliminate the centaur patrols 
along the main road. 

* Speak to Ranger Olson to 
receive your reward. 

The Deserters 

Requirement: Monk or Ranger 

> Speak to Master Saberlin in 
Beacon's Perch. 

• Find the deserters in 
Deldrimor's Bowl. 

* Bring word to Master 
Saberlin in Beacon's Perch 
that the supplies have been 
recovered. 


Skill Unlock: Balthazar's Spirit 
(Mk)t Serpent’s Quickness (R) 
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Dance 

I Summit Ciant Herder (24) 1 

1 1 Hannon Warblade (Coffector) 

Tundra Giant (24) 1 

1 2 Hoknil tfte Lesser (Coliector) 

3 The Judge (24) 1 

1 3 Merin Trollsbane (Coliertor) 

4 Blessed Griffon (24) 1 

1 4 Radainon (Collectof) 

S Azure Shadow (22) 1 

1 5 Lynx (Pet; 10) 

6 Fuury Slonewrath (Boss Ms; 24} 1 

1 H Henchmen (Ifi) 

Riine Witidmt (Boss N; 24) 1 

1 M Merchant (12) 

Stone Summit Ranger (24) 1 


7 Mountain Troll (24) 1 

1 1 Bolis Hiiishaker (Boss JUk; 24) 


1 Dolyak Master (24) 


1 Stone Summit Arcanist (24) 



My Favorite Character 

Name: Catle Gray 


Title: Community Relations Manager J ’ 

Character: Caile Gray, Stormy Weathor 

Mine is a RangeHMonk or Beastmaster RangerfMonk^ I ^ I 
place in tny Skill Bar^ left to tight. Troll Unguent, ■ 

Healing Breeze, Orison of Healing, Resurrect, Apply It 
Poison, Kindle Arrow (sometimes swapped with ^ 

Exploding Arrow or another fire arrow skill). Comfort 
Animal and Ckann Animal. Alternative Monk Set:TroU C 

'r>_ 

Unguent, Infuse Health, Heal Area, and Resurrect. V 

Alternative Ranger Set: Some combination of Apply - 

Poison, Kindle Arrow, Dual Shot, Barrage, and Escape. W 

My choices do not reflect the most sterling or complex of 1 
strategical options, but they^re ones that work well for a 1 
player like me who enjoys a sort of randomly dual role. I 
can^t stand to see my teammates die! I love keeping the team Y 

Tj-S^ * * I. ^ -J* £ r 


healthy. It’s great fun to be able to bring the team back Jrom / 
the edae of extinction hv remainina alive and resurrectina the \ 


the edge of extinction by remaining alive and resurrecting the ^ 
rest of the party^ JVith the alternative Monk skills, I layer 
Resurrect with Infuse Health and Heal Area to get a fallen 
comrade back into the battle quickly. Vm greatly fond of the 
bow, and love having a huge variety of types of hows and 
arrow skills. I am most excited that tny traditional favorite 
character class, the Ranger, is also able to charm animals — 
it’s a combination made in heaven. I have a special relation- 
ship with my charmed lynx, Geotge XVI, and 1 probably 
spend more time healing him than I shotild. On the other 
hand, I don’t often equip a full list of pet skills became I do 
enjoy dealing damage, too. I prefer splashy how ejfects mther 
than evasive skills or those that halt the damage of others. 

My next build will ie a single^profession Ranger, if I can 
tear myself away from playing a Monk secondary. 
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Shiverpeaks: Sneike Dance, Talus Chute 



Tt$lns Chute 


a8iwa»aaA\y 




Korg Snowfoot (10) 

Onar imnblood (10) 

Cember Coreaxe (Collector) 
Hoknil the Greater (Collector) 
Volsung Stoneketil (Collector) 
Lynx (Pet; 10) 




stone Symmit Arcanist (24) 
Tundra Grant (24) 

Ice Golem (10) 

Siege Ice Golem (24) 

Grawl (Aij 
Crawl Olodyte (22) 

Blessed Griffon (24) 

Ice Imp (22) 

Azure Shadow (22) 

Stone Symmit Crusher (10) 
Stone Summit Gnasher (24) 
Avicara Brave (24) 

Avicara Fierce (24) 
AvicaraWise (24) 

Mountain Troll (24) 


Drokftav^s Forge 


Champion of Balthazar (24) 
Voice of Crenth (24) 

Captain Hugo 

Bronzebeard (20) 
Ornhelm Brightaxe (20) 
Crafter (Crafter; 10) 
Gladiator's Arena 
Gate Guard (2) 
Henchmen (18) 

Merchant (12) 


primagam«5,coni 


Seeking the Seer 

• Speak to Captain Hugo Bronzebeard 
in Droknar’s Forg^. 

• Speak with Korg the Scout in 
Talus Chute, 

• Speak with Onar Ironblood in 
Talus Chute, 

• See Blade Scout Shelby in the Ice 
Caves of Sorrow for your rewatxl. 
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FFiY m^ii Folly 

1 Magironwal) {Collector) 

2 Vania Sewell (Collector) 
H Henchmen (IS) 

M Merchant (12) 



I 






1 


Crawl (22) 

Crawl Ulodyte (22) 

Ice Imp (22) 

Mursaat Mesmer (24) 

Azure Shadow (22) 

White Mantle Priest (24) 
White Mantle Sycophant (16) 
White Mantle Zealot (24) 
Frost Wurm 
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Shiverpeaks: Witman's Folly, Icedome 


, Frozen Forest 
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Frozen Forest 


T^ifws cljme 








JB 








mwer 
mes 






ixJ ■* ■ ’ 
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> 



V 
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1 Icedome \ 

1 f 

Dolyak Master (24) 1 


Stone Summit Arcanist (24) 1 

1 2 

Summit Giant Herder (24) 1 

1 3 

Siege Ice Golem (24) 1 

1 4 

Ice Imp (22) 1 

1 3 

Stone Summit Carver (24) 1 


Stone Summit Crusher (10) 1 

1 Fmzen Forest \ 

1 t 

Ka^an Trccsplittcr ([Collector) 1 

1 H 

Henchmen (IS) 1 

1 M 

Merchant (12) 1 

1 1 

Dolyak Master (24) 1 


Stone Summit Arcanist (24) 1 

1 2 

Summit Giant Herder (24) 1 

1 3 

Siege Ice Golem (24) 1 

1 4 

Ice Imp (22) 1 

1 5 

Jade Bow (24) 1 


Mursaat Mesmer (24) 1 

1 6 

Pinesoul (24) 1 

1 7 

Stone Summit Ranger (24) 1 

1 d 

White Mantle Seeker (20) 1 


Iron M 
' ^5i3^^n' 


ifc. 



im&s o| 
liune 


• j. 


Ice Done 

'-£^ 

s 

y" 
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JcefW 
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Ice Floe 


1 Tuffo Oakenspear (Collector) 

2 Crafter (Crafter; 10) 

H Henchmen ( 16 ) 

M Merchant ( 12 ) 

1 Ice Imp (22) 

2 Jade Armor (24) 

Jade Bow (24) 

Mursaat Elementalist (24) 
Mursaat Mesmer (24) 
Mursaat Necromancer (24) 

J Azure Shadow (22) 

Frostbite (Boss Mk; 24) 

4 White Mantle Seeker (20) 
White Mantle Zealot (24) 


My Favorite Guild \ 

Name: Horia Dociu y- 

Title: Artist ^ 

Character: Ragnar X 

IVe started a guild called the Scorpion Lords of Doom 
(SLOD)* The best thing about playing with SLOD is 
the people* Eoeryone is out to have a good timej and no 
matter how serious the toumamentf the SLOD and 
gals are always up for a good laugh* It*s not about win^ 
but having fun, and there*$ nothing tike playing 
with some of your raddest friends* But be warned: JVe will 
^*SLOD-er** any guild that gets (n our way! 
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Shiverpeaks: Ice Floe, Speau"head Peak 



Tasta^s Demise 


I Dolyak Master (24) 

Stone Sumnifl Arcanist (24) 
X Summit Giant Herder (24) 

3 Siege Ice Coiem (24) 


Spearhead Peak 




1 Footman (20) 
Archer (20) 

2 Lynx (Pet; 10) 

3 Grafter (Grafter; 10) 
H Henchmen (18) 

Merchant (12) 


GrflMit 

Cft^3&e 


Dolyak Master (24) 

Stone Summit Arcanist (24) 
Siege Ice Golem (24) 
ke Imp (22) 

Juniper Bark (7) 

Stone Summit Carver (24) 
Stone Summit Gnasher (24) 
Stone Summit Ranger (24) 
Mountain Troll (24) 


frozem Forest 
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Tdsai's Demise 
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1 Mineral Sprhu^s 

1 1 
1 2 

Lyssa's Muse (24) 

Bariel Darkroot (Collector) 

1 3 

Goran Grimyak (Collector} 

1 4 

Trego Stonebreafcef (Collector) 

1 1 

Ice Beast (20) 

1 2 

Tiindra Giant (24) 

1 3 

Ice Golem (10) 

1 4 

Ice Imp (22) 

1 S 

Azure Shadow (22) 

1 6 

Jumper Bark (7) 

1 7 

Avicara Ardent (24) 
Avicara Brave (24) 
Avicara Fierce (24) 
Avlcara Wise (24) 

1 8 

Mountain Troll (24) 

1 9 

Frost Wurm 










Kryta 


^oundi^el^s Rise 
f Camryn Jamison (Collector) 
2 Ambassador Braun (15) 

: Monk (2) 

4 Settlement Scout Drew (5) 


J Smoke Phantom (17) 

4 BogSkale(U) 

Bog Skale Blighter ( 18) 

5 Skeleton Mesmer (13) 
e Executioner (IS) 

Lord Timot (Boss N; 17) 
Necrid Horseman (18) 
Zombie Wartock (14) 


Shiverpeedss: Mineral Springs; Kryta: Scoundrers Rise 


N« Kryta Province 

Duties of a Lionguard 

* Speak to Lionguard Riddik (NKP). 

* Look for Lionguard Orrin at 
Miraba's farm. 

* Speak to Miraba (NKP) to receive 
your reward. 

Bandit Trouble 

* Speak to Miraba (NKP)* 

* Tell Mantle Knight Karri ya in 
D’Alessio Seaboard of Miraba*s 
bandit problem, 

* Deliver Token of Janthir to Miraba 
(NKP) to receive reward. 


Blankets for Settlers 

■ Speak to Captain Greywind at the 
settlement iu North Kryta Province. 

■ Go to Nebo Village with the militia 
weapons. Talk to Weaver Danzar 
and trade the weapons for blankets. 

’ Bring the blankets to Captain 

Greywind in North Kryta Province 
to receive your reward* 

Lion's Arch 

Report to White Mantle 

- Speak to Armen the Guide in 
Lion"s Arch. 

• Go to North Kryta Province and 
follow the road to the fort in the 


D'Alessio Seaboard. Once there, 
report your presence to Mantle 
Knight Karriya. 

• Speak to Mantle Knight Karriya, 

Merchant’s Plea 

■ Speak to Bodrus the Merchant in 
Lion's Arch. 

< Head out the northwest gate and 
follow the road (o the Ascalon 
Settlement* Deliver the Settlement's 
Strongbox to Captain Greywind, 

• Talk to Captain Greywind at the 
settlement in North Kryta Province 
to receive your reward, 

(North Kryta Prot/ince map on 

folloufing page,) 
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Noli Darkstetl {20} 

Helton Wilts (Coltector) 
Leighton Cranford 
(Collector) 

Wintun the Black (Collector) 
Ascalon Settler (10) 

Kun U (15) 

Lagaan (10) 

Lionguard Omn (15) 
Lionguard Riddik (15) 
Lionscout Cab nan (15) 
Miraba (10) 

Sandre(lO) 

Settlement Guard (10) 

Captain Greywind 
(Trainer Gen; 15) 

Warthog (Pet; 6) 


Soiun&rfl 


1 Bandit (11) 

1 Cvt^ie Ettin (15) 

5 Mergoyle(14) 

4 Aaren the Black (11) 

5 Fire Imp (11) 

Inferno Imp (IJ) 

6 Fog Nightmare (20) 

7 Reed Stalker (17) 

Spined Aloe (11) 

B 5ogSkale(li) 

9 Caronii Tengu Brave (13) 
Carom! Tengu Fierce (13) 
Caromi Tengu Wild (12) 

Pello Agileclaw (Boss Ms; 11) 

Lion^s Arch 


Alton TTiome (Collector) 
Crafter (Grafter; 15) 

Armen the Guide (2) 
Canthan Feny Captain (2) 
Ferry Captain (2) 
fiajuTai (15) 
lion's Guard (15) 
Henchmen (10) 

Bodrus the Merchant (15) 
Guild Registrar (15) 

Crafting Material Trader (2) 
Dye Trader (2) 
r» 5 twatch Seigio 
(Trainer Gen; 20) 

Loremaster Emienred 
(Trainer Gen: 15) 
Weaponsmitfi (2) 


T(Wi ai tfo JIfh 

lyMmi 

Amui' 
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Kryta: North Kryta Province, Nebo Terrace 
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Nebo Terrace 


Avatar of Dwayna (24) 
Bddon the Blade (Collector) 
Kira Thome (Collector) 

Milny Samhammil (Collector) 
Grafter (Crafter; 15) 

Krytan Herald (Crafter; 15) 
Weaver Danzar (Crafter; 10) 
Elder Sobel (lO) 

Kun Li (15) 

Warthog (Pet: 8) 

Henchmen (12) 

Merchant (12) 


1 GypsieEttin (15) 

2 Mergoyle (14) 

Mergoyle Wavebreaker (12) 


V 



h 


Ncrlfi 




f 









Berjfif, 

Hot St^rrK^ 



J Wraith (17) 

Cursed Lands 

4 Grasping Ghoul (11) 

(SW corner of Farm) 

5 Hellhound (16) 

1 Kun Li (15) 

6 Inferno Imp (13) 


7 Spined Aloe (11) 

1 Wraith (17) 

Tree of Renewal (Boss R; 15) 

2 Grasping Ghoul (1!) 

8 Bog Skale (1!) 

3 Hellhound (16) 

BogSkale Blighter (18) 

4 Smoke Phantom (17) 

9 Abijah the Decayed (Boss R; 12) 

5 Skeleton Mesmer (15) 

Skeleton Mesmer (15) 

Skeleton Ranger (13) 

Skeleton Ranger (13) 

Skeleton Sorcerer (B) 

Skeleton Sorcerer (15) 

6 Damned Cleric (17) 

10 Caro mi Tengtt Wild (12) 

Executioner (18) 

Rawr Wildeye (Boss M; 11) 

Zombie Warlock (14) 

11 Damned Cleric (17) 


Necrid Horseman (IS) 


Nizza the Sickle (Boss W; !2) 


Zombie Warlock (14) 



t 
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BeetfelKK 


DiT^mit 5 CortJiL 


Terrace 


JVatcht0wer Coast 


Ian Styrmme (Collector) 
Tenladi Silverhand (Coilector) 
Farmer Fanella (2) 

Warthog (Pet; 8) 

Crafter (Crafter; 15) 
Henchmen (12) 

Merchant (12) 


MergoyJe (14) 

Mergoyte Wavebreaker (12) 
Ancient Oakheart (17) 
Spined Aloe (11) 

Bog Skale (11) 
CaromiTengu Brave (13) 
CaromiTengu Fierce (13) 
CaromiTengu Wild (12) 
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Kryta: Watchtower Coast, The Black Curtain 
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1 T/ii' Bfacfe Ciirfriin 

13 Skill Trainer (Trarner Gen; 2) 

— — I j- . — 

Spined Aloe (11) 1 

1 1 Ian BDrisli (Collector) 

H Henchmen (15) 

Tree of Judgment (Boss Mk; 24) 1 

1 2 Liris the Sage (Collector) 

M Merchant (12) 

8 Bog Skal« Blighter (18) 1 

1 3 Sir Robert (Collector) 


Frash the Cold (Boss E; 24) 1 

1 4 Kun Li 05] 

1 Wraith (17) 

Gack the Mindwrecker (Boss Ms; 24) 1 

1 S Avatar of Dwayna (24) 

1 Hellhound (16) 

9 Skeleton Bowmas(er( 17) 1 

1 6 Champion of Balthazar (24) 

3 Inferno Imp (13) 

Skeleton Mesmer (15) 1 

1 7 Lyssa's Muse (24) 

4 Forest Minotaur (19) 

10 Caromi Tengu EJite (IS) 1 

1 8 Melandru's Watcher (24) 

Rage Maulhoof (Boss W; 24} 

Wingford Caromi (Boss R; 24) 1 

1 0 Voice of Crenth (24) 

5 Fog Nightmare (20) 

11 Bone Dragon (16) 1 

1 TO Kolleen Redstone (CoJtector) 

Shadow of Death (Boss N; 24) 

Damned Cleric (17) 1 

1 11 Krytan Herald (Crafler; 15) 

C Smoke Phantom (17) 

Necfjd Horseman (ts) 1 

1 12 Brother Theophilus (2) 

7 Reed Stalker (!7) 



fi 
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1 Boon Elston (Collector) 

2 Brynden Cromwell (Collector) 
J William Pennington (Collector) 

4 lion Guard Gariol (15) 

5 lynx (Pet; 10) 

Playful Lynx (Pet; 12) 


Qmtam 


Bandit (11) 

Hill Giant (20) 

Forest Minotaur (19) 

Fog Nightmare (10) 
Ancient Oakheart (17) 
Reed Stalker (17) 

Spined Aloe (11) 

Fen Troll (20) 

Apprentice of Verata (20) 
Eyes of Verata (20) 

Sage of Verata (10) 
Shepherd of Verata (20) 
Verata (20) 

Calrath (Boss W; 16) 
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Kryta: Kessex Peak, Talmark Wilderness 
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T<a/ntiirl{ WitoeriieiA 
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4Fis/;en)idH's 

' 4 


5jff> ijg my Stmnd 

1 Delves the Dodgy 
(Collector) 

z iamora the Wise 
(Collector) 

3 Vardis (Coilector) 

4 Crafter (Crafter; 15) 

5 Mingas the Meek (2) 

6 Skill Trainer (Trainer 
Gen; 2) 

7 Hearty Lynx (Pet; 15) 
Lynx (Pet; 10) 

H Htfiidiiiit;i] (IS) 

M Merchant (12) 


1 Lightning Drake (18) 

2 Inferno Imp (13) 

J Bog Skale Blighter (18) 

4 CaromiTengy Elite (18) 

5 White Mantle Sycophant (16) 

Tears o f the Falleft 
i Arris Weston (Collector) 
z Oaved Logsdon (Collector) 


1 Grand Drake (20) 
Lightning Drake (18) 

2 Bog Skale Blighter (18) 
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Tunn Serpent Lakes 


Melandru's Watcher (24) 
Faihurst (Collector) 

Crohn the Fisher {Collector) 
Kottrnis the Tracker (lO) 

Dire Lynx (Pet; 15) 

Lynx (Pet; 10) 


Lightning Drake (18) 
Mergoyle (14) 

Ancient Oakheart (17) 
Bog Skale Blighter (18) 

C<j[uirii Tt^iigu (id) 


fHIW 


KiL'ersifte ProwMce 
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Majesty^s Rest 


1 Champion of Balthazar {24) 

2 Isabaeitx Navarre (Collector) 

3 Robin Neils (Collector) 


Maguuma Spider (16) 
Fevered Devourer (17) 
ThomDevourer (17) 

Haja Blood wail (Boss W; 1 1) 
Hellhound (16) 

Fog Nightmare (20) 

Smoke Phantom (17) 
Ancient Oakheart (17) 
Entangling Root (18) 

Reed Stalker (17) 

Skeleton Monk (12) 

Fen Troll (20) 

Bone Dragon (18) 

Damned Cleric (17) 

Necrid Horseman (18) 
Rotscale (24) 
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1 Lnuds 

1 Magmima Spider (16) 

1 : Lyssa's Muse (24) 

2 Fevered Devourer(17) 

1 1 Aaron Fletcher (Collector) 

Thorn Devourer (17) 

1 J El wyrw Kirby (Collector) 

3 Redwood Shepherd (19) 

1 4 Grafter (Grafter; 15) 

Thorn Stalker (17) 

1 § Chosen Villager (10) 

4 Wiod Rider (12) 

1 6 House Ranger Amon (12) 

Wind Rider (17) 

1 7 House Ranger Lanalt (12) 

5 Moss Scarab (12) 1 

1 6 House Ranger JVIarco (12) 

Mij Ilf 110011 Laj^oott 

1 S House Ranger Rionel (12) 

1 Vargii the White 

1 10 JustidarThommis (15) 

(Collector) 

1 t1 Warthog (Pet; 12) 

1 Root Behemoth (19) 

1 12 Mosreli the Exile (Colledor) 

2 Life Pod (15) 

1 13 Trader Versa! (Merchant 12) 

3 Wind Rider (17) 

1 14 Skill Trainer (Trainer Gen; 2) 


1 K Henchmen (12) 


1 M Merchant (12) 



Druid’s Overlook 

(Sftg* Uundf) 

- Speak with House 
Ranger Aitioik 

A Brother’s Fury 

• Speak with House 
Ranger Lanalt, 

• Speak to Trader Versai at 
the DruicTs Overlook, 

“ Speak with House 
Ranger RioneL 

• Speak with Justiciar 
Thommis. 

- See Witness Giselle in 
The Wilds for reward. 


•* « 
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1 SHverwood 

I Maguuma Hunter (16) 

1 1 Crispin Bryllis (Coliector) 

Maguuma Protector (16) 

2 Farmer Conklin (CoHector) 

Maguuma Warrior (16) 

S Lady Engelram (Collector) 

2 Wind Rider (12) 

4 Warthog (Pet; 12) 

J Moss Scarab (12) 

5 Sens the Red (Collector) 

Moss Scarab (16) 

6 Gareth Quickblade (ts) 

4 Jungle Troll (14) 

7 Crafter (Trainer Gen; 2) 

s White Mantle Knight (16) 

a Skill Trainer (Trainer Gen; 2) 


H Henchmen (15) 


M Merchant (12) 
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The Wilds: Silverwood, Ettin^s Back 
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e. 




1 Reed Bo£ 

3 Llourdes the Arcane (Collector) 1 

4 Meghan the Bright (Collector) 1 

5 Slayton Redhlade (Collector) 1 

6 Warthog (Pet; 12) 1 

1 1 Elene the Vigilant (Collector) 

1 2 Wafthog (Pet; 12} 

1 1 Maguuma Spider (16) 

1 2 Life Pod (15) 

1 Redwood Shepherd (19) 

1 I Moss Scarab (16) 

1 4 Jungle Troll (14) 

1 The Falls 

1 Maguuma Spider (16) 1 

1 Root Behemoth (19) 1 

3 Maguuma Hunter (16) 1 

4 Life Pod (15) 1 

Redwood Shepherd (19) | 

s Wind Rider (17) 1 

6 Jungle Skale (19) 1 

7 Jungle Troll (14) 1 

Jungle Troll (is) 1 

1 1 Champion of Balthazar (24) 

1 2 Agrippa Stonehands (Collector) 
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Henge of Denravi 

Passage Through 
The Dark River 

• Talk to Shadow in Henge of Denravi. 

" Talk to Old Joness in Tangle Root to 
gain passage down the Ullen River. 

* See Blade Warrior Derikk in 
Riverside Province for your reward. 


Tangle Root 

5 JungJe Troll (14) 

1 Melandru's Watcher (24) 

Jungle Troll (18) 

3 Orson Cooper (Collector) 

Dj^Top 

3 Serah Slides (Collector) 

1 Root Behemoth (19) 

4 Tiilly Blackvine (Collector) 

2 Maguuma Hunter (th) 

5 Old Joness (10) 

Maguuma Protector (16) 

6 Carlotta (2) 

3 Fevered Devourer (17) 

7 Warthog (Pet: 12) 

Thom Devourer (17) 

B Ingrid Larson (Collector) 

4 Thorn Stalker (17) 

9 Skill Trainer (Trainer CEn; 2) 


H Henclimen (15) 

Heiwe iff Deuvaoi 

Nl Merchant (J2) 

ij ikf 

1 Adam Solstrum (Collector) 


2 Loreen Cranford (Collector) 

1 Life Pod (15) 

3 Thyfir Creenleaf (Collector) 

Redwood Shepherd (19) 

4 Crafter (Crafter: 15) 

Thorn Stalker (17) 

5 Master Scout Kiera (15) 

2 Wind Rider (17) 

6 Shadow (15) 

3 Moss Scarab (16) 

7 Moss Spider (Pet; 2) 

4 Jungle Skale (19) 

H Henchmen (15) 
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The Crystal Desert 


Aiiuioon Oasis 


Sands of Souls 
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T(;Fe aH& Sea 


Vulture Drifts 


Prophet’s Path 


Fenster the Golden (Collector) 
Gustov the Silent (Collector) 
Kyle fte Rich (Collector) 
Winfield Michelson (Collector) 
Henchmen (17) 

Merchant (12) 


Rockshot Devourer (20) 
Sand Elemental (20) 
Tortured Spirit (10) 
Desert Griffon (21) 
Minotaur (20) 

Salving Cactus (20) 
Storm Kin (20) 

Jade Scarab (20) 

Crystal Wurm 


T Brandon Harlin (Collector) 

2 Karl Jakobs (Collector) 

J Kraviec the Cursed (Collector) 
4 Uderit Ignis (Collector) 


Sand Elemental (20) 
Enchanted Bow (20) 
Enchanted Hammer (20) 
Sand Giant (22) 

Desert Griffon (21 ) 

Jade Scarab (20) 

Crystal Wunii 
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The Crystal Desert: Salt Flats, Skyward Reach 
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Sfe)warrf Reach \ 

1 

Miss Vaughn {Collector) I 

2 

John Verado (Collector) 1 

5 

Mourn Drakespur (Collector) 

4 

Rylan Paval (Collector) 1 

1 

Losaru Lrfeband (20) 


Losaru Windcaster (20) 

2 

Rockshot Devourer (20) 

3 

Sand Drake (2t) 

4 

Enchanted Bow (20) 

5 

Desert Griffon (21) 

6 

Hydra (22) 

7 

Storm Kin (20) 1 
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1 The Arid Sea 

1 1 

Sir Kaufman (Collector) 

1 2 

Sir Pohl Sanbert (Collector) 

1 1 

Dune Buirower (22) 

1 2 

Enchanted Hammer (20) 

1 3 

Sand Giant (22) 

1 4 

Salving Cactus (20) 

1 S 

Jade Scarab (20) 

1 6 

Crystal Wurm 
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The Crystal Desert: The Arid Sea, The Scar 
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The Scar 

1 Cedric Rogers (Coileclor) 

2 Jamie the Wanderer 

(Collector ) 

3 Lord Dorn Lendrigen 

(Collector) 

4 Barton Smallwood 

(Collector) 

H Henchmen (17) 

M Merchant (12) 


DesDiijj's 

Gorge 


•r o 










Dune ourrower (22) 

Lu:h3iu Wiiidut3:»Lti (ZO') 

Desert Griffon (21) 
Crystal Wlirm 
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Pcrditiou Rock 


Ewi(ifir Lii 


'»L 


in&arf;e^i5 Keep 




Captain Gnimby (2) 

Lavadome Gate Guard (2) 
Shadow (15) 

Moss Spider (Pet; 2) 

Henchmen (20) 

Merchant (12) 

Dr€)kc 

Dark Flanne Dryder (24) 
Phantom (20) 

Flesh Golem (20) 

Mahgo Hydra (24) 
lade Bow (24) 

Ether Seal (24) 

Breeze Keeper (24) 

Inner Council Member Argyle 
(Boss Ms; 16 ) 

Inner Council Member Bolivar 
(Boss W; 16 ) 

Inner Council Member Cuthbert 
(Boss Ms; 16 ) 

White Mantle Knight (16) 

White Mantle Savant (16) 
Volcanic Wurm 
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Numbers Mechanics 


Guild Wars^ is a Irtnitg, ^rou'inj^ entity, £im1 iteii* coiuctit is hcin^ added ali the time* Use this section as a ttp the ittifhtl Guild Wars 
release, then enjoy the wt’a* eojtieitt as it becomes aifaiiahfe. 


Point 

Progressions 


After Ic^'cl 2U, you gain a new skill 
point (but no new lei'els or attribute 
points) each rime you "cycte^* your level. 


Now take the precedijig example and 
increase die ibe*s armor to Le^^el 20 and 
damage will increase to double die weapon's 
ba se level. 


Experience 


Tlie experience needed to gain eacli new 
level is not nearly as steep in Guild Hfirs as 
it is in other games — die designers do not 
intend to make it supremely difficult to 
reach new^ leveb* Here is the experience 
needed to reach each level: 


Level 

EXP 

Health 

1 

- 

100 

2 

2000 

120 

1 

2600 

140 

4 

32CO 

160 

5 

3600 

180 

6 

4400 

200 

7 

5000 

220 

e 

5600 

240 


6200 

260 

10 

6600 

280 

11 

7400 

300 

12 

SOOO 

320 

15 

8600 

340 

14 

9200 

360 

15 

9300 

380 

16 

10,400 

400 

17 

11,000 

420 

18 

11,600 

440 

18 

12,200 

460 

20 

12,300 

480 



Attributes 


Level 

T 

Lvl Cost 
1 

Total Cost 
1 

2 

2 

3 

3 

5 

6 

4 

4 

10 

5 

5 

15 

6 

6 

21 

7 

7 

2B 

8 

9 

57 

9 

11 

4S 

10 

13 

61 

II 

16 

77 

12 

20 

97 


Equipment 

How Damage Is 
Applied 

Each weapon and damage skill has a spe- 
cific base damage (or a range of damage). 
However^ diat doesn't always indicate 
how much damage is applied. 

Each attack can be modified hy a 
miinber of factors: 

Character level 
Attribute level 

Difference between the player's level and an 
enemy's level 
Weapon's attribute level 
Enemy's armor level 

Example 1: Damage Rauge 
./Iraior Levels 

A Warrior at Level 20 with a 12 in 
Swordsmanship* fighting a Level 2( mon- 
ster widi &1> armor^ does the base damage 
of the weapon. This also assumes that the 
foe is completely fi*ee of bufis and isn't 
currently under any Conditions* Hexes* 
Enchantments* etc. 


As a final example* increase the foe's 
armor to Level 100 and damage will 
reduce to half of the weapon's base level. 

Example 2i Damage Range 
Across Armor D^vels 

A Warrior at Level 20 with a 4 in 
Swordsman sliip, fighting a Level 20 moii" 
ster >vith 60 armor, does half the base 
damage of tlie Weapon* Tills also assumes 
that the foe is completely fiec of biiftV 
and brvt currency under any Conditions* 
Hexes, Enchantments, etc* 

Now take the preceding example and 
increase tlic Warrior's Sword sinatvsli ip to 
1 6 and damage will htcreasc to tlie base 
damage level plus 15 percent* 

Ignore the percent of the ariiior 
when determining damage reduction due 
to armor penetration. For example* if an 
attack has Armor Penetration 20 percent, 
then die target's base armor is reduced by 
20 percent. 

Damage reduction is applied once 
the final damage total has been calculated. 
Subtract the damage reduction from that 
total before applying the damage. 

Damage T}^pes 

Tliere are ten tj'pes of damage* Tliree are 
Physical: 

Uiimc Piercing Slashing 

Four arc Elemental: 

Cold Fire Eartli Lightning 

The remaining three don't take 
armor into account* No attack or defense 
modifiers are calculated; damage is simply 
the basic damage* (But wamis of tlicse 
sorts do take armor uito account.) 

Chaos Shadow Holy (x2 vs. Undead) 
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Point Progressions, Equipment, Grafters €r Other Vendors 


Weapon Speeds 

The time for encK strike b as follows: 

Speed 


Axe 

L33 sec. 

Sword 

1.33 sec, 

Hammer 

175 sec. 

Rod, Staff 

1.75 sec 

Bow 

Short 

-2 sec. 

Lons 

-28 sec. 

Flat 

-2 sec. 

Recurve 

-28 sec. 

Horn 

-2.7 sec. 

Note: Half Moon is a Short Bow. 

Bow Comparisons 

6ow Attack 

Tvp« Spetd 

Armor 

Range Acoiracv Penetration 

Short Good 

Poor Good 

Long Fair 

Good Fair 

Flat Good 

Good Poor 

Recurve Fair 

Fair Good 

Horn Poor 

Fair Fair ](M 

Crafter (Materials) 

Product 

Item Matenab 

(3ay Brick 1 Brick of Clay, 1 Pile of 

Glittering Dust 30g 

Tempered Glass Vial 5 Piles of Glittering Dust 3Qg 
Leather Square 5 Tanned Hide Squares, SOg 

Vial of Ink 

4 Plant Fibers, 

1 Tempered Class Vial, 20g 

Lump of Charcoal 

10 Wood Planks; 200g 

Spiritwood Plank 

5 Wood Planks, 

10 Plies of Glittering Dust lOOg 

Steel Ingot 

10 Iron Ingots, 

1 Lump of Charcoal, 200g 


Ranges 


All spellcastijig has a range of 88 teet 
(the same as die small circle that appears 
aroutid you on your “radar'*)» 

A spell’s AoE Is Jtidbaced by how it 
is described. For example, ^’adjacent” spelts 
affect everyone within 13 feet* 

AoE Pgseription Rangg 


Melee, Touch 

Adjacent 

Nearby, Mear the Taiget 
In the Location, In the Area 


2 feet 
13 feet 
20 feet 
26 feet 


Any Shout 

39 feet 

Bow Ranges 
Short 

112 feet 

Long 

167 feet 

Flat 

67 feet 

Recurve 

142 feet 

Horn 

142 feet 


Grafters &■ 
Other Vendors 

Abbreviations 

Onlv a tew abbreviatiotis are used in diis 
secdomHiey include 3H (2-Hatided), Ding 
(Damage)^ En (Energy)^ EEt (Energy regen- 
eration rate), Phy (Physical), Pre (Pierce)^ 
and Sla (Slash), hi addition, craffuig mate- 
rials tiave been shortened, so diat Cloth 

trtr R I'^ll' rit Oner t-nr Pil#» r»f 

Glittering Dust, and so forth. 


City Codes 

Most items available for sale or tliroiigh 
crafting are only found in certain towns. 
’'S'lien that’s the case, the following town 
abbreviations are used: 


AC 

Ascalon City 

QF 

Quarrel Fdls 

Be 

Beetletun 

SL 

Sage Lands 

BHS 

Bergen Hot Springs 

SS 

Stingray Strand 

HD 

Henge of Denravi 

VR 

Ventari's Refuge 

LA 

Lbn's Arch 

YB 

Yak's Bend 



PS 

Piker Square 


Merchant 


Equipmmt 


Cut! 


Identification Kit 

lOOg 

Salvage Krt 

mg 

Expert Salvage Kit 

400g 

Dye Remover 

50g 

Tempered Glass Vial 

60g 

Bag (5 slots) (LA) 

lODg 

Rune of Holding (BHS, Be) 
(bag slots go from 5 to 10) 

5O0g 

Dye Trader 

EquipfiKRt 

Cost 

Blue 

200g 

Purple 

Z40g 

Orange 

270g 

Red 

365g 

Green 

240g 

Yellow 

275g 


380g 


Vault Keeper 


EquiiHiKttt 
2(>ltem Bank Vault 


Cost 

50g 


Guild Registrar 


Equipiitent 


Cost 


Guild Qeaiion 
Guild Cape 


lOOg 

lOOg 


Weaponsmith 


Equipment 


EljmaKe 


Cost 


Weapon Customization damage lOg 

Crafter 

(Weapon, Defense) 

Battle Axe (req. 5 Axe Mastery) (YB) 

Dmg 3-6 (Sla), +2 vs. Dwaives 

8 iron Ingot 2 Wood Planks^ 2CX3g 

b.attle Axe (req, 6 Axe Mastery) (LA) 

Dmg 4-10 (Sla), +3 vs. Undead 

12 Iron Ingot 3 Wood Planks, 1 Steel Ingot 250g 

Divine Symbol (req. 6 Divine Favor) (LA) 

Energy +8 1 AL vs. LJndead 
15 Granite Slabs, 5 Scales^ 750g 

Frost Artifact (req. 6 Water Magic) (LA) 
Energy+8| AL+5 vs. Giants 
15 Granite Slabs, 5 Scales; 750g 
Grim Cesta (req. 5 Death Magic) (VB) 

Energy +6 1 Health +10 
10 Granite Slabs, 200g 

Heaunc Ankh (req. 5 Healing Prayers) (YB) 

Energy +6 1 Health +10 
10 Granite Slabs^ 200g 

Inscribed Chakram (req 6 Domin. Ma^c) (LA) 
Energy +8 1 Al +5 vs. Undead 
15 Granite Slabs, 5 Scales 750g 

Idol (req. 6 Curses) (LA) 

Energy -iB | AL +5 vs, Undead 
15 Granite Slabs, 5 Scales, 750g 

Jeweled Chauce (req. 5 lllusbn Magic) (YB) 

Energy +6 1 Health +10 
10 Granite Slabs^ 200g 

Longbow^ (req. 5 Marksmanship) (YB) 

Dmg IMS (Pre) \ AL +3 vs. Chivarves 
10 Wood Planki 200g 

Longbow (req. 6 Marksmanship) (LA) 

Dmg 10-19 (Pfc), +3 vs. Undead 
15 Wood Planks, 5 Fealhers, 75Qg 

Long Sword (req. 5 Sworefemanship) (YB) 

Dmg 1CM4 (Sla) [ AL +3 vs. Dwarves 
10 Iron Ingots, 2oog 

Long Sword (req. 7 Swordsmanship) (LA) 

Dmg 13-19 (Sla), +3 vs. Giants 
15 Iron Ingots I Steel Ingot 750g 

ScRcut (req. 5 Earth Magic) (YB) 

Energy +6 1 Health +10 
10 Granite Slabs, 200g 

War HAMMiiR (2H; req. 4 Hammer Mast.) (YB) 

Dmg 9-13 (Bit) I AL +B vs. Dwarves 
6 Iron Ingots, 4 Wood PJanks, 300g 
War Hammer (2H; req. 7 Hammer Mast.) (LA) 

Dmg 15-34 (Bit), +4 vs. Undead 

9 Iron Ingot^ 6 Wood Planks, 1 Steel Ingot 750g 
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Grafter (Armor) 

Elementalist Armor 


Adept's Armor (Cloth/Silkl 
AL 60 (VR) 


Adept's doves 


En +5, AL +5 (Bern) 

Adept's Robes 


En +5, AL +5 (Elem) 

Master's Le^n^ 


ER +1, AL +5 (Bern) 

Adept's Shoes 


ER +1, AL 45 (Bern) 

AEROMANCER'S Armor (Cloth/Linen, Dust/ Itdu) 

AL 30 39 45 51 60 

AC/YB/LA BHS/QF/VR HD SL VR 

Storm's Eye 


Air Magic +1 

AeromanceCs Gloves 


En +5, AL +15 (Ltng) 

AeromanceCs Robes 


En +5, AL +15 (Ltrr^ 

Aeromancer's Leggings 


ER +1, AL +15 (Ltng) 

AeromanceCs Shoes 


ER +L AL +15 (Ltng) 

ELEMENTALIST’S ARNtOR (dolt. Dust) 

AL 15 30 3 9 45 57 60 

AQPS AC/YB/LA BHVQF/VR HD SS VR 

Third Eye (no mods) 

Elemenldlisrs Cloves 


En +5 

Elementalisrs Robes 


En +5 

Elementalisrs Leggings 


ER+1 

Elementalists Shoes 


ER +1 

GeomancER's Armor fCloEh/Gjrjniie.tXisi/CMice) 
AL 30 39 45 57 60 

ACAB/IA BHS/QF/VR HD SS VR 

Stone's Eye 
CeomanceCs Gloves 
Ceoma Reef's Robes 
CeomanceCs Leggings 


Earth Magic +1 
En +5, AL +15 (Earth) 
En +5, «. +15 (ferth) 
ER +1, AL +15 (Earth) 

GeomanceCs Shoes 


ER +1,AL +15 (Earth) 

Hydromancer's Armor (cloth /s h^lL Dusr/limi) 
AL 30 39 45 51 60 

ACAB/LA BHS/B^QF/VR HD SL VR 

Glacier's 


+1 Water Magic 

Hydro mancer's Gloves 


En +5, AL +15 (Cold) 

Hydro manceCs Robes 
Hydro mancer's Leggings 


En+5,AL+15(Cold) 

ER+l,AL+15(Cold) 

Hydra mancer's Shoes 


ER +l,AL+15(Cold) 

PYRDMANCER'S xARMOR (Cloth/Scale, Duit/Iron) 

AL 15 30 59 45 57 60 

AC/PS ACTYB/LA BHWQF/VR HD SS VR 

Flame's Eye 


+1 Fire Magic 

Py romancer's Gloves 


En +5,AL +15 (Fire) 

Py romancer's Robes 


En +5, AL +15 (Fire) 

Pyro mancer's Leggings 


ER+LAL+15(Fire) 

Py romancer's Shoes 


ER+L AL +15 (Fire) 

Additional Hradpieces ft^iKt.Iton.and'or Gt^nits) 
AL 30 39 45 51 60 

AC/YB/W/8HS QF/VR HD Be VR 

All Seeing Eye 


+1 Energy Storage 

Stone's Eye (AL 51 Only) 


+1 Earth Magic 

Flame's Eye (AL 51 Only) 


+1 Fire Magic 


Third Eye (AL 51 Only) (no mods) 


Mesmer Armor 

CotrRTUY ARAtoR (Clorli, Liiwn) 

AL 15 30 59 45 57 60 

PS A<7yB/LABHS/Be/QF/VR HD SS VR 
Cooitly Gbves En +5, AL +15 (i-vliile casting spelfe) 

Courtly Attire En +5, AL +15 (while casing spells) 

Col rtly H ose ER + h AL + 1 5 (while casting spells) 

Courtly Fooiwear ER +1, AL +15 (while casting spells) 

Enchanter's Armor (Cloth, Dmt) 


AL 30 39 45 

60 

AG/YB/tA BHS/QF/VR HD 

VR 

Enchanter's Gloves 

En +6 

Enchanter's Atdre 

En +8 

Enchanter's Hose 

En +2, ER +1 


Enchanter's Footwear En +1, ER + 1 

PmFORMER’S AllMOR (Clotk Silt) 

AL 50 59 45 60 

AC/VB/LA BH5/QF/VR HD VR 

Performer's Qoves En +5, AL +15 (while casting spells) 
Performer's Attire En +5, AL +15 (while casting spells) 
Performer's Hose ER +1, AL +15 (while casting spelb) 
Performer's R>oL ER +1, AL +15 (while casting spells) 

Regal ARMatc (cfoth. silk) 


AL 35 44 

50 

65 

AGAB/LA BHS/QF/VR 

HD 

VR 

Regal Cloves 


En +5, AL -5 (Earth) 

Regal Attire 


En +5, AL -5 (Earth) 

Regal Hose 


ER +t, AL -5 (Earth) 

Regal Footwear 


ER +t, AL -5 (Earth) 

Rogue’s (ClocL. Leatl^r Squares) 

AL 15 30 

39 

45 60 

A(7PS AC/YB/IA BH5/Ee/QF/VR HD VR 

Rogue's Cloves 


En +4, AL +10 (Phy) 

Rogue's Attire 


En +4, AL +10 (Pto 

Rogue's Hose 

Eo- 

1, ER +1, AL +10 (Phy) 

Rogue's Footwear 

En- 

1, ER +1, AL +10 (Phy) 

Styush Armor (cloth. Dust) 


AL IS 30 

39 

45 60 

ACyPS A(7YB/LA BHS/CF/VR HO VR 

Disaeet Mask 


(no mods) 

Stylish Gloves 


En +5 

Stylish Attire 


En +5 

Stylish Hose 


ER+I 

Stylish Footwear 


ER+I 

\1aSKS fClish,Dust,Taiuied Hide, Feathers, Steel, Liiien) 

AL 30 39 

45 

51 60 

AG/VB/iA BHS/QF/VR 

HD 

Be VR 

Animal Mask 


Inspiration Magic +1 

Costume Mask 


Illusion Magic +l 

Discreet Mask (AL 51 Only) 


(no mods) 

Imposing Mask 


Domination Magic +t 

Sleek Mask 


Fast Casting +1 


Monk Armor 


Ascetic’s Armor - 
|)RA«oN/StaR Pattern (Pact h mem. Ink) 

AL 30 39 45 57 60 

ACQYE/LA BHS/QF/VR HO SS VR 

Scalp Design 



£n +1 

Asoetli/s Arm Design 



En+e 

Ascetics Chest Design 



En +8 

Ascetic's Leg Design 


En +2, ER +1 

Ascetic's Foot Design 


En +1, ER +1 

Censor's Aracor (ciQth, StMJ) 


AL 30 39 

45 

51 

60 

AC/YB/LA BHS/Ee/QF/VR 

HD 

SL 

VR 

OnsoFs Han#raps 


En H AL +10 (Phy) 

CensoFs Vestments 


En +4, AL +10 (Phy) 

CeitsoFs Pants 

En-1, 

,ER+L AL+10(Phy) 

Censor's Sandals 

£n-l, ER+LAL+10 (Phy) 

Monk’s Armor (Cdoth, Pajchmem) 


AL 15 30 

39 

45 

57 60 

ACyPS ACyYBj/LA BHS/QF/VR HD 

SS VR 

Believer's Scalp Design 



(no mods) 

Monk Handwraps 



En +5 

Monk Raiment 



En +5 

Monk Pants 



ER +1 

Monk Sandals 



ER +1 

Sacked Armor (ebth, Lben) 



AL 30 39 

45 

57 

60 

AQYB/LA BHS/QF/VR 

HD 

SS 

VR 

Sacred H^dwraps 


En +5, AL +5 (Elem) 

Sacred Raiment 


En +5, AL +5 5 lem) 

Saaed Pants 


ER +1, AL +5 ^em) 

Sacred Sandals 


ER+l,AL+5(Elem) 

Siuc Armor (Cbih,silk) 




AL 55 44 

50 

65 


AC/YB/LA BHS/QF/VR 

HD 

VR 


Silk Handwraps 


En +5, AL -5 (Cold) 

Silk Raiment 


En +5, AL -5 (Cold) 

Silk Pants 


ER+t,AL-S(Cold) 


Silt laced Sandals ER + L AL -5 (Cold) 

Wanderer's Armor (cbih. Tanned Hide) 

Al IS 50 59 4S 60 

ACyPS ACTYB/LA BHS/B^F/VR HD VR 

Wand^eCs Handwraps En +5, AL +5 (Elem) 


Wanderer's Vestments 

En +5< AL +5 (Elem) 

Wanderer's Pants 

ER+l, AL +5 (Elem) 

Wanderer's Sandah 

ER+hAL +5 (Elem) 

Scalp Designs (Parchment, ink) 

AL 50 39 45 51 60 

AC/YB/LA BHVQF/VR HD Be VR 

Rrophefs Scalp Design 

Divine Favor +1 

Servant's Scalp Design 
Defender's Scalp Design 

Healing Prayers +1 
Protection Prayers +1 

Defender's Scalp Design Smiting Prayers +1 

Believer's Scalp Design (AL 51 Only) (no mods) 



Grafters 6- Other Vendors 







Necromancer Armor 


HtlNKLAt^ Armor (Termed Hhfc. Botins) 

AL 15 50 59 45 60 

AQPS AC/YB/LA BHS/Be/QF/VR HD VR 


Bonelace Gloves 

En +5, AL +15 (Piercing) 

Bonelace Tunic 

En+5,AL+15 (Piercing) 

Boneiace Leggings 

ER +1,AL+15 (Piercing) 

Bonelace Boots 

ER +1,AL+15 (Piercing) 


FANATIC*S Armor. (Tanned Hide, Leather) 


AL 30 59 

ACyVB/LA BHS/QF/VR 

45 

HD 

60 

VR 

Fanatic's Gloves 

En +5,AL+15 (Piercing) 

fanatic's Tunic 

En +5,AL+15 (feeing) 

Fanatic's Leggings 

ER +1,AL+15 (Pierdng) 

Fanatic's Boots 

ER +1,AL +15 (Pierang) 

NttJ ROMANCER ARMOR planned Hide. Farchmenq 

AL 15 JO 

39 

45 57 60 

Acyps AcyveyiA bhs/qf/vt 

1 HD SS VR 

Crude Scar Pattern 


(no mods) 

Necromancer's Gloves 


En +5 

Necromancer's Tunic 


En +5 

Necromancer's Leggings 


ER +1 

Necromancer's Boots 


ER+1 


NECROnc Armor (Tanned Hide, Shells) 

AL 40 49 55 70 

AC/Ve/LA BHS/Be/QF/VR HD VR 
Necrotic Cloves En +5, Debuffs Holy AL 

Necrotic Tunic En +5, Debuffs Holy AL 

Necrotic Leggings ER +1, Debuffs Holy AL 

Necrotic Boots ER +1, Debuffs Holy AL 


AR,M(>k (Tanned Hide. Granite) 

AL 40 49 55 TO 

AQVB/IA BHS/QF/VR HD VR 


Pdg^n Cloves 

En +5, Debuffs Holy AL 

Pagan Tunic 

En +5, Debuffs Holy At 

Pa^n Leggings 

ER +1, Debuffs HolyAL 

Pa^n Boots 

ER+I, Debuffs HolyAL 

Scar Pattern Armor (Parch me jit, ink) 

AL 30 39 45 60 

ACyVB/LA BHS/QF/VR HD VR 

Arm Scar Pattern 

En +6 

Chest Scar Pattern 

En +8 

Leg Scar Pattern 

En +2, ER +1 

Foot Scar Pattern 

En + 1, ER +1 

Tormentor's Armor (Tanned Hide, Steel) 


AL 40 49 55 TO 


Aq/YB/IA BHS/QF/VR HD VR 
Tormentor's Gloves En +5, Debuffs Holy AL 

Tomnento r's Tu nic En +5, Deb uff s Holy AL 

Tormento r's Leggings ER + 1 , Deb uffs Holy AL 

Tormento r's Boots ER + 1 , Deb uffs Holy AL 


Scar Patterns (I^ivhmenc. Ink) 

AL 50 59 45 51 60 

ACAB/LA BHS/QF/VR HD SL VR 


Devilish Scar Pattern 


Soui Reaping +1 

Ragged Scar Pattern 


Blood Ma^c+l 

Vile Scar Pattern 


Death IVia^c +1 

Wkked Scar Pattern 


Curses +) 

Crude Scar Pattern (AL 51 Only) 

(no mods) 

Miscellaneous (Tanned Hid^^ Scales) 

AL 

45 

51 


HD 

VR 

Bloodstained Boots ER 

+1, Speeds corpse-targeted spells 


Ranger Armor 

DKAKn-SCALE Armor (Tinned Hidc,Scalc!) 

AL 40 49 55 70 

AQYB/LA 8H^e/QF/VR HD VR 

Drakescale Cloves AL +50 (Bern), AL + 15 (Fire) 
Drakescale Vest En +5, AL +50 (Sem), AL + 1 5 (Fire) 

Drakescale Leg. ER +\, AL +50 (Bern), AL +15 (Fire) 

Drakescale Boots AL +30 (Bern), AL + 15 (Fi re) 

Druio^s Armor (Taiined Hide, Wood) 

AL 40 49 60 70 

AQYB/LA BHS/QF/VR HD VR 

Druid's Gloves E n +1, AL +50 (Elem) 

Rawhide Vest En +8, AL +5 0 (Elem) 

Druid's Leggings En+1, ER+DAL+50 (Bern) 

Druid's Boots En +1,AL +50 (E!em) 

Fl_U>— LI^ttD AltAlOn: (Tonus J Hid*, Pur> 

AL 25 40 49 55 70 

ACyPS AC/YB/LA BHS/Be/QF/VR HD VR 

Furdined Gloves AL +30 (Bern), AL +15 (Cold) 
Fordined Vest En +5, AL +30 (Elem), AL +15 (Cold) 

Fordined Leggings ER +1, AL +30 (0em), AL +15 (Cold) 
Furdined Boots AL +30 (Bern), AL +)5 (Cold) 


HUNTTR’S Armor (Tanned Hide, Bonei) 

AL 40 49 60 70 

AQYB/LA BHS/QF/VR HD VR 
Hunter's Cloves AL +50 (Hem), AL +15 (Piercing) 
Rawhide Vest En +5, AL +50 (Elem), AL + 15 (Pre) 
Hunter's Leggings ER +17AL +50 AL +15 (Pre) 
Hunter's Boots AL +50 (Elem), AL +1 5 (Pre) 


LEAmhiR Armor (Tanned Hide. Cloth) 

AL 25 40 49 55 61 70 

AC/PS AC/YB/U BHS/QF/VR HD SL VR 


Simple Mask 

AL +30 (Elem) 

Leather Gbves 

AL +30 (Elem) 

Rawhide Vest 

En +5.AL +30 (Elem) 

Leather Leggings 

ER+I,AL +30 (Elem) 

Leather Boots 

AL +30 (Elem) 

Studded Leather Armor (Tanned Hide, Sted) 
AL 40 49 55 TO 

AQYB/LA BHS/QF/VR HD VR 

Studded L Gloves 
Studded L. Vest 

AL +30 (Elem), AL +t5 (Ltng) 
En +5, AL +30 (Elem), AL +15 (Ltng) 


Studded L Leg, ER + 1 , AL +50 (Elem), AL + 15 (Ltng) 
Studded L Boots AL +30 (Elem), AL +15 (Ltng) 

Masks (cloth, Linen+Silk, Scale, Fhjr) 

AL 40 49 55 61 70 

A(7YB/LA BHS/QF/VR HD SL VR 

Ta mer's Mask AL +30 (Elem), Beast Mastery + 1 
traveler's Mask AL +30 (Elem), Wilderness Survival +1 
Hunter's Mask (Exd. AL 6t) AL +30 (Elem), Expertise +1 
Hunter's Mask (Exd. AL 61) AL +50 (Elem), Marks, +1 



Warrior Armor 

AiiCALON Armor (lion. Fur) 

AL 55 50 59 65 30 

ACyPS ACyVB/LA BHS/QF/VR HD VR 


Ascaion Helm 

AL +20 (Phv) 

AsGlon Gauntlets 

AL +)0 (Phy) 

Ascaion Cuirass 

AL +10 (Phy) 

Ascaion Leggings 

AL +10 (Phy) 

Ascaion Bools 

AL +10 (Phy) 

GLADLATOR’S AR^^OR (Iron 

AL 50 59 

ACAB/tA BHS/Be/QF/VR 

l^ Tinned Hide) 

65 30 

HD VR 

Gladiator's Helm 

En +1 

GiadiatoFs Gaunt] ets 

En +1, AL +20 (Phy) 

Gladiator's Hauberk 

En +J 

Gladiator's Leggings 

En +2, AL +20 (Phy) 

Gladiator's Boots 

En +1, AL +20 (Phy) 

Ringmau. Armor (Iron) 
AL 35 50 

Acyps AcyvEyiA 

59 

BHS/QF/VF 

RecTUffs Cap 

AL +20 (Phy) 

Ringmail Gauntlets 

AL +20 (Phy) 

Ringmail Hauberk 

AL +20 (Phy) 

Ringmail Leggings 

AL +20 (Phy) 

Ringmail Boots 

AL +20 (Phy) 

WYVERN armor (Iioii. ScalcK) 

AL 55 61 64 50 as 

ACAByiA BHS/QFAR Be HD VR 

Wyvern Helm 

AL +10 (Phy) 

WVvern Crauntlets 

+10 (Phy) 

Wyvern Hauberk 

+10 (Phy) 

Wyvern Leggings 

+10 (Phy) 

Wyvern Boots 

+10 (Phy) 

Helms (tron. Steel) 


AL 50 

ACyYB/lA 

59 65 30 

eHVQFA^ HD VR 

Captain's Hdm 
Captain's Helm 
Captain's Helm 

AL +20 (Phy), Axe Mastery +1 
AL +20 (Phy), Hammer Mastery +1 
AL +20 (Phy), Swordsmanship +l 

Captain's Helm 

AL +20 (Phy), Strength +1 

□plain's Helm 

AL +20 (Phy), Tactics +1 


Miscellaneous (iian. Granite) 

AL 60 75 

HD VR 

Stonefist CSauntlets AL +20 (Phy), Target's knockdown 

increased 

Lieutenant's Helm (AL 60 Only) AL +20 (1^), Reduces 

hex. duration on you 


Knight's Armor (iron. Leather) 
AL eO{VR) 


Knights Helm 

AL +20 (Phy) 

Knight's Gauntlets 

AL +10 (Phy) 

Knight's Cuirass 

AL+10 (Phy) 

Knighrs Leggings 

AL +10 (Phy) 

Knights Boots 

AL +10 (Phy) 

PLATEMAIL ARMOR (Iran. Sled) 

AL 80 (VR) 

Platemail Helm 

AL +20 (Phy) 

Platemail Gauntlets 

AL +20 (Phy) 

Platemail Cuirass 

AL +20 (Phy) 

Platemail Leggings 

AL +20 (Phy) 

Platemail Boots 

AL +20 (Phy) 


Protected^, co|iytig]it.,USBudia^ed or mdnvful bqpyipB m downlcudnig expreisly prolubiced. 
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Drops 

Drops are classified in the game as com- 
mon (vvhjcu or blue text), uncommon 
(purple text), or rare (gold text). I fa 
common drop is enhanced., it will have 
blue text; otlierwise^ its descriptiO'ti will 
be wliite. 

Some drops are unidentified, with 
only basic stats available. Using an identi- 
fication kit on an unidentified item will 

tell yon more about it. Sometimes, identi- 
llcailoii puliiis out a slgnlllcuiii Increase 

ill effect or value. 

New drops are being added regularly. 


Identification and 
Salvage 

Idcntificadon and salvage botli cost money* 
and both arc a risk. Will the identifi cation 
and the salvage make the item more valu- 
able? Probably, Will the increase in value 
offset the cost of die identification or 
salvage charge? Not always. 

Giff/d VViirs prices aren*t fixed* so you 
have to determine when to identif^' or 
salvage an item. With a fuiiit on inventory 
slots, it is sometimes use fill to salvage an 
item just so you can carry more (since 
salvaged components stack). 

Still, rlicreV every possibility that you 
may find more loot than you can carry. 
Accept diat fact, and be picky about what 
vou take. 

Also, your bags can get fiill quickly, 
and there will be times that vou want to 
grab a special drop and run before a bad 
situation gets worse* Of course, the best 
drops can sometimes happen in the worst 
situation, hi that instance, you donV want 
to hai'c TO stop to unload or salvage an 
item just to make room for the hotter 
loot. He aware of what you*re carrying* 
and always cry to sax'c an empty slot for a 
prime drop. 


A regular salvage kit can only extract 
these components (use an expert kit tor 
uncommon salvage itemsh 


Bot of Rm Cloth Bones 
feathers Granite Slabs 

Iron Ingots Plant Fibers 

Shdis Wood Plonks 


Bricks of/i^ud 
Hides 
Scales 
Piles of 
GiinerlngDust 


Random Loot 

Most drops are random loot, but they do 

follow' a few patterns. A creature^s level is 
the major factor in deter Jiiing what it 

drops; the higher die level, die better the 
loot. Tlie foUow'iiig table lists the damage, 
defense, and value of nearly all loot, 
based on the level of the creature that 
dropped it. To find what you can expect a 
creature to drop, look at the line for its 
level, plus the line above and below it. 
Nearly all creatures drop items within 
those ranges. 

If a creature drops an uncommon or 
rare item* that Item s damage* armor, and 
Energy bonus are better than common. 
For uncommon items* use die stats for 
items two or tliree levels higher. For rare 
items, go tliree or four levels liigher to 
find the stars you can expect. 


Salvage vs* Expert 
Salvage 

In the following lists, each item is listed 
wdth its basic component — what yon *11 
get with a regular salvage kit. At the 
begttmuig of each category arc the com- 
ponents that you can get widi an expert 
kit (sotnedmes, however, an expert 
salvage yields nothing better diati a 
regular salvage). If diere are two expert 
salvage conipoiients, yoifre more likely to 

To match an item with its expert 
salvage results, find the basic component 
ill die list of items. Matcli diat item at 
tlie cop of tlie section with a list of 
expert salvage possibilities. For example. 
Abbot’s lltobes (at the begiiuilitg of die 
Armor section) yields Bolts of Raw Cloth 
as basic salvage. Looking above that a few' 
lines, you can see that Bolts of Raw 
Cloth (basic s,ilvage) matches Bolts of 
Linen and Bolts of Silk (expert salvage). 
So an expert salvage of Abbot’s Robes 
wtU give yon bolts of Raw' Cloth* 

Unen, or Silk. 

ECeep in mind that more items are 
beuig added to OuiLi Wars a)j the time! 



Axes 

Sword 

Hammer 

Bow 

Rod, Staff 

Shield 

Focus 

Common 

Uncommon 

Rare 

Lvl 

(dam.) 

(dam.) 

(OAM.) 

(dam.) 

(dam.) 

(armor) (Ehercy) 

(gold) 

(gold) 

(cold) 

1 

3-5 

34 

4-6 

4-6 

24 

4 

3 

5 

10 

20 

2 

3-5 

4-5 

5^7 

5-7 

3-5 

5 

3 

8 

!5 

30 

5 

4-6 

4-6 

6-8 

6-3 

4-5 

5 

4 

10 

20 

40 

4 


5-7 

7-9 

6r8 

4-6 

6 

4 

13 

25 

51 

5 

4-8 

5-7 

7-10 

7-9 

5-7 

6 

5 

16 

31 

62 

6 

5-9 

6-8 

8^11 

7-10 

5-7 

7 

5 

19 

37 

74 

7 

5-10 

74 

9-13 

8-11 

5-8 

7 

5 

22 

44 

87 

G 

5-n 

7-10 

10-14 

8-12 

6-9 

8 

6 

25 

51 

101 

9 

6^12 

8*10 

10*15 

9*13 

6-10 

8 

6 

29 

58 

116 

10 

6-13 

8-n 

1M6 

9*14 

7*10 

9 

7 

33 

66 

132 

1) 

6*14 

9-12 

12-lS 

10-15 

7-11 

9 

7 

37 

74 

149 

12 

6rlS 

9-13 

13*19 

10*16 

S-12 

10 

7 

42 

83 

167 


6-16 

10-13 

B-20 

11-17 

8-13 

10 

3 

47 

93 

187 

14 

6-17 

1M4 

14-22 

11-18 

3-13 

11 

8 

52 

104 

208 

15 

6-I8 

11-15 

14-23 

12-19 

9-14 

11 

3 

58 

116 

231 

16 

6-19 

12-16 

15-24 

12-20 

9-15 

12 

9 

64 

123 

256 

17 

6r20 

12-17 

15-26 

12-21 

9-16 

12 

9 

71 

142 

234 

13 

6t21 

13-17 

16-27 

13-22 

10-17 

13 

10 

78 

157 

313 

19 

6r22 

13-ie 

17-28 

13-23 

10 le 

13 

10 

86 

173 

346 

20 

6r23 

1^19 

17-30 

13-24 

10 le 

14 

10 

95 

191 

381 

21 

6^24 

14-20 

17-51 

14-25 

1019 

14 

11 

105 

210 

420 

22 

6-26 

14-21 

18-32 

14-26 

11-20 

15 

11 

116 

231 

463 

23 

6*27 

15-21 

18*34 

14-27 

11-21 

15 

12 

127 

255 

509 

24 

6-28 

15-22 

19*35 

15-23 

11-22 

16 

12 

140 

280 

560 


180 
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Avfvor 

PKrf«sioti abbtieviatiofts for armor are onfy to 
hdp you fdentiiy lypo of monstar drops 
ihat im, since you can't wear it yoursetf. 

Bask: Salvac;e Expejii S, 

8 ol(s of Raw Cloth Bo Its of Linen, Silk 
Bolts of Raw doth* Piles of Cliller. DtisL 

Globs of Ectoplasm 
Hides Leatlier Squares 

Iron Ingots Sted Ingots 

Item Basic Salvage 

Abbot's Robes (Mk) Bolts of Raw Goth 
/Wfcara Ardent Robes (Mk)Bo]ts of Raw Cl. 
Avfcara Brave Amior (W) Iron Ingots 
Avicara Element. Robs Bolts of Raw Goth 
Avkara Fierce Vest (R) Hides 

Avicara Guile Tunic (N) Hides 

Avicara Wise Attire (Ms) Bote of Raw G. 
Beastmaster Harness Iron Ingots 

Bbodsta f n ed J erkin (R) Hides 

Broken Armor (WJ Iron Ingots 

Centaur Ham, (^jWk^s,N) Bolts of Raw CL 
Centaur Harness (I9 Hides 

Centaur Harness (VV) Iron Ingots 

Cofmpt. Orr Collar (Ms)Bote of Raw Ctoth 
Cormpted Orr Vest (Mk) Bote of Raw Q. 
Decayed 0 rr Armor (R) Hides 

Decayed Orr Robes (E) Bolts of Raw Goth 
Dolyak Gadding Hides 

Dwarven Armor iron Ingots 

Oarven Healer Outfit Bolts of Raw Goth 
l>arven Howler Outfit Bolts of Raw Cbth 
Ofl/arven Robes (Ms^ N) 6 o[ts of Raw Cbth 
!>arven Sage Outfit Bote of Raw Cbth 
CM/arven Scout Armor Hides 

Dwarven Warrior Armor Iron Ingots 

Executioner's Breastplate Iron Ingots 

Choul's Collar Bote of Raw Cbth 
Gants Boots Iron Ingots 

Gawl Element Gear Bolts of Raw Goth 
Gawl Gear (W) Iron In^ls 

Gawl Longspear Gear (R) Hides 
GavMi Mesmer Gear Bolts of Raw Cbth 
Gawl Mecroma ncer Gea r Hides 

Gawl Sham, Gear (Mk)Bote of Raw Goth 
Jade Gorget (R) Ptl« of Gl ittenng Dust 
Jade Paufdron (W) Piles of Glittenrig Dust 
JustkJa r's Armo r (W) I ron I ngots 

Knights Arm or (W) I ron I ngots 

Mursaat Garments Bote of Raw Cbth 
Necrid Robes Bote of Raw Goth 
Phantasmal Armor Bote of Raw Qoth* 
Priest's Ro bes (Vlk) Bote of Raw Cbth 
EStualfSt s Tu n ic (M) Bote of Raw Cbth 

Savants Robes (E) Bote of Raw Cbth 

Seeker's Vest (R) Hides 

Shiverpt Bladehand Armor (W)irm Ingots 
Shiverpeak Bowmaster Vest (R) Hides 
Shiverpk. Element. Robes Bolts of Raw 0 . 
Shiwrpk Lifeb. Robes (Mk)Bolts of Raw Cl, 
Shiverpeak Necromancer Tunic Hides 
Shivefpk, Windc Robes (Ms) Bote 0# Raw Cl, 
Sycophant's Robes (Ms) Bote of Raw CL 
Titan Armor Iron Ingots 

Warlock's Robes Bote of Raw Cbth 
Zeabts Armor (W) Iron Ingots 


Axe 

Bask: Salvac^h 

Exi»eri H . 

Iron Ingots Wood Planks, Steel Ingots 

Granite Slabs 

Wood Planks 

Titm 

ll.AilC SMVACih 

Saule Axe 

Iron Ingots 

Saltlepick 

Iron Ingots 

Chaos Axe (Ms) 

Iron Ingots 

CharrAxe 

Iron Ingots 

Geaver 

Doubtebladed Axe 

Granite Slabs 
Iron Ingots 

Dwarven Axe 

Iron Ingots 

Great Axe 

Iron Ingots 

Greater Summit Axe 

Iron Ingots 

Hand Axe 

Iron Ingots 

1 lotdyct 

Granite SSabD 

Krytan Axe 

Iron Ingots 

Piercing Axe 

Iron Ingots 

Sephis Axe 

Iron Ingots 

Serpent Axe 

Iron Ingots 

Sidkie 

Iron Ingots 

Spiked Axe 

Iron Ingots 

Summit Axe 

Iron Ingots 

Titans Axe 

Iron Ingots 

Tribal Axe 

Iron Ingots 

War Axe 

Iron Ingots 

While Scythe 

Iron Ingots 

Hammer 

Bask: Salvac;e 

Exi»erj s. 

Granite Stabs WOod Planks, Steel ingots 

Iron Ingots Wood Planks, Ste^ Ingots 

3iem 

Ba.sk: Salw;e 

Ball Hammer 

Iron Ingots 

Break Hammer 
Dwarven Hammer 

Iron Ingots 
Iron Ingots 

Edron Hammer 

Iron Ingots 

Ettin Hammer 

Granite Slabs 

Foehammer Iron Ingots 

Giant Slayers Hammer Iron Ingots 

Greater Su mmit Hammer 1 ron Ingots 

Magmas Arm 

Iron Ingots 

Mursaat Hammer 

Iron Ingots 

Rams Hammer 

Iron Ingots 

Righteous Maul 

Iron Ingots 

Runic Hammer 

Iron Ingots 

Shining Maul 
Summit Hammer 

Iron Ir^ots 
Iron Ingots 

Swamp Qub 

Iron Ingots 

Twin Hammer 

Iron Ingots 

War Hammer 

Iron Ingots 

Sumvd 

Steel Ingots are the c^ expert salvage 
possible for a sword. 

Item 

Bask: S.^vacje 

Brute Sword 

Iron Ingots 

Butterfly Sword 

Iron IngoE 

Canihan Blade 

Iron Ingots 

Canihan Machete 

Iron Ingots 

Canthan Saber 

Iron Ingots 

Canthan ShoiBword 

Iron Ingots 

Crusader's Sword 

Iron Ingots 


Crystalline Sword Piles of Qinertng Dust 
Dragon Sword Iron Ingots 

Falchion 

Iron Ingots 

Fellblade 

Iron Ingots 

Flamberge 

Iron Ingots 

Forked Sword 

Iron Ingots 

Cladius 

Iron Ingots 

Krytan Sword 

Iron Ingots 

Long Sword 

Iron Ingots 

Longdaw 

Iron Ingots 

Rekki Blade 

Iron Ingots 

Rinblade 

Iron Ingots 

Scimitar 

Iror^ Ingots 

Sephis Sword 

Iron Ingots 

Shadow Blade 

Iron Ingots 

Shining Gladius 

Iron Ingots 

Short Sword 

Iron Ingots 

Spatha 

Iron Ingots 

Tribal Blade 

Granite Slabs 

Tribal Blade 

Iran Ingots 

Wingblade Sword 

iron Ingots 

W^^'ern Blade 

Iran Ingots 

Bom 


Basic Salvage 

Exi'erj S. 

Wood Plante 

(none) 

Wood Plante* 

Bones 

Ii EM Bask: Salvac;e 

Composite Bow 
Dead Bow 

Wood Plante 
Wood Plante 

Eternal Bow 

Wood Plante 

Flatbow 

Wood Plante 

Half Moon 

Wood Franks 

Horn Bow 

Wood Plante 

Ivoiy Bew 

Wood Planks 

Longbew 

Wood Franks 

Recurve B(^v 

Wood Planks 

Shadow Bow 

Wood Plante 

Short Bow 

Wood Flanks 

Storm Sow 

Wood Flanks 

Focus 

Basic Salvage 

Expert S. 

Bones 

(none) 

Granite Slabs 

(none) 

Iron Ingots 

Steel Ingots 

Piles of Gittering Dust 
Rolls of Parchment 

Iron Ingots 
Bolls of Raw Goth 

Wood Plante 

Sections of Ivory 


Ii EM Basic Salvac;e 

Ankh Granite Slabs 

Divine Symbol (Mk- Divine) Wood Flanks 
Dv\'arven Cesta Granite Slabs 

Flame Artifact (E - fire) Rolls of Pardimenl 
Frost Aitifaa (E - Water) Rolls of Parchm, 
Grim Cesta (N - Cu5e] Granite Slabs 
Gfim Cesta (N ^ Death) Bones 

Healing Ankh (Mk - Hea]irtg)Cranite ^abs 
Idol (N - Blood) Bones 

Inscribed Cbakram (Ms - Dom.)lron Ingots 
Jeyveled Chakram (Ms - Ilius,) Iron Ingots 
Jeweled Choice (Ms - ln^,)Piles of Gl, Dust 
Protective Icon (Mk ^ ProtJ Granite Slabs 
Scroll (E ' Earth) Rolls of Parchment 
Storm Artifact (E - Air) Rolls of Parchment 


Rod 

Bamc: Salvacje 

Exi^eui S. 

Iron Ingots 

Steel Ingots 

I i EM Basic Salvage 

Air Wand (£- Air) 

Iron Ingots 

Cane (Ms - Domination) 

Iron Ingots 

Cane (Ms - Illusion) 

Iron Ingots 

Deadly Cesta (N ’ Death) 

Iron Ingots 

Earth Wand (E^ Earth) 

Iron Ingots 

Fire Wand (E - Fire) 

Iron Ingots 

Holy Rod (Mk - Divine) 

Iron Ingots 

Smiting Rtxi (Mk - Smiting) 

Iron Ingots 

Truncheon (N- Blood) 

Iron Ingots 

Water Wand (E - Water) 

Iron Ingots 


Only the Wrathful Staff can give expert 

salvage: Steel Ingots. 


Item Ba.sic Salvage 

Accursed Staff (N - Curse) 

Wood Planks 

AirStaff (E -Air) 

lAbod Planks 

Bone Staff (N - Death) 

Bones 

Dead Staff 

Bones 

Earth Staff (E - Earth) 

Wood Planks 

Fire Staff (E - Fire) 

Wood Planks 

Ghostly Staff 

Wood Planks 

Holy Staff (Mk- Divine) 

Wood Planks 

inscribed Staff (Ms -Dorn.) Wood Planks 
Jeweled Staff (Ms - Illusion) Wood Planks 

Raven Staff 

Wood Planks 

Sacred Staff (Mk ■ Divine) 

Wood Planks 

Serpentine Wand 

Wood Planks 

Shadow Staff 

Wood Planks 

Smiting Staff (Mk - Smiting) Wood Planks 

Smiting Staff (Mk - Smiting) Wood Planks 

Water S^ff (E - Water) 

Wood Planks 

Wrathful Staff (Mk - Smiting) Iron Ingots 

Shielii 

Basic Salvage 

Exi'eri S. 

Iron Ingots 

Steel Ingots 

Wood Flanks 

Steel Ingots 

IiEM BA.S1C Salvage 

A^is 

Iron Ingots 

Bladed Buckler 

Iron Ingots 

Charr Shield 

Iron Ingots 

Crude Shield 

VWood Planks 

Defender 

Iron Ingots 

Eternal Shield 

Iron Ingots 

Magmas Shield 

Iron Ingots 

Militia Shield 

lAbod Planks 

Ornate Buckler 

Iron Ingots 

Reinforced Buckler 

Iron Ingots 

Round Shield 

Iron Ingots 

Shadow Shield 

Iron Ingots 

Shield of the Dead 

Iron Ingots 

Shield of ihe Wing 

Iron Ingots 

Skeleton Shield 

Iron Ingots 

Stull Shield 

Iron Ingots 

Spider Shield 

Iron Ingots 

Spiked Targe 

Iron Ingots 

Stone Summit Shield 

Iron Ingots 

Summit Warlord Shield 

Iron Ingots 

Tall Shield 

Iron Ingots 

Tovjer Shield 

Iron Ingots 

Wooden Buckler 

Wood Planks 


ColWntales can yield a duV^Knt wlih expert paf« IS2 £>r ihok deulb. 


CD^Tight.^JDaiitliDrized or luilKwrul oo^Ticiig^ gr dawialaqding j^pressLy prohit>ited. 

_ V V ' 
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Raw Materials 


B.AsfC Salva<;e 

ExpEta 

Bolts of Raw Cloth 

Bolts of Linen, Silk 

Bones 

Hides 

Hides 

Leather Squares 

Hides* 

Pelts 

Hides** 

Bones 

Piles of CJittering Dust 

Bolts of Silk 

['1 EM 

Basic Salvage 

Animal Hides 

Hides* 

Centaur Hides 

Hides* 

Charr Hides 

Hides* 

Dolyak Hides 

Hides* 

Ebon Spider Webs 

Piles of Gl Dust 

Ettfn Hide 

Hides 

foroct Minotaur Hide 

Hidci; 

Half-Chewed Masses 

Bones 

Half-Digested Masses 

Hides** 

Half-Eaten Blobs 

Hides** 

Half-Eaten Masses 

Bolts of Raw Cloth 

Hill Gianft Bracers 

Bolts of Raw Goth 

Igrteous Ettin Hides 

Hides 

Losarii Hides 

Hides* 

Maguuma Animal Hides 

Hides 

Maguuma Spiderwebs 

Piles of Gl. Dust 

Minotaur Hide 

Hides 

Mountain Minotaur Hides 

Hides 

Pristine Aniim! Hides 

Hides 

Sand CianEs Bracers 

Bolts of Raw Cloth 

Singed Animal Hides 

Hides 

Snowy Animal Hides 

Hides* 

Snowy Centaur Hides 

Hides 

Snowy Etiin Hides 

Hides 

Spider Webs 
Tundra Cianfs Bracers 

piles of Glittering Dust 
B. of Raw Cloth 


Collectibles 

Ojily collettibfes witii m can yi^ld a dflferent 
result WEth etpert salvage: 

Bones* Sections of Ivory 

Cfonite Slabs* Lumps of Charcoal 
Hides* Bones 

Hides** Leather Squares 

Piks ofClter. Dust* Globs of Ectoplasm 

cati liave eidiaticed 
parts and they can have bomtses. An 
expert salvage kit can extract an 
enhanced part. It can never extract a 
bonus. {A regular salvage kit can only 
extract basic crafting components.) 

Dropped matcrioih (scales^ husks, 
seeds,, and so fordi) can L>e sold or 
they can Lie traded to a Collector tor 
equipment. 

Dropped armor can never be 
equipped L»y a PC, It can only be 
sold or salvaged » 

Dropped weapons, focuses^ and 
waiids can be used directly* or they 
Can be salvaged or sold* 


Component Drops 

Some credtures drop items that are directly usable for crafting. In this list the closer the item is to tlie top 
of the list the likelier it is to drop. 


Burrower 

Shells 

Monstrous Claws 

— 

— 

Devourer 

Shells 

Monstrous Claws 

— 

— 

Drake 

Scales 

Bones 

Monstrous Qaws 

Monstrous Fangs 

Elemental 

Granite Slabs 

Lumps of Charcoal 

Ruby 

Sapphires 

Forgotten 

Scales 

Bones 

Monstrous daws 

Monstrous Fangs 

Gargoyle 

Granite Slabs 

Lumps of Charcoal 

Ruby 

Sapphires 

Ghost 

Bones 

Piles of Glittering Dust 

— 

— 

Ghoul 

Bones 

Piles of Gittering Dust 

— 

— 

Griffon 

Feathers 

Bones 

Monstrous daws 

Monstrous Eyes 

Hellhound 

Bones 

Piles of Gittering Dust 

-- 

— 

Imp 

Scales 

Lumps of Charcoal 

Ruby 

Sapphires 

Nightmare 

P.of GI.Dusl 

Globs of Ectoplasm 


“ 

Plants 

Plant Fibe5 

Wood Planb 

Monstrous Eyes 

— 

Scarab 

Shells 

Monstrous Claws 

— 

— 

Skale 

Scales 

Bones 

Monstrous daws 

Monstrous Fangs 

Skeleton 

Bones 

Piles of Gittering Dust 

— 

— 

Spider 

Shells 

Monstrous Claws 

— 

— 

Spirit 

P, of GIDust 

Globs of Ectoplasm 

— 

— 

Tengu 

Feathers 

Bones 

Monstrous daws 

Monstrous Eyes 

Treant 

Plant Fibeis 

Wood Planks 

Monstrous Eyes 

— 

Troll 

Scales 

Bones 

Monstrous daws 

Monstrous Fangs 

Undead 

Bones 

Piles of Gittering Dust 

— 

— 


CoLLEc; riHLE Dkt)p Mons ier Uamc Salvac^e 


Abnormal Seeds 

Krytan Plant 

Plant fibers 

Ancient Eyes 

Wilds Beholder 

P. of G1. Dust* 

Baked Husks 

Worm (standard) 

Shells 

Behemoth Jaws 

Wilds Burrower 

Shells 

Bleached Carapaces 

Crystal Desert Devouter 

Shells 

Bleached Shdls 

Crystal Desert Wurm 

Shells 

Bog Skale Fins 

Krytan Skale 

Scales 

Charr Carvings 

Charr (standard) 

Wood Planks 

Demonic Fangs 

Rift Dryder 

P. of Gl. Dust 

Demonic Remains 

Rift Nightmare 

RofG,Dusrt 

Dessicated Hydra ClaiAs 

Crystal Desert Hydra 

Scales 

Dull Carapaces 

Devourer (standard) 

Shells 

Dune Burrower Jaws 

Crystal Desert Burrower 

Scales 

Ebon Spider Legs 

Wilds Arachnid 

Shells 

Enchanted Lodestones 

Stone (standard) 

Granite Slabs 

Encrusted Lodestones 

Crystal Desert Earth 

Granite Slabs 

Expfoier s Tiuplila 

wiltls Anlmdl 

lifcJes^ 

Feathered Caromi Scalps Kiytan Te ngu 

Feathers 

Fetid Carapaces 

Ruins of Ascalon Devourer 

Shells 

Forest Minotaur Horns 

Kiylan Minotaur 

Hides* 

Forgotten Seals 

Forgotten (standard) 

Wood Flanks 

Gargantuan Jawbones 

Krytan Giant 

Bones 

Gargoyle Sfaills 

GargcMe (standard) 

Bones 

Ghostly Remains 

Ruins of Ascalon Ghost 

RofClDust* 

Gowing Hearts 

Krytan Imp 

Granite Slabs* 

Gawl Necklaces 

Crawl (standard) 

Plant Fibers 

Gruesome Ribcages 

Ruins of Ascalon Golem 

Bones 

Gruesome Sternums 

RHt Golem 

Bones 

Hardened Humps 

Krytan Ettin 

Hides* 

Hunter's Keepsakes 

Krytan Animal 

Hides* 

Hunter's Trophies 

Ruins of Ascalon Animal 

Hides* 

Icy Hunter's Trophies 

Shiwrpeaks Animal 

HidK* 

Icy Lodestones 

Cold (standard) 

Granite Slabs 

Iridescent Griflin Wings 

Cr^tal Desert Griffon 

Feathers 

Ivory Troll Tusks 

Krytan Troll 

Scales 

Jade Mandibles 

Crystal Desert Scarab 

Shells 

Jungle Skale Fins 

Wilds Skale 

Scales 

Jungle Troll Tusks 

Wilds Troll 

Bones 

Leather Belts 

Krytan Human 

Hides** 

Leathery Gaws 

Ruins of Ascalon Hydra 

Scales 

Losaru Manes 

Crysy Desert Centaur 

Hides* 

Maguuma Manes 

Wilds Centaur 

P, of GL Dust 

Massive Jawbosies 

Crystal Desert Giant 

Bones 

Mergoyle Skulls 

Krytan Gargoyle 

Bones 

Minotaur Homs 

Crystal Desert Minotaur 

Bones* 

Mossy MandlHes 

Wilds Scarab 

Shells 

Mursaat Tokens 

Mursaat (standard) 

P. of Gl. Dust 

Obsidian Burrower Jaws 

Rift Burrower 

Shells 

Ornate Grawl Necklacs 

Ruins of Ascafon Graw! 

Plant Fibers 

Phantom Residues 

Rift Ghost 

R of GI.Dust* 

Scar Behemoth Jaws 

Ruins of Ascaiort Burrower 

Shells 

Scorched Seeds 

Ruins of Ascalon Plant 

Plant F^>ers 

Shadowy Remnants 

Kjytan Nightmare 

P. of Gl.Dust* 

Shrverpeak Manes 

Shiverp^^ks Centaur 

R of GI.Dust 

Shriveled Eyes 

Crystal Desert Beholder 

R of Gl.Dust* 

Singed G argoyle Skulls Ruins of Ascalon Ga 

Bones 

Skale Frns 

Skale (standard) 

Scales 

Skeletal Limbs 

Skeleton (standard) 

Bones 

Spider Legs 

Arachnid (standard) 

Shells 

Spjked Cr^ 

Krytan Dragon 

Scales 

Spray Seeds 

Crystal Desert Plant 

Plant Fibers 

Stormy Eyes 

Ruins of Ascalon Beholder 

R of Cl Dust* 

Tangled Seeds 

Wilds Plant 

Plant Fibers 

Thorny Carapaces 

Wids Devourer 

Shells 

Topaz Crests 

Crystal Desert Dragon 

Scales 

Unnatural Seeds 

Plant (standard) 

Plant Fibers 

Warden's Trophies 

Animal (standard) 

Hides* 

White Mantle Badte 

Shining Mantle (Officer) 

B. of Raw Cbth 

White Mantle Embfems Shining Mantie (standard) 

B. of Raw Cloth 

Worn Belts 

Human (standard) 

Hides** 
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Drops 


Drop Enhaficemefits 
& Bonuses 

Most dropped equipment is brisic. It fimc- 
tioris like any biisk etjuipmeiU, widi no 
enhaticements or bonuses, Howes^er* a (ew 
items have extra features. 

Parts 

Every weapon can have up to two 
enhanced parts. What these parts are 
varies by weapon (liilts for swords^ strings 
tor bows^ and so forth), but they all fall 
into one of tsvo groups — prefixes and suf- 
fixes, Wliy ** prefixes’" and “sufiixes”? 
Because the eiilianced iteni’^s name 
describes its enhancements widi either a 
prefix or a suffix. For example, some 
swords enhanced hilts, which are 

described by an adjective at the begin- 
ning of tlie sivord’s name; an Icy Sword 
has a hilt that changes tlie sword’s dam- 
age from Slashing to Cold. A Fiery Sword 
has a hilt that changes damage to Fire. 

Meanwhile, some swords have 
enhanced pommels (the pommel is the 
part at tlie very base of the sw'oixl tin at 
holds it all together). Swords widn 


enhanced pommels have an addicioiial 
description at the end of their names 
(called a suffix l^ere): a Sword of 
Defense adds to your armor, A Sword 
of Charr Slaying boosts your damage 
against Charr. 

You get tliese parts by using an 
expert salvage kit on enliaiiced equip- 
ment. (A basic kk will only yield basic 
crafting components.) However, even an 
expert kit will only yield one part per 
item, even if die original item has two 
enhanced parts. Sometimes its better to 
start using the dropped item, radier dian 
trying to salvage it. 

A very few' w'eapons have bodi t)q?es 
of enhancements: prefix and suffix. Using 
our example above » they would be named 
the Icy Sword of Charr Slaying, or the 
Fierv Sword of Defense, 

•f 

Bofilises 

Equipment can also have bonuses (extra 
armor, boosted Energy and so forth). 
Unfortunately, bonuses can never be sal- 
vaged — the only way to get the bonus is 
to equip the original item. Sometimes 
that’s your best option, sometimes its not. 


Types of Drops 

Common (white) drops occur all over an 
area, A few common items have .an 
enhanced prefix part or a bonus. Those 
items will have blue text, not white. 

Unconuuon (purple) items can also 
drop all over die area, but tlie higher die 
monster level, the likelier an uncotmnoii 
drop will be. Uncommon drops can have 
a prefix, a suffix, and a bonus (but rarely 
have all diree). 

Rare (gold) drops... well, you w'eren’r 
expecting them to fall off the easiest 
monsters in the area, were you? Tliece are 
one to tliree rare drops in an area, and if 
you want to find diem, go after the liigh- 
est monsters (think “boss’" and “far end of 
the area’’ and you’ll be right more often 
than wrong). Rare drops aren’t always on 
the same monster each time you enter 
the area, and even when a rare drop is 
assigned to a monster, it won’t alw'ays 
drop it. 

Rare drops can have a prefix* a 
suffix, and up to two bonuses. 


Weapon Bonuses & Enhancements 


Possilfli^ AxCf HawmeVf Sword Dantajge Bamtses 

Possible Axe, Hammer, Sword Suffixes 

Inaeases damage by +10-1 but reduces armor by X while attacking 

Axe Crip ofK Hammer Grip of X, Sword Pommet ofX 

Indexes damage by +io-i5% but gives you -1 Health regeneration 

Defense +4-5 Armor 

Inaeases damage by +io-15% but gives you -1 Energy regeneradon 

Shelter +4-7 Arm or vs Physical Attacks 

Inaeases damage by +10-1 but gives you -X man Energy 

Warding -i4-7 Armor vs Elemental Attacks 

Inaeases damage by +10-15% while you're enchanted 

X Slaying +1^30% damage a creature type 

Inaeases damage by +10-15% against a hexed foe 

Fortitude +2030 max Health 

Inaeases damage by +10-15% while your Health is above 50% 

Endiantir^ Enchantments you cast last 10-20% longer 

Inaeases damage by +15-20% wdiileyoLir Health is befow 50% 

Appropriate Attr ib ute* 10-20% cha nee of + 1 attr i bute each time you use one of 

Inaeases damage by +15-20% v^ile you're suffering fram a Hex 

that attribute-s skils 

Inaeases damage by +10-15% while you' re in a Stance 

* Axe iMastery. Hammer Mastery, or Swordsmansh ip 

Possible AxCf Hammer, Sword Prefixes 

Pass ihle S ta If Bo fi if 

X Axe Haft, X Hammer Haft, X Sword Hitt 

Shorten Condition Dur Reduces the duration of X Condition by 33% 

Icy Chan ges damage to Cold 

Imp r. Skill Recha rge 5- 10% cha nee to reduce you r skills' recha rge by 20% 

0)on Changes damage to Earth 

tmpr. Skill Recharge 10*20% chance to reduce (X auribute) skills' recharge by 20% 

Shocking Changes damage to Ughtning 

Fiery Changes damage to Fire 

Impr. Casting Speed 5-10% chance lo improve your skills' casting speed by 20% 
impr. Casting Speed 10-20% chance to cut (X attribute) skills' casting lime by 20% 

Barbed (not Hammer) Inaeases Bleed duration by 33% 

Possible Staff Prefixes (Heads) 

Crippling (not Hammer) Inaeases Cripple duration byJ3% 

Cruel (not Sword) Inaeases Deep Wound durafibn by 33% 

Defensive +<FS Armor 

Furious Doubles your Adrenaline gain. X% of the lime 


Insightful +1-5 max Energy 

Poisoner's Increases Poison duration by 35% 

Hale +20-30 max Health 

Heavy (not Sword) Inaeases Vlfeaken durab'on by 53 % 


Zealous Each hit gives you i Energy, but you have Eneigy regen 

Vampiric Each hit steals h5 target H^tlh, but you have -I Hedth regen 


Sundering X% of the time; your lilt has WPk armor penetration 
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Possible Shield Bomtses 


Possible Staff Suffixes ( Wrappi ug s) 


Defense 

\ . JL Jk O- f 

+4-5 Armor 

Shelter 

+4-7 Armor vs physical attacks 

Warding 

+4-7 Armor vs. Elemental attacks 

X Slaying 

+I5'30f^io damage vs. a creature type 

Fortitude 

+20-30 max Health 

Enchanting 

Enchantments you cast last 10-20^ longer 

Possible Rod Bonuses 

Energy Bonus 

+1-5 Energy while you are enchanted 

Energy Bonus 

+10-15 Energy; -! Ener]gy regeneratbn 

Energy Bonus 

+1-5 Energy while Health is greater then 50rW) 

Energy Bonus 

+1-5 Energy while Health is less tlien 5IM 

Energy Bonus 

+1-5 Energy while Hexed 

tmpr. Skill Recharge 
Impc Skill Recharge 

5-10<M> chance to reduce your skills' recharge by 20% 

10-20% chance to reduce (X Attribute) skills' recharge by 20% 

Impc Casting Speed 

5-10% chance to improve your sIcflIS' casting speed by 20% 

impr. casting speed 

lo-Am chance to improve (X airrlburej skills' casting 
speed by 20% 

Possible Focus Bonuses 

+i Attribute if using skSIs Kh20% chance to cut (3f dttributes) skills' casting time by 
Shorten Conditio n Dur. Reduces the d uration of X cond rtion by 3 

Energy Bonus 

+10-15 Energy 4 Energy Regeneration 

Impr. Ski Recharge 
Impn Skill Recharge 

5“ 10% chance to reduce your skills' recharge by 20% 

10-20% chance to reduce (X attribute) skills' recharge by 20% 

Improved Armor 

+3 Arnior 

Improved Armor 

+4-8 Armor for X damage type 

Improved Armor 

+4-5 Armor vs. Elemental damage 

Improved Armor 

+4-8 Armor vs. X creature type 

Improved Armor 

+4-5 Armor vs. physical damage 

Improved Armor 

+4-5 Armor while casting 

Improved Armor 

+4-5 Armor while attacking 

Improved Armor 

+4-5 Armor while enchanted 

Improved Armor 

+4-8 Armor while Health is less than 50% _ 

Improved Armor 

+4-5 Armor while Health is greater than 50% 

Improved Armor 

+4-8 Armor while Hexed 

HealtlT Bonus 

+20^ max Health 

Healtji Bonus 

+1545 Healtii wh0e enchanted 

Health Bonus 

+15-45 Healtli wh0e Hexed 


+1 Attribute if using skills tO-20% chance to cut (X attribute's) skills' casting time by 20% 

Shorten Condilion Dur. 

Reduces the duration of X condition by 33% 

Health Bonus 

+20-30 max Health 

Health Bonus 

+15-45 Health while enchanted 

Health Bonus 

+15-45 Health while hexed 

Improved Armor 

+4-8 Armor for X damage type 

Improved Armor 

+4-8 Armor vs. X creature type 

Damage Reduction 
Damage Reduction 

10-20% chance to reduce damage by i-3 
Damage while enchanted 

Damage Reduction 
Damage Reduction 

-b3 Damage while Hexed 
-1-2 Damage while in a Stance 

Health Bonus 

+1545 Health while in a Stance 


Runes 

Tlitre are minor, major, and superior nines tor all attributes 
(except Soul Reaping). A minor rune boosts your attribute by +1, a 
major rune hy +2, and a superior rune by +3, Runes dot/t “stack,'^ 
that is to say, you can only gain the eftect of a single rune tjy»e at 
ail)' rime, so a rune of Muior Fast Casting (on your boots) and a 
Rune of Major Fast Casting (on your gloves) only gi^u you 

+ 2 Fast Castings 

Collectors 

There are collectors tbroiifjiout the reabns of Guild Wars, happy to 
give you sontethitvg tor the ^-arious monster bits and pieces tliat 
renuilii after combat. Most of diem vvant tliree to rive items (scales, 
tins, or wliatei'er). Sotne collectors were srill deciding wliat d>ey 
would give as a reward for your coHecrioti as diis guide went to 
press, and odiers w'iU change tlieir minds from time to rime, but 
here is die current list: 

Abbrc\iations: E=Elejnentalist, Mk=Monk, N= Necromancer, 
M=?Mesmer, W= Warrior, R— Ranger 


Kilfg dom of Ascalou Collecto rs 


COLLEaOR 

htatcher 

COLLICTIBLE 

Unnatural Seeds 

How IWany 

5 

Ms Reward 

N Reward 

E Reward 

Mk Reward 

W Reward 

R Reward 

Walden 

Unnatural Se«ls 

3 

Leather Vest 

Trunchean 

Scrott 

MkRaimeni 


iMher t3oiss 


SpkkfLegs 

3 

StySsh Hose 

Hs Leggings 

Water Staff 

Smiting Staff 

^riiWand 

rrtWand 

j^mi 

drarrCaivin!^ 

5 

- 

- 

— 

— 

— 

- 

Saiflch 

IcyLodestores 

3 

SlylshAare 

Bone Staff 

£*5 Legsn^ 

Mk S^ndak 

BatteAce 

tecaton Bow 

Rownan 

Ddl CaraiHces 

5 

DeiTOCjrerEag 

Grim Cesia 

£*5 Shoes 

Mk l^ins 

l^ngmad 

tecalon flow 

Karleen 

Car^o^le Skulk 

5 

Rmgmail Boots 

N's Boots 

Storm Maa 

Holyfiod 

Crimson Carapace Shield 

IriBoibed Staff 

Humphreys 

WatnEdts 

S 

EtehFtiiKh 

- 


— 


- 

Brown low 


5 

Beh^iudi 

Devourer Egg 


— 


- 

Ciwynn 

Sk^l^ 

3 

Cane 

IPs Gloves 

FriEt Afttsa 

Holy^ 

Vftf Hammer 

Leaher Leggings 

Miridle 

Enchanted Lod^ones 

3 

Cane 

Grim Cesta 

I’s Glovs 

MkHandwaps 

WffHimmer 

Ast^lcn Bow 


OnwINeddaces 

5 

l^weted Chakram 

Grim Csta 

ScraB 

Oktie^ntid 

Bingmad Hauberk 

Leather 

Jko5s 

Ruim 

Bated Husc 3 

of Ascalon Collectors 

Siyfch Footwear 

Idol 

Flame Aftba 

Healing Aiddi 

Gauntlet 

Leather Boots 

Valeria 

Singed Gaf^oyte Skulls 

5 

Cane 

Grim Cesa 

Storm Amfw 

RreM 

Bulfliiark cf Balthazar 

Longbow 

Str Nyman 

R^vthide Belts 

5 

BetPottfh 

— 

— 

— 

— 

- 

Corwin Lucwine 0mai$ <jim Necklaces 

3 

Cane 

Ttuncheoti 

Flame Afiiba 

Healing AiiWi 

Runic Hafiimer 

Af Staff 

Louise hUup 

a«rr Caivtigs 

5 

Cane 

GfimCesta 

Storm Aitif^ 

Aji Wand 

Ascalon Razor 

^lon Eiosv 

yiyKaugie 

SccKtihedSe^ 

5 

leweted Chake 

Tivindieon 

Sorcll 

Diyine S»n)bol 

HolySraff 

Asojion Bow 

Ceei 

lead»eivCbws 

3 

Bog 

- 

— 

— 

- 

- 

OiiranOdwln 

Stoimyfte 

5 

Cw 

Mol 

Watff Wand 

Smiting Siaff 

AscaJonAte 

pfessa F^tbfiw 

Nkanor C#nel 

Endrantd Lode^ones 

5 

btscribed Chakram 

Mol 

Earth Wand 

Smitirrg Staff 

Flame Spkter 

^lon Bow 

Ashram Fenn 

Siiar 8eheniwih 

3 

bnenbed Oiakram 

Cnm Cesia 

Scroll 

Pla^ia Bude 

GrmCesa 

Ascalon Bow 

tozag Fenn 

Cnjeswne Riboges 

9 

Bag 

- 

— 


- 


Wain Hugli* 

Chair Caivb^ 

3 

kwekd Chakram 

Cruel Staff 

Fire Wand 

Afcalon Baole Staff 

£ardi Staff 

Asalon Bow 

Cralne Hadum 

Fetid Canpaces 

4 

Styfeh Footwear 

N‘s Boots 

E's Shoes 

MkSaidah 

Riiienuil Boots 

Leather Boots 

Lenerd .^old 

^nged Skulls 

3 

ftiuch 

— 

— 

— 

-- 

- 
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Drops, Collectors 


COUKTOR 

Cqluctibk 

How Many 

Ms Reward 

N Reward 

t Reward 

Mk Reward 

W Reward 

R Reward 

GlMcifkktan 

LesUieiv Oaws 

4 

Scylhh Wif)e 

Ifs Tunic 

BRobei 

Mk Raiment 

Ringmail Hauberk 

LevherVest 

Mjn«l 6^n$ 

Enchanted lod«Wft« 

3 

Jeweled Chafice 

Wicked Siaf 

Sool 

pfotective Icon 

Crim CesM 

AscakmBow 

Rar^mon E(sw)rth 

Stomry fres 

3 

JieweledSofl 

Ouel Staff 

Frost Artfaa 

LtealingAnkh 

War Hamnyer 

E^utiWatKl 

Paige Oiboume 

cSarr Catvings 

3 

InscolKd Sraf 

BooeSuff 

Water Staff 

Proactive Icon 

Ascalon Mad 

TtreWaitd 

rvrdt 

Peird Carapace$ 

3 

Jeweled CKati^ 

Ttuncheon 

Flame Mifaa 

Dkine Symbol 

Runic Shield 

Water Waft<i 

Guarthman Noell 

Ornate Grawl NeAlacej 

3 

Inscribed SwS 

Ovel Staff 

Eailh Staff 

irtdcfced Staff 

Crimson Carapace Shield 

AirWmd 

CaisM Sedgwick 

Charr Hide^ 

4 

Bettftwch 

FurSquafs 

- 

— 

- 

— 

Droat 

Fetid Carapaces 

3 

Inscribed Chalcram 

TiuKhecn 

rsckw 

Mk Handwraps 

Ringmail Cafundet^ 

Leadief ites 

Inni^lhe White 

Singed CargaiieShik 

4 

Stylish Clow 

ffsClow 

Fire Safi 

Diessa Icon 

War Hanvmer 

AifStaf 

Peflelope Hoode 

Scorched S^ 

3 

Inscribed Chakram 

Bone Staff 

Frost Artifact 

Holy Staff 

Rin blade 

Idn Bow 

Saba Bbctstone 

Enchanted Lodesunes 

3 

Jeweled Staff 

GiimCesta 

Smi 

Holyaaff 

Ascalon Aegis 

Oiessa Fibibow 

Pabcf^Tunne 

Ornate Crawl Nedcbces 

4 

Stylish Hose 

N'sLe^gtrtgs 

E's Leggings 

t»c^ar] Mk Pants 

Ringmail Leggiii:^ 

loadier Leegings 


Shii^erpeaks Collectot's 


Holnd the Greater 

Huge Jawbones 

7 

StyliEih Antire 

N's Tunic 

rsRobe 

Mk Raiment 

RingrnadI Hariberk 

LesathefYst 

Cember Coreajid 

Frigid Hearts 

5 

- 

- 

Fk? Staff 

Divine Syrtibcti 

— ' 

Earth 

WofcurtgStDneketil 

Feathered A^icaia Scalps 

'5 

- 

CmiCesta 

Af Wand 

— 

Grim Cesta 

— 

Noiin SLonegrtiw] 

Frostfire Fangs 

5 

Imposing Udsk 

Ra® 0 cf Sot Pattern 

Storm's Eye 

Defender's Scalp [>esiev) 

Btficutiotieriil-ym 

Tamer^s Mask 

Sander the Gray 

Frostfire Fangs 

5 

Stylish Hose 

N'i L^fftp 

Gladys ^e 

Mk Pants 

Taddan^s Helm 

Leather Leggings. 

Macciff rron|3w 

CuFvad MinvTtjnr HonK 

E 

StyliFJi Mira 

lunk 

fr bibac 

Mk Rjimont 

Ringmail t-laiAMifk 

LudkOf Viict 

NofdStofiegrimm 

Frozen Shells 

5 

- 

TfUKheon 

— 

Smaing Staff 

Battle ^8® 

Avalon Bow 

Radamon 

Huge Jawbones 

5 

Cane 

TiiiKheon 

FiieWiSid 

HaingATiWi 

w^rHirmner 

— 

Hagnon Warblade 

Frosted Griffin VWigs 

5 

Cane 

- 

Frost Artifact 

Defender's Scalp Design 

Crimson Carapace Shie:ld 

AirStof 

Hobil the Lesser 

Azure Remains 

5 

Inscribed Scif 

WidedSoff 

— 

Holy Rod 

— 

AscahtnBow 

WerinTrolfefeane 

Mountain Troll Tiisk 

5 

Jeweled Staff 

BoneS^lf 

WSiter Staff 

— 

Long Sword 

— 

Tiffe O^kenspear 

Frigid Hearts 

7 

S^h Hose 

KsLeg^n^ 

Fs Leeeings 

Mk RmE 

Ringmail Leggn^ 

Leather LegSir^ 

V^niaSeweif 

Azure Remains 

7 

Stylish Rwrweaf 

M's Boots 

ft Shoes 

Mk Sandals 

Ringmail Boot 

Leather Boots 

UagriwmH 

Intricate GraM Neddaces 

5 

- 

Quel Soft 

Scroll 

Holy Staff 

— 

Ascalon Bow 

BandDarkrcoi 

A^ine Seeds 

s 

Jeweled Chakram 

- 

Earth Staff 

ieweled Chalice 

Scroll 

Ascalon Bow 

CoiaiCrimyak 

Feathered Aricaia Scalps 

5 

Inscribed Chakram 

kM 

RameAnifad 

— 

Water Wand 

— 

Trego Slonebreaker 

Mountain Troll Tusk 

S 

Iriscribed Chakram 

QeaJy Ceta 

FfemefsEye 

-■ 

Proteaivekon 

Ascalon Bow 

OirilKim Brighiaxe 

Stone Summti Badges 

s 

— 

CrimCesta 

Storm Art ifaa 

Stoning Rod 

— 

— 

I^flg3n Treespliner 

Alpine Seeds 

7 

Stylish Cb¥es 

N's doves 

ft doves 

Mk Handwraps 

Ringmail Caundets 

Leather doves 

Sadira Porwelf 

Alpine Seeds 

S 

Stylish Footwear 

IFsBocrs 

FsSbi^s 

Mk Sandals 

Ringmail Boots 

Leather Boots 

PffjHarven 

Shiverpeak Manes 

3 

Sleek Mask 

D^Efff'Scar Pattern 

Al-Seeing Eye 

Pfctph^s’ Scalp Desi^ 

Brute's Helm 

Hurtwr'iMdt 

As0rim Brights 

Stone Sumiiift Badges 

S 

Stylish Glows 

Ks doves 

ft doves 

Mk Haridwraps 

Ringmail CauiNkc 

leather doves 

Rodigar Kocdbplittef 

Shfverpeak Metres 

5 

CostunieMask 

Wk Scar Pattern 

Scijifk's ^e 

Servant's Scalp Oesi^ 

Dwarven Hdm 

11r*elet'$ Ltssk 

Lenn Giartsbane 

ky Humps 

5 

Animal Mask 

Wid«d Scar Pattern 

- 

- 

Duelist's Hdm 

Arthedsktesk 


Kryta Collecton 


Arris Weston 

Spiked Qests 

4 

Inscribed Chakiam 

Bon# Staff 

AirSiaff 

Deadly Crista 

BatilriA)® 

Saol 

Dawd Lotion 

Abnonrial Seeds 

4 

Cane 

CrimCesto 

Viiiater Wand 

Piorealvri Icon 

Fire Staff . 

Ascalon Bow 

HdionWllb 

Harden^ Humps 

4 

iewded Staff 

Idol 

Sod 

HoV Red 

Stoirn Artifoa 

Ascalon Bow 

Lefghton Cranford 

EogSkalertns 

4 

Carte 

Bow Staff 

Fire Wand 

Stfiriing staff 

Battle A*ri 

— 

Winrin the Black 

Feathered Carom! So^ 

4 

Inscribed Chabam 

CimCeta 

Sool 

Protective loop 

^re Staff 

— 

Camryn bmison 
MinySamhamm]| 
Bekkm the Blade 

Decayed Orr Emblems. 

4 

Cane 

Ttuncheon 

Air Staff 

H(% Staff 

Cruel Staff 

FfameAittfaa 

Mergcyie Skufls 

4 

Jeweled Chaftce 


Witer Wand 

HoV Rod 

Crimson Carapace Shield 

Air Wand 

Mergoyle ^Is 

4 

Irtscribed Slal 

WkkedStoff 

Frost ArtifaLi 

Storm Artifact 

Crim Ceaa 

A^lonBow 

Kira Thome 

cleaving Heart 

4 

Inscribed Chak/am 

Deadly Ce^ 

Earth Staff 

HaSngAnkh 

Wicked Staff 

Air Wand 

Qhttfttbe Light 

MergoyloSlails 

S 

Styk^ FcHriwear 

JTs Boots 

ft Shoes 

Mk Sandals 

Ringmail Boots 

Leather Boots 

iidiaiifM Furst 

Glowing Hearts 

5 

St^sh Footorear 

N'sBoo& 

ft Shoes 

Mk Sandals 

Ringmail Boots 

Learitof Boots 

Ember V/hisperwind 

Forest Mi nrvtaitr Homs 

S 

St|£^ Adtre 

tTsTunk 

ft Robes 

Mk Raiment 

Ringmail Haitefc 

Lather Vest 

Robin Neils 

Shadowy Remnant 

s 

Stylish Afflie 

ITsTuihc 

ftR[>bs 

Mk Rairnent 

Ringmail Hniteifc 

Leather 

FatiusL 

Uergioyle Stills 

s 

St^ish GhrHs 

NfsClcrwes 

ft Cloves 

Mk Idandwraps 

Ringmail Gaundets 

Leather Gloves 

Cairim the Fisher 

Bog Stale fitft 

5 

St^sh Gbws 

ClfiMK 

ft Gloves 

Mk Handivraps 

Ringmail Gauntte 

Leather Gloves 

Tenlach Siherhand 

AbnorrTBi Seeds 

5 


Ra^ed SorFSttem 

Storm's Eye 
Storve^s^e 

Piophefs Scip Deign 

Heffn 

Tamars b^k 

Ian Stortome 

Feathered Caromi Scalps 

5 

Sleek Mask 

Widffid Scar Pattern 

Servant’s Scalp Design 

Dwarven Helm 

Ar<ha^sMask 

Mnis 

Spiked Crests 

:,5.. 

Costume Mask 

MIe Scar Pattern 

Ai-Seang Eye 
Flamers Eye 

Defaideris Scalp Deign 
Defender’s Scalp Design 

Dueiist's Hdm 

Hinto^Uask 

De^lhe Dodgy 

Gargantuan Janhones 

5 

Animal Mask 

Dew Ish Scar Pattern 

Brute’s Helm 

Travelef's Mask 

lunora the Wee 

Glowing Hearts 

5 

Styish Hose 

Ifs Leggings 

ft Legging 

Mk Pants 

Ringmail Leggio^ 

Leather Leggings 

lanBorish 

Shadowy FtemrMflt 

5 

Stylish Hose 

tfsLegging? 

Es Legging 

Mk F^nts 

Ringmail Leggn^ 

Leadier Leggings 

Sr Robert 
Uik the Sage 

Abrormal Seeds 

4 

Jeweled S&ff 

GrimCj^ 

Earth Wand 

Itea&ngAnkh 

Long Sword 

Flame AitifaOl 

Bog Skale fins 

4 

Jeweled Chabam 

Cruel SdT 

Vft ter Staff 

Smairig Rod 

Tmneheon 

AxalonBow 

Kciem Reckone 
Altorr Thorne 

Decayed OrrBitilems 

4 

Irtsoibed Oukiarn 

TrtJHheLHi 

SfiDi 

DMne Symbol 

llWf Hammer 

— 

Leather Belts 

4 

Jeweled Chalice 

CiimCesto 

FreWanri 

Smkriig Staff 

Crimson Canpace Shield 

— 

hryrxien CronweD 

Gargantuan imbones 

4 

Inscribed Staff 

kU 

Earth 

Holy Staff 

Water Staff 

Ascalon Bow 

Grnn Elston 

Forest Mino^urHofr^ 

4 

Cane 

Tfuncheon 

Frost Artifart 

Smiling Rod 

War Hammer 

— 

Wiam Penningjon 

Ivory TmllTuste 

4 

Jew^edChabram 

duel Staff 

Earth Wari4^ 

Divinri Symbol 

Long SwM'd 

-- 

The IVUds CoHectovs 

laden Fletcher 

Ancient Eyes 

3 

Stylish Fportwar 

Ni Boots 

ftShoe$ 

Mk Sandab 

Ringmail Bkwts 

Leather Booq 

Lord Engefram 

Maguuma Manes 

5 

St^ish ftiowear 


ft Shoes 

MkSandals 

Ringmail 8cois 

Leather Boots 


Thorny Carapaces 

3 

Stylish Ajjif# 

kT^Tgrric 

fiRofce 

Mk Raiment 

Ringinai! Haiibeik 

Leather Vest 

Hortort Longsnout 

White MaiitieEmbleiris 

5 

Stylish Arore 

KsImc 

ftRobes 

Mk Raiment 

Ringmail Hauberk 

leather Yest 

ElenetheMgilant 

Ebon Spider Legs 

5 

Stylish Ckw 

n'il Cloves 

ft Cloves 

Mk Handwraps 

Ringmail Cafunlets 

Leather cloves 

Mo^eh the Edie 

Ebon Spider Legi 

3 

Stvtish Gtows 

ffs Cloves 

ftClove 

Mk Kandwraps 

Ringmail G$utiik& 

Leather Cloves 

Aaron Flacher 

Andent Eyes 

3 

Imposit^ Mask 

Ragged Scar Pattern 

Storm's Ev@ 

Piophefs Scalp Dsipi 

Btricutioner's Helm 

Tamer^s Mask 

Ekriywt Kirby 

Tsngfftj sWds 

5 

SI«kMu!k 

Wkted Scar Pattern 

Store's Eye 

Servant's Soip Des^ 

Dwarven N^m 

Archer's Mask 

Agiippa Sionehatids 

Behemodi Jaws 

3 

Co$tum« blast 

YfleS<»F^ttoni 

Al-S«*rig Eye 

Defender’s Scalp Design 

Dudia's Hdm 

Hunter^ Mask 

Sbyton ft&dblade 

Tan^ Seeds 

3 

Animal Jvlasfc 

Devifeh Scar Pattern 

Flamers Eye 

Defender’s Scalp Desipt 

Brute's Heim 

TwHcf'sWa^k 

Hourde the Arcane 

Jungle SkaJe Fms 

3 

Stylish Hose 

NsLeggm^ 

Gladeris^e 

Mk Pants 

Tactician’s Hein 

Lathet Leegirvgs 

Meghan the Bright 

Jungle Tmll Tusks 

5 

Stylish How 

Ks Leggings 

ft Leggings 

Mk Pa.nt£ 

Ringmail Lessv^ 

Leather Leggings 

babaem flavarre 

Thorny Carapeoes 

5 

Jeweled Chafee 

TniKh^ 

Water Wand 

Hbiy Staff 

Battle 

— 
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CoutaoR 

ComcTiBu 

How Mak¥ 

Ms Reward 

N Reward 

E Reward 

Mk Reward 

W Reward 

R Reward 

\ftrgil the Whit« 

AndentEyes 

5 

C4iTe 

CrimCeta 

Stcirm Attffea 

Healing Atth 

CTimsofi Carapace Md 

^Idm Bow 

Ofsoii Cocipef 

AnoentE^ 

5 

.leweted Chakram 

kiol 

W'ar^ Staff 

Hol^fiod 

wa Hammer 

- 

Tully Bl^ckviw 

Tanked Seeds 

5 

leweledSsaff 

Cruel Staff 

Scroll 

Divine Syrnbol 

— 

A&calon Bow 

Ingrid Urwai 

MoisyMindibles 

5 

hsetibed Staff 

Grim Cesia 

Fire Wand 

HealittgMh 

long Sword 

- 

Serah Shies 

Jur#eSkile Fin« 

5 

Insciibed ChikrMi 

CrimCesia 

Stdrin A(tI« 

DMneSinibol 

W^r Hammer 

- 

Sens the Red 

Bdiemodi lams 

S 

hscfibed Staff 

wicked Staff 

Air Staff 

SmitiJTg Rod 

- 

Ascalcin Bo^ 

Lady Engelfdm 

Magumu Manes 

5 

One 

Grim Cesta 

Flame Ariifaa 

HoVRod 

Long Sword 

- 

Farmer Owklin 

MoissyMandtiles 

S 

leweted Cliakram 

Mol 

Earth Wand 

Smiting Staff 

~ 

^km Bow 

Crispin BrjUb 

Jmtgle Troll Tusb 

S 

Inscribed Oiikrain 

Deadly 

Rest Wtfad 

Protecwlcon 


- 

Adam Sokmm 

Wliite Mande Embleirts 

S 

Cane 

Grim Cesta 

Fine Staff 

Smiting Soff 

Crinson Carapace Sliield 

- 

Thyfir CreertMl 

Wliite Mamie Eniblerrts 

S 

hsuibed Chakram 

tFunchetsu 

Air Wand 

HolysS^ 

- 

Ascalon Bo^ 

Loreen Ganford 

Jungle Troll tusks 

S 

laNeted Chalice 

Bone Staff 

Earth Staff 

Pnotectiw Icon 

- 

-- 


The Cr\fstal Desert CoUei'toi's 


Cinder Liniwood 

Bleached C^apacs 

5 

Jfflrtfei Staff 

Idol 

Storm Arttfart 

Divine Symlwl 

Long Sword 

- 

Ujven llnderwood 

Minotaur Homs 

5 

Cane 

Bone Staff 

Fire Wand 

Smiting Srff 

Wr Hammer 

Ascalon Bow 

Brandon Baffin 

Enausted Lwtetones 

S 

Jeweted Chalice 

Unm Lesta 

Scroll 

Proterfve'Icm 

BanAeAxe 

- 

l<^Ft Jakobs 

MasAsAwfaones 

5 

hsciibed Staff 

Desad^ Cesta 

Tib Staff 

mvpd 

Qinson Carapace ShieM 

tealon flow 

Krawee the Crowd 

Iridescert Qfffin Wings 

5 

Jewe^ Chakram 

Grim Cesta 

Scroll 

Healing Antti 

W^hbmnrer 

— 

Uderftlsims 

JadeMandiUes 

5 

hscribed Ciiakram 

Tiuncheon 

Water Wsfid 

SmidnirS# 

LcraSwxd 

- 

Sir Pohl Sanlbefl 

Dur^e Buiowet iav« 

S 

Cane 

Grim Cesta 

Flame Mfail 

Divine 

BaA^Ate 

Ascalon Bow 

Sir Kaufman 

Massive Jawkmes 

5 

Styish Footwear 

N's Boots 

£*5 Shoes 


Rjn^nadBc»& 

Leather Bools 

GustovffieSJent 

Dune Buuower Jaws 

5 

StySsh Footwear 

N's Boots 

E's Shoes 

Mk Sandals 

Raitemail Boots 

Leather Boosts 

KVletheRtdi 

Losaiu Manes 

5 

Slyfeh Mire 

N's Tunic 

fs Robes 

MkRainatt 

f&^nal HMdberk 

Leather Vet 

Winfield Michelwn 

Bitched Carapaces 

5 

Slyish^re 

N's Tunic 

E's ftobes 

MkHaiment 

Rinpiail Hauberk 

Leather Vest 

Ftereter the Gotten 

MhotarHoms 

5 

Cloves 

N's Clowes 

£*5 Gloves 

MkHaiKhnaps 

Gauntlets 

leaherCtoves 

Sir Nomngton 

Shriveled Eye 

5 

Sl^ Cloves 

N's Cloves 

E's Glt?ves 

Mk Handicaps 

Ftinpuil Gauntlets 

Leather Gloves 

Kefeay Pradisi 

Jade Mandibles 

5 

kripDang Mask 

Ra^ed Scari^tnefn 

Storm's Eye 

Prophets Scalb Deign 

Becuboirar's Heim 

Tanna''5 Mask 

Ekimeei Tiiiedwl 

Fongjonen S«k 

5 

SkefcbM 

yvicked Scar Panem 

Stone's ^ 

Seivani’i Scab Design 

Dwarwn Hefm 

Artfier's Made 

Ardenotii CMkemhiett 

Bleached Shetb 

5 

Costume ^iasl( 

Vtle scar Patient 

All-Seaftg Eye 

Detmda-'s Design 

DneSsl's Hefm 

Hunter's Mask 

Barton SniaRwxn 

Shriveled Ey® 

5 

Aninal hiask 

Devilish Scar Panent 

Flame's Eye 

Defertter's Scat 

fituie's Helm 

Traveler's Mask 

Jamie the Wmdera' 

Dune Ekiiow Jaw 

S 

Sivfeh Hose 

N's Lsssiiiss 

rs Le^ 

Mk Pams 

ftiifginail Legging 

Leather L^in^ 

Cedric Rogers 

Losaiij Manes 

S 

Styl^ Hose 

N's Leggings 

E's Legging 

Mk Pants 

Ailrgiiui) Legging 

Leather 

Lord Dom lefttitgen 

BleacM Shafts 

S 

Cane 


Air Staff 

Holyftod 

Oinson Carapace Shield 


John Verado 

TopacOesis 

S 

hsc tiled Staff 

Cruel Staff 

Earth Wand 

Protedw Icon 

— 

Aficalon Bow 

Arliss Vaughn 

Iridescem Ctiflin Wings 

5 

Jewehid Chalice 

Tairicheoti 

Anifw 

Smiting Rod 

- 

- 

Maurn Dtaloespro 

0©sic«d Hydra Claws 

S 

iewefd Chakram 

Wicked Staff 

Air Wand 

Healing Aridi 

- 

Ascalon Bow 

RyHnPaval 

Spiny Seecb 

S 

Inscribed Chakram 

Grim Cesta 

Water St# 

HolyS^ 

- 

- 




Henchmen 


Henchmen stats and abbreviations are the same as those tor Foes (p. 188 )^ 


Roleplayinj^ Henduneit 

Stefan Bartich (W-Ftghter) 

Healing Si^ Power Attack 


Griffon's Sweep 
Sprint (3-17) 
Resurrection Signet 


Balanced Stance 
"Charge!" (20) 


L5 

AL50 

Dmg 3-6 (M-Sla) 

L6 

AL58 (Phy +20) 

Dmg 3-6 (M-Sla) 

L8 

AL42 (Phy +20) 

D mg 6-8 (M-Sla) 

LIO 

Al50(Phy+20) 

Dmg 7-10 (M-Sla) 

Ll2 

Al56(Phy+20) 

Dmg 7-10 (M-Sla) 

Lf5 

AL65 

Dmg 9-14 (M-Sta) 

Ll7 

AL7I (Phy +20) 

Dmg 12-17 (W-Sla) 

L20 

ALSO 

Dmg 12-17 (M-Sla) 

Orion Elek (B-Mage) 


Fire Storm 

Fireball 


Incendiary Bonds (6-20) Fire Attunement 
Aura of Restoration Resurrection Signet 

Mind Sum (20) 


L3 

ALIO (Phy +20) 

Dmg 3-5 (R-Lgt) 

L6 

ALI5 

Dmg 4-7 (R-Lgt) 

L8 

AL24 

Dmg 4-7 (R-Lgt) 

LIO 

AL30 

Dmg 5-10 (R-Fire) 

LI2 

AU6 

Dmg 5-10 (R-Fire) 

ns 

AL45 

Dmg 5-12 (R-Fire) 

LI7 

AL51 

Dmg 10-16 (R-Fire) 

L20 

AL60 

Dmg 11-22 (R-Dark) 


Alesha Baptiste (Mk-Healer) 

Orison of Healing Healing Breeze 
Heal Other (8- 17) Word of Healing (20) 
Healing Touch (lS-20) Rest we Life 


L3 

ALIO (Elem +30) 

Dmg 3-5 (R-Fire) 

L6 

AL15 

Dmg 4-7 (R-Fire) 

LB 

AL24 

Dmg 4-7 ^-Fire) 

LIO 

AL30 

Dmg 5-10 (R-Fire) 

L12 

AB6 

Dmg 5-10 (R-Fire) 

L15 

AL45 

Dmg 5-12 (R-Fire) 

L17 

AL3I 

Dmg 10-16 (R-Fire)' 

DO 

AL60 (Elem +30) 

Dmg 10-16 (R-Lgt) 


Reyna Saiidor (R-Arcl»er) 

Kindle Arrows Pbwer Shot 

Dual Shot Troll Unguent 

Resu rrecti on Signet Practiced Stance (20) 


L3 

AL20 

Dmg 5-9 (R-Pfc) 

L6 

AL28 (Phy +20) 

Dmg 7-12 (R-Pre) 

LS 

AL34 (Phy +20) 

Dmg 7-12 (R-Ptc) 

LIO 

AL40 (Phy +20) 

Dmg 9-15 (R-Pre) 

LI2 

AL46 (Pliy +20) 

Dmg 9-15 (R-Pre) 

L15 

AL55 

Dmg 12-29 (R-Pre) 

L17 

AL6I (Phy +20) 

Dmg 14-24 (R-Pre) 

L20 

AL70 

Dmg 14-24 (R-Pre) 


Dimham (Ms-^Enchnnter) 

Imagined Burden (8-17) Crippling Anguish (20) 


Shatter Hex 


Drain Enchantment 


Empathy 


Distortion 


teurrection Signet 

LS 

LIO 

AL24 (Elem +30) 
A130 (Elem +30) 

Ding 4-7 (R-Dark) 
Drr>g 5 -to (R-Dafk) 

LI2 

A136 (Elem +30) 

Dn^S-IO (RTire) 

LI5 

AL45 (Elem +30) 

Dmg 5-12 (R-Fire) 

L17 

AI5i 

Dmg 10-16 (R-Fire) 


Litrte Thom (W-Brawler) 

Healing Signet Wild Blow Siivrft Chop 
Executioner's Strike Sprint (B-17) "Charger (20) 
Resurrection Signet 


L8 

AL42 


Dmg 2-13 (M-Sla) 

LIO 

Alio 


Dmg 4-15 (M-Sla) 

L12 

ALSO 


Dmg 4-17 (M-Sla) 

LIS 

AL05 


Dmg4“20 (M-Sla) 

L17 

AL71 (Phy +20) 

Dmg 4-22 (M-Sla) 

120 

Aieo (Fire +100) 

Dmg 5-24 (M-Sla) 

CUlUilc (N-Ciildsf) 


Shadow Strike 

Vampiric Gaze 

Deathly Swarm 

Blood Ritual 

Resurrection Signet 

Crenth's Balance (20) 

L8 

AL24 


Dmg 4-7 (R-Dam) 

LIO 

AL30 


Dmg 5- to (R'Dark) 

U2 

M36 


Dmg 5- to (R'Fire) 

LIS 

A145 


Dmg S-12 (Rfire) 

LI7 

AL51 


Dmg 10-- 16 (R-Rre) 

L20 

mo (Hem +30) 

Dmg 11-22 (R-Oark) 


^ ^ 'Pnvtrcifd by copyright. Unauthorized pr milflwful copying or dofrnloading 
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Final Mission Henchmen 


Aitinn (R-Archcr) 

L20 

AL70 

Dmg I5-2B (R-Pre) 

Kindle Arrovis 

f^er Shot 

Dual Shot 

Troll Unguent 

Resurrection Signet 

Practiced Stance 


Cynn (E-Mage) 


UO 

AL60 (Phy +20) 

Dmg ll-22(R-Fire) 

Fire Storm 

fireball 

incendiary Bonds 

Fire Attune ment 

Aura of Restoration 

Resurrection Signet 

Mind Bum 

Devona (W- Fig liter) 

UO 

AL95 

Dmg 15-30 (M-Bit) 

Healing Sigret 

Mighty Blow 

Irresistible How 

Counter Blow 

"Charger 

Resurrection Signet 


Eve (N-Blaod Mage) 

L20 

AL60 

Dmg n -22 (R‘Dark) 

Shadow Strike 

Vampiric Gaze 

Deathly Swarm 

Blood Ritual 

Resurrection Signet 

Crenth's Balance 


Lilia Esrovni (Mk- Protec tor) 

L20 

AL51 

Dmg 10-16 (R-L^) 

Reversal of Fortune 

Protective Spirit 

Aegis 

Shield of Regeneration 

Restore life 

Mlienlo (Mk-Henler) 

UO 

AL60 

Drng11-22(R-Lgt) 

Orison of Healing 

Healing Breeze 

Word of Healing 

Healing To jch 

Restore Life 


PvP Henchmen 


Archer Heiichmati (R) 


L20 

Dmg 15-23 (R-Pre) 
Power Shot 
Troll Unguent 
Practiced Stance 

AL70 

Kindle Arrows 
Dual Shot 
Resurreclion Signet 

Fighter Heucluuaii 

L20 

Dmg 15-22 (M'Sla) 
Power Attack 
Balanced Stance 
Resurrection Signet 

ALSO 

Healing Signet 
Griffon's Sweep 
"Charge!" 

Healer Heiicliiticin (Mk) 

L20 

Dmg 11-22 (R-Lgl) 
Healing Breeze 
Healing Touch 

AL60 

Orison of Healing 
Word of Healing 
Restore life 


Henchninii (E) 


L20 

Dmg 11-22 CR-Fire) 
Fir^ll 

Fire Atiunement 
Resurrection Signet 


AL60 
Fire Storm 
Incendiary Bonds 
Aura of Restoration 
^Aind Burn 


Pets 

Botli Rangers and Necromancers can 
acquire pets. For rtie Ranger^ it's an 
animat companion of one sort or anotheri 
for the Necromancer, it^s tlie temporary, 
undead remains of someone, or some- 
tMng.. that should really be buried. 

The follosving table shows the Initkil 
level for each possible Ranger pet. but 
note that these pets grow with you — as 
long as they adreiitwre by your side, tliey 
are basically earning as much experience 
as you are. As the)' grow, their attacks get 
better and they gain more Health. (Pet 
Health, like most other Health in the 
game, is determined by level — see the 
chart on p. 176.) Check die maps for 
wdierc you can find each type of pet, but 
you might find that some potential pets 
(piarticnlarly bears) w-ill resist your best 
eJFofts to charm them. 


Animal 

Lvt 

Drag 

Armor 

Strider 

1 

Pre 3-5 

AC 3 

Wolf 

2 

Sla W 

AC6 

Warthog 

2 

BiunM-6 

AC6 

Moa Bird 

3 

S!a5-S 

AC 9 

Melandru's Stalkers 

5 

S!a 6-!0 

AC 15 

Snow Wrilf 

5 

Sla 6-10 

AC 15 

Lynx 

5 

S!a 6-10 

Ac 15 

Warthog 

5 

Blunt 6-10 

AC 15 

Dune Lizard 

5 

Pre 6-10 

AC 15 

Black Bear 

5 

Sla 6-tO 

AC 15 

Elder Black Widow 

20 

Pre 17-29 

AC 60 

Pets may experience 

"evolutions" 

as they 


le\^l and are granted stronger or weaker 
attacks and defenses. Which evolution 


occurs depends on your play style and 
how’ you utilize your pet. 


NecnMiwncer Pet Ivt AL Damage 

Bone Minion - 1 Dmg 1-20 (M-BIl) 

Bone Fiend - 3 Dmg 1-30 (M-Pfc) 

Bone Horror - 5 Dmg 1-30 (M-Bll) 


Foes 

A foeS level determines its Health, with 
a tew exceptions (noted each time). In 
fact, foes at a given level have the same 
base Health as PCs, (Level li foes have a 
varying atnount of Health, but it*s usually 
v^'ery low'.) If die entry covers tw'o differ- 
ent levels for the same creature, botli lev- 
els are listed on the toUowing pages in 
the Foe Stats table. 

Foe Stats table guidelines: 

■ AL Ibu each fut**s anuor level, [f llie 
eiifrv' covers two difterent ALs for the 
same creature, both ALs are listed. 

* AL^s can be modified based on the 
t)'pe of damage an etieiny is strong or 
weak agaiiist. In those cases, a 4 
(strong) or weak ^ (W'eak) w ill be 
lioced before the damage type. The 
types of damage include: Bit (Blunt), 
Elem (Elemental), Ltng (Lightning), 
Pliy (Physical), Pre (Piercing), and Sla 
(Slash), 

- Any non-standard Health is listed In 
die description. 

■ Jf the toe has a physical attack, first 
ihe base damage range is listed, then 
whether it's a melee (M) or ranged (R) 
attack, and filially what type of damage 
is inflicted. 

* After attack stats, skills are listed. If 
the entry describes tmiltifile t\'pes of 
foes, and only certain foes have that 
particular skill, either that skill w'ill be 
ill parentheses or the level of toe that 

uses it wdll imiiiediatelv foiloiv the 

■* 

skill. For example, "(Flare) means that 
tliis foe wight have the skill Flare; Flare 
(IS) means that only the Level 18 ver*- 
sioii of this foe has this skill. 

*^Tlie final abbreviated listing gives 
probable types of loot for die foe. 

Types of loot incLitde: At (Armor), Ax 
(A.ve), 13 (Bow), 1> (Dye), F (Focus), G 
(Cold). H (Hammer), R (Rod), Sh 
(Shield), St (Staff)* mid Sw (Sword). 

■ Bosses are marked with 


Player vs* 
Player 


Foe Stats 


(inside columns) 


Foe 

I ’urdilfed 


PttOf LVl AL 0BCR(PTI0H 


Deadly Crypt Spider 

R 

2 

9 

Dmg 1-2 (R-F>rc) 1 D 

Ghostly Hero 

W 

24 

90 

Ding7-2C(M-Sa)|CYcioneAxe 

Chostfy Mage 

E 

24 

60 

Flare 

Hehiei) Horror 

W 

8 

46 

Ptry+20,LHiH0|HWr 




(outside columns) 


By Joiiijfhdtt **Tarhjfh" Riiiioff 

Guilii Wars is ii competitiv e rolepiiwing game, wiiicli 
means tl^at much of the content is focused on hat- 

dins; other players. Unlike most onZitie I'tvleplaviiis: 
games, tlie PvP in Giditi Wars features real objectives 

that go beyond randomly killing other characters. 

Til ere are several ways to get involved in PvP. 
Your rolepiaying character can enter competitive 
missions as early as Lcv^el I — ^tliere are speci:il arenas 
that don't allow high-level characters. The more 
advanced missions retjiure a lot more strategy and 
coordination, and are generally the domain of Level 
2o characters* Fortunately; you don't have to wait for 
your roleplaying character to get that high* You can 
create a Pvl^ Only character* which starts at Level 
2d. You may choose from a number of pre-made 
builds* or you may customize a character widi any 
skills or equipmcni you've gotten while ad venturing 
with your role playing character, Your PvP Only diar- 
actex' Ciuinot play in any of die cooperative missions or 
\ isit any of the cities* hut you can jump into the IV L* 
action right away. 

Competitive missions are marked on your map 
by a red icon. When you play in these areas* you'll 
be playing against other players. 


Competitive Areas for All 
Characters 

^ Fort Koga « Tomb of the Primeval Kings 

’ IVAIesski Arena < Guild vs* Guild Battle 


Competitive Missions for 
Roleplaying Characters 

E.vpUia^ the map to kk'ate those arenas (tliey are only 
aviilluble to roleplaying characters)* Some iT the urea^i 
arc also lure tided for lower levels* 

* Ascaioii Arena * Sliiverpeak Arena 

* Deldrimor Arena ^ The Crag 

* Amnooii Arena 




Airmied Cave Spader 

R 

24 

- 

Elem +30 1 Apply PoBon | Called Shot | Savage Shot | Melardru's Resilience | 
Healing Spring 

Casses Fameweh -fl* 

R 

24 

— 

Incendiary Arrows | Drydier's Defenses | Penetrating Attack | Troll Unguent 

Giant Needle Spider 

R 

2 

9 

Drug [-2 (R-Prc)|D 

Giant Tree Spider 

R 

3 

13 

Dmg6-9 (R-Prc)|D 

Kezia Spindleweb -B- 

R 

14 

O 

Dmg 17-30 (T!-Bl) | Apply Poison [ l^netiab'ng Attack ] Favor. Winds ] Troll Ung- 1 D 

LavaSpte 

R 

22 

- 

Incendiary Arrows | Dear's Defenses | Penetrating Mack 

Moguurra Spider 
Bclivmofli 

R 

16 

64 

Dmg 14-24 (R-Pre) | Apply Poison | Pii Down | Storm Chaser \ CD 

Bumower 

R 

24 

- 

Btt+20, Pre +40, Cold -25 1 Barrage! Appf’^ Poison | Heaing Spring 

Dme Burrower 

R 

22 

96 

Dmg 24-46 (R-St) | Muddy Terrain | Apply Poison | Healing Spring | SLGD. 

Heiige Guardian •&* 

R 

16 

69 

Dmg 13-56 (AI-BIt) | Serpent's Quickness Primal Echoes | Quick Shot ] HeaTrog 
Spring 1 Distracting Shot | SLG.D. 

Obsidian Behernolh 

R 

22 

30 

Dmg 12-46 (R-Bll) | M +20t Cold -25 | Whirling Defense | Nature's Renews | 
Healing Spring 1 Flame Trap | Barbed Trap | Throve' Dirt | GD. 

Obsidian Guardian *8* 

E 

22 

70 

Dmg 1 2-46 (fi-0t) | Bit +20, Pre +20, Cofd -25 1 Ward Against Mefee | Ward 
Against Foes | Ward Against Elerneab | Ward Against Hann f Obsidian Flesh | C.D. 

Root Behemoth 

W 

19 

77 

cimg 13-45 (M-BI) 1 Ftiy+20 1 Wiki Blow f Deflect tows | ''[ Will Sun4ver | C.D. 

Snyk Ihe Hun dr. Tongue *B*R 

24 

- 

Barrage | Serpatfs Qtiickness | Savage Shot [ Troll Unguent 

far Behemoth 

W 

6 

40 

ems &13 (<M-eit) 1 Ph/ +20 1 Wild Blow 1 Deflect AmMS 1 1 Wifi Sjrvwer | CD. 

Ccfikiur 

Faws Torncalf 

E 

14 

43 

Ice Prison | Rust | Shard Stoim | Aura of Restoration | R.F.GAr.D 

HomFrostrider*B* 

E 

15 

46 

Earlh Attune. | ^ Agaiitsi Foes 1 M«n. Aura I Aura of Restor. I Ice Spear | RF.QD 

Kara Bfoodtail 'E* 

N 

14 

43 

Well of Blood 1 Order of Pain | Signet of Agony | Life Siphon [ R.F.C.Ar.O 

Losaru Bladehand 

W 

20 

80 

Phy+20J5w.ShA(.D 
Elem +30 1 BAX) 

Losaru Bewmaster 

R 

2D 

70 

Losaru Lifeband 

Mk 

20 

60 

other |RSlFAr.D 

Losaru win dcaster 

Ms 

20 

60 

R.StFAr.D 

Maguurra Avenger 

E 

16 

dS 

Ice Prison | Rust | Shard Storm | R,F.Sl-GD 

Magtwrra Enchanter 

Ms 

16 

4S 

Mantra of Earth | Energy Burn | Leedi Signet | R.FStGD 

Magtiuma Hunter 

R 

16 

69 

Symbiosis [ Flame Ttep | Hunter's Shot | B.GD 

Maguuma Protedor 

Mk 

16 

4^ 

Watchful Spirit | Succor [ life Bond | HeaF Other | RP.SLGD 

Maguurra Warbijc 

N 

16 

4S 

Well of Blood 1 Order of Pain [ Signet of Agony | RT.SLGD 

Maguurra Warrior 

W 

16 

69 

Phy +20 ] M Chop [ (1' Will Avenge ^uE") | (Exeojlioner's Strike) | (Seeking 
Blade) | (Warrior's Cunning) | Ax.Sw.Sh.C.D 

Malla ArtM'iTiane 

R 

14. 

63 

Syrabiosis ) FlanneTrap | Hunter's Shot | Healing Spriixg | B.CAr.D 

Pala Blackhoof *8« 

Ms 

14 

43 

Mantra of Earth | Energy Burn | Leech Signet | Ether Feast | R.EGAf Q 

Rapa Ironhaunch -B- 

W 

14- 

63 

Phy +20 ] ExBcutioneTs Strike | Gakath Slash | Healing Stgriet j AxSwSh ArD 

Shiverpeak Longbow 

R 

8 

46 

Distracting Shot | Winter | Serpait's Quickness B.G.D 

Sliiverpeak Longbetiv 

R 

7 

43 

Distracting Shot j Winter j SerperrFs Quickness BlG.D 

ShK'erpk Protector {E) -B* 

E 

7 

23 

Earth Attune. | Wad Against Foes ] Aura | Aura of Restor. | Ice Spear"! P-F.G.D 

Shiverpk ProtecL (Wt) -B* Mk 

7 

23 

Vigorous Spirit | HeaJirtg Breeze | Purge Conditions | Meixl Ailment | R.EG.D 

Sluverpk Protect (Ms) Ms 

7 

23 

R£C.D 

Shiverpk Protect 04) *B* 

N 

7 

25 

Rf.GD 

Shnerpeak Warrior *B* 

W 

7 

43 

Phy +20 1 Dismember [ Sever Artery | Shield Stance ] Ax.Sw.Sh.GD 


fama Blessed hoof *B* M k R 43 Watchful Spirit | Succor \ Life Bond | Orison of Healing | Restore Life | RJ:&Ar.D 

'Britan R 15 150 - 


Cfuirr 

Blaze Blood bane *8* Mk 6 20 

Borfsaz Burntfur E S 20 


Brand Ihe Brav^'ler 'B* 

w 

6 

40 

Bun Mankilier *6* 

N 

5 

17 

Cesscorpselighter 
Charr Ash Walker 

N 

3 

12 

N 

^6 

17/20 


Infuse Health | Bane Signet | Banish | Heal Area | St.RAJD 
Flare | Lava Fonlt | Oanjure Ranie | Aura of Rstoration | SlAr.D 

Phy +20 1 Peneir. Blow [ cydone Axe | Shield stance | Healing signet j AK.Sh.GAr 

- . _ 


M 

Chart Axs Fiend W 

CharrAiteWaiTior W 

Chart Blade SComi W 

Chart Blade Warrior w 

Chart Chaot Ms 

Chart Fire Caller E 

Chart Flame JC^er E 

Charr Flame Wielder E 

Chart Hunter R 

Chart Martvr Mk 

Chart Mind Spark Ms 

Charr Overseer Mk 

See 1S7 for ca'blt £Bld>^l[ne^. 


Faintheartedness 
Faintheartedness 
Faintheartedness 

5 26 Faintheartedness 

7/8 43/46 Phy +20 CydoneAxe 

6 40 Phy +20 CydctfieAxe 

S 46 Phy +20 Wild Blow 

VS '37/40'Phy+20 Wild Blow 


LiteSiphai (Mark of Pain 
Lite Siphon (Mark of Pain St.R.At.O 
Lite Siphon StJ^Ar.D 
Lite Siphon (Mark of Pain | SLRAr.D 
■ Freniyl AxShGDAr 
AxShG,0Ar 
Frenzy [ Sw.Sh.CJ0Ar 
Frenzy (5)' | Sw.Sh-O.D.Ar 


5 26 Ertergy Bu rn ] Shatter Hex | S h atter Enchantment | St AnD 
V6 17^20 Flare | Lava Font | Ctiniure Flame j StltAr.D 

7 25 Lava Font j Fire Storm j St R. Ar,D 

^8 20^26 Flare [ Lava Font | Oonjuie Flame | StPAr.D 

8 4 b Ignite ArrcM's PenetraCting Attack | B.GDAr 
A/S 14/17 Infuse Health StRAr.D 

^'6 17/20 Energy Burn | Shatter Hex (6) | SLRAtD 

6 20 Heal Area | infuse Health | Bane j StRAr.D 
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PvFJ Foe Stats: Unrelated-Dolyak 
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Fqe 

Chart Shaman 
Chair Slater 
Craze iheUnforgivihg *8 
Crucflie Reborn -B- 
Drim Ondersfiol'B* 
OaA Corefang -B- 
Felifiam the Whip 'B» 
Fling Btoodpett -B- 
Funie KETKifefla]l -B- 
ChaslAsf^re -E- 
Gorgaan Hate monger -B 
Jaiv Smofceskin -B- 
Kla\^w feath£[^torm -B* 
Lumps Ruinator -B- 
Maim Deathrain -B- 
MafT Bumhom -B- 
MaiJ Faptear-B* 

Mirash Dfeambreaker -B 
Phang the Deceiver ‘B* 
Puugh the Stasher *B- 

n - J c f ^ U. .. 1/. , I , 'u'1 r' b 

RoarstOne Eye -B* 
Rnadt Whilefire ‘B- 
Scaar Stemcfaw *B* 

Scint the Malign *B* 
Slaug Firehide *B* 

Slur Scarctiest 
Smoke Kindlefist *B* 
Smuuz (he Unfeeling *B* 


Prof 

Mi; 

R 

Ms 

m 

R 

W 

R 

R 

E 

Ms 
^ W 
E 
R 
W 
R 

Ms 
N 
^ Ms 
Ms 
W 

ri 

N 

Mk 

Mk 

Ms 

E 

R 

E 

N 

W 


Lvi 

7 

^6 

4 

5 
3 
3 

6 
3 
3 
B 

3 
B 

4 

5 
5 
3 
3 

3 
5 
5 

t 

4 

4 

5 
S 
5 

3 
5 
5 

4 


AL 

23 

31 
14 
17 
32' 

32 

m 

32 

\1 

20 

32 

20 

34 

37 

37 

U 

n 

u 

17 

37 

CO 

14 

I4 

17 

17 

T7 

32 

17 

17 

34 


DfscitimiQN 

Heal Area | Infuse Health \ Bane Signet | Danish 1 5t.R..4r.D 

Ignite Arrows | Peneliating Attack I BL.DAr 

Mantra of Flame 1 Enef^ Bum | Illusion of Haste [ Ether F^asl | StR,Ar.D 

inluse Health Bane Si^ \ Banish ] Heal Area | St,R.Ar,0 

l^le Artcws Penelrafling Attack | Fa wraWe Winds | Troll LinpenE | B.C.OA 

Rty +20 1 Penetr. Blow] Cyctone Aj® ] Shield Stance | Healing'Signet | AxSh.GAi 


IpiteAftcws 


Ignite AfPcws 
I Uva Font 
Mantra of Flame 


Penelrahng Attack 
Peneiraiing Attack 
■ Gonjura Flame 


B,CAr 

B.CT^r 


Fa wrabte Winds | Troll Unguent 
Favorable Winds | Troll Unpeni 
Aura of Restoration j SLR Af,D 
Eneijy Bum | llluskm of Haste | Etoer feast j SlfUr.D 
Phy +20 I Hundr^ Blades [ Frenzy | Shield Stanoe HeaFing Signet | Sw.Sh.GAi 
Flare | Lava Font | Gxijuie Ftame J Aura of Restoration | SLFLAr.D 
l^e Arrows | Perpetrating Attack f Favorable Winds | Troll Unpent | G.Ar 
rtiy +20 I Hundred Blades | Frenzy | Shield Stance | Healing Signet Sw.Sh.GAr 
tgite Arrows | Penetrating Attack | Favorable Winds | Troll Uipentj B.G.DAr 
Mantra of Flame I Energy Bum | Illusion of Haste | Etha^ Feast | StRj\r.D 
Fairflheartednessl Life Siphon | Mad: of Pain [ St.R.Ar.0 


Mantra of Flame 
Mantra of Flame 


Energy Bum 
Energy Bum 


Ether Feast 
Ether Feast 


SLRArD 

StlUrD 


ll lusiwr of Haste 
Illusion of Haste 

Phy +20 1 Penetr. Btow | Cyctone Axe | Shield Stance [ Healing Signet | Ax.Sh.GAr 

I I u^la. sj^r ^ 

Faintheartedness Life Siphon Mark of Pain ^ 

Heal Area 
Heal Area 


Life Siphon 
BaneSi^t 
Bane Sipel 




SLR.ACO 
St,R.Ar.O 
_St,RA.D 

Energy Bum | illusion of Haste f Ether Feast | SlRAr.D 
Gonjure Ftame | Aura of Restoration | SLRAr.D 


Banish 

Banish 


infuse H^lth 
Inluse Health 
Mantra of Flame 
flare | Lava Font 

Ipite Arrows I Peneli^ng Attack [ FaworableWinds | Troll Unpent 1 B.G.Ar 


Firi^li f Lava Font | Conjure Flame | Aura of Restoraticm | StHAr.D 
FasnIheartedneBs | Life Siphon [ Mart of ' 


SLR,Ar0 

Shield Stance 


Sw.Sh.GAi 


Su Jtg the Hateful *B* 

E 

3 

12 

flare 1 Lava Font | Conjure Ffame | Aura of Restoration | SLRAr.D 

Si'wagtbe Lasher 

Mk 

3 

12 

infuse Health 
Infuse Health 

Baae S^^siei 
Bane Signet 

Bamsh : 
Banish 

Heal Area 
Heal Area 

St.RAr.O 

TaagRe5cfair»der *6* 

Mk 

3 

12 

St,R,Ar,0 

Torch Spitfur*B* 

E 

4 

14 

Rare 1 Lava Font | Conjure Ffame | Auraof Retoratlon | SLRAr.D 

Vatiaaw Dcomtooth *E* 

R 

1 

19 

Rem +30 1 Ignite Arrow | Favorable Winds | Barrage | D 

Oiarr Flame Artifact 

E 

8 

150 Omg2dO (M-Pro) 




Dtvonrer 









Blighted Devourer 

N 

20 

66 

Dm; 7-20 ;M-Pn:)| Malaise 

1 Consume Corpse | 

Unholy Feast 1 CD 


Carrion Devourer 
Crimson Devourer 
Diseased Devourer 
Fester Far^g'B* 

Fevered Devourer 
Fledi'G'rokspft -B^ 

Gnash Underfoot -B* 


W 

R 

R 

N 

N 

N 


0 

5 

17 

1 


10 

80 

54 

21 


W S 8 Q 


Dmg I (R'Prc) I C<^d '2d 1 Quick Shot ] Ughining Reflexes | CD 
Omg I (M-Pro) I CD 

Omg d-23 (M'Pro) 1 rue ’20 1 Putrid Bq^losinn | Weaken Armor [ Parasitic Bond | 
life Siphon | C.D 

Omg 6-18 (M^Pro) Enfeebling Blood | Deathly chill 1 G.D 
Dnrig 6-EO (M-Pro) Fir^^TO | Putrid Explosion | Weaken Armor [ Parasitic Bond | 
Life Siphon I G.D 


Hurl Riiisptue -B- 

R 

5 

80 

Igg Fiecpelter -B- 

R 

2 

35 

Joe 

W 

o 

o 

46 

Joe the Devourer 

W 

s 

37 


Omg ^25 (M-Pn:) 
OmgQ-23 (M-Pro) 


Fre-30 
Fire -20 


G.D 

G.D 


Mossk Rotlait *&• 
Plague Devourer 

Rockshot Devourer 
Rot Chuchau *B* 

Scrag Nettlecfaw *B^ 
Skuzz Sudgereaper *6* 

Snapping Devourer 
Stank R^oul *B* 

Stig Plopgush *B* 

Thom Devourer 
Thom Devourer Drone 


Orng 6-12 (R-Prc) [ Fine -20 | Quickening T^hyr \ Quick Shot | Lightning Reflexes 
iTidl Ung.| G.0 

G.D 
GD 

eaith 00 f G.D 


Omg6-g (M-Prc) 
Omg 2 - 5 (IVPPrc 5 , 
□mg 1 fR-Prc) 1 h 


N 16 49 Orng 6-T7 (M-Pfc) | Enfeebling Blood | Deathly Chill I Vimlence j Lite Siphon | QD 
N 3^7/8 l/!8y'l8 Dmg 3-5/7-16/7-16 (^VPrc) 1 Cold -30 1 Putrid Estploskm | Weaken Armor | 


R 

R 

W 

N 

R 

W 

N 

R 

R 


20 

2 

E6 

S 

1 

7 

2 

17 

f 4 


80 

41 

m 

SO 

10 

70' 

21 

71 

63 


Parasitic Bond (7,3 
Dn^g7-20 (M-Prc) 
Orng 1CH3 (R-Ptc) 


|GD 
G.D 
fine -20 


Called Shot | Quickening Zephyr | Lightning 

Reflexes | Troll Ungpent | C.D 

Omg 13-33 (M-Blt) I Phy +20 1 FTurry | Distracting Blow | Rush p Will SumveT | D 
12-22 (M-Pro) | Tire -20 f Putrid Exploslort | Weab^ Armor | Parasitic Bond | 
Lffe Siphon | G.D 
Dnygl (R-Pro)|Ca1d^20|CD 
Omgl3-18(,M-Prc)|Fie-20|G.D 

Omg 6-tO (M’Pit) I Rre-20 1 Putrid Eiq>lQSion | token Armor [ Parasitic Bond | 
L?e Siphon I C.D 
(R^P 


Dmg 13-33 (R-Pn:)|G.D 


Whep Dungfiinger *B* R' 5 SO Omg 12-22 (M -Pro) |Fre -20 

G.D 

Wfilpiail Devo urer R W ipi33 OfTkg 1/5-7/9- 1 5 ( R-F¥c) | Cole 

-20 

QuKkSnol 1 Liglitn. Reflexes (4,7) 

G.D 




Bolls Hilshaber-B- Mk 24 - Mark of Protection 

MerKtAifmeni 

1 UfeAUunement 

1 Orison of Healing 

Oolyak Master Mk 24 - Mark of Protection 

Strength of Honor I Shielding Hands | Heal Other 

DoJyak Rider Mk 11 - Remove Hei: 

Hussar Ironfeast-B" Mk 8 26 Remove Hex 

II 

igih cl Honor 
iglh cf Honor 

Shiewiig Ftends 
SlMling Hands | 

HMOthei 

Heal Othei | R.F.0.Mr 


Shalis Ironmantle Mk 

Stone SunmitArcanist Ms 


Sfg pifg 187 far [abl£! eHJailnji. 


5 - Remove Hex J length of Honor | ShiekTiig Hands 1 Heal Other 

24 " Crippling Anguish ] Shatter Enchantmeul | Empathy 1 1 1 lusion of Haste 


Fort Koga aud D^Alessio A rena 


These :iro the inosc Ivisic tyj>u of nreritrs.Two 
tennis fij:ht until tme is elitniiuted mui the surviving 
texun sulviinees to bsitde ni+iiin, You do not get to 
choose your tesunnisites, so fuck plays a major role in 
whether you survive or not. On the otlier hand, it's 
easy to jump into the fi'ay, and tliis is a good way to 
test yoiir skills. Players hei'e tend to be Level 2i) 
(espeeiatly in D'Alessio), although some pbyers that 
are Le\'el 15 or above may also visit Koga. 

of the Priffteoal Kings 

Til is is an area for more advanced o la vers witlr ffood 
team strategy, good conununi cation, and good cooi'“ 

dinatioir. Each team consists of eight players, tni dally, 
your team enters a waidng area wliere you battle 
various Necromaiu'ers and iindead horrors until 
another team is ready. During this phase, you can kill 
Rift Wanieiis to gain monile boosts, wliicli vs ill carry 
civer to the following competitions. Once another 
team is ready; you are itioved to a random battle- 
fidd. Some battlefields are simple elmiiimtiozi. while 
others require that ytni kill a spedtic NPC, Some 
allow only tw^o teams, while others have a kiiig-of- 
tlie-hill format wIhto multiple teams vie for domina- 
tion. Most players who enter file Tombs atv Level 
2iK and many teams are isrganized hy specific guilds. 
If you are patient, Lc\el 2U. and have skills that are 
in demand (the w'orUl can ne^'er have enongfi 
Monks) you can fmd a teani here even if you aren't 
tJiere with a guild. 
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PRfM A OFFICJAL GAME GUIDE 


Guild trs. Guild Buttle 


Thh is iwiy/or pinyers wfw are nu'ntbi'rs of n j^ui id, 

BijiUl your tcsim from inside your jjuild htdl. 
Victories :iud losses jire recorded* mid Jiffect the 
pliicemcnt of yonr ^uild in the JiuJdcr^ — so don't 
Sturt one of these btittles until yoiir team is fuUy 
prepiired! 

Ill Guild vs. Guild buttles* fi^htiug^ cim occur 
in the wilderness areu sepuruting the guild hulls 
and inside the respective guild hulls. Each guild 
hall is guarded hy a vuriet}" of NPC archers and 
footmen* and each guild lioJI contains an NPC 

Lritrti^ni -ac th/i rZiiiKl 1 TIta fii-ptl- trk 

nate the enemy Guild Lord wdns. 

Each guild hall features locked gates. To gain 
access, you have to kill the enemy guards while 
keeping another NPC — your Guild Thief — alive 
long enough to pick the locks. 

A resurrection shrine is located in each guild 
hall, so if you dio and nobody is able to revive 
you, you automatically rejoin tile battle after one 
or two minutes. 


The wilderness area between the guild Jialls has 
tbiituivs lliat can grant you various advantages. For 
example, you can plant your team’s dag in the center 
of the map to gain a morale boost. Another advan- 
tage h the catapults tiiat can devastate characters 
who an> standing inside their guild hall’—whieh is 
especially edbetive when tlghting 'Tiase campers." 



Fot 

Drake/ Dvd^oti 

Prof Lvl 

M 

DESCRIPTION 

Doul^oru Fewnoudi -G* 

N 

u 

- 

taimed Fie$li 1 Maiign D^erveniion J ResH | Pardcic Bond | Lfe Siphon 

Oain 

E 

20 

- 

Efenwntiil AHunwneti | Flare | .^hei^liod. | Earth Anunemem 

C«bA3M E4[ch^nd *%* 

E 

24 

- 

Efenwntal Aiun, | Mart of Rodgon | Flaioe 6ua | Uva Fom 1 4nn of Restoraijon 

Gtnl€* 

MS 

25 

80 

Orng tK>i30fM-Sh)| D 

Giaid Df3l!^ 

E 

20 

80 

Ding 7-20 j LigNning Orb \ Obadian Flesh f G.D 

li^na Unk 

E 

16 

M 

Oniig 7-19 tM-Ltng) I Lielunina Orb j CXt 

ObsiiSari Furnace Dmk 

E 

2D 

- 

SAark of Rodjort | Rare | Ward Against ftses | Obsidtin Flesh | Aura of ftesoiation 

Id wr Drake 

E 

5 

3S 

Dnig (M-CoWj | CoM +20, Ltiig ^ j Bbired Vision | CJD 

SandCi3i(« 

E 

21 

83 

Dma 7-20 (Mitng) j Phy -»2oj Ward ag. Met | Earthqk. | ^ersli. | Eanh Attune | G,D 

Scale Fkshrend *B* 

E 

16 

S4 

OriKg >5-42 1 Ffo^ert Bui^ | Uadsrom \ Bhrmed | Aura of 

F^orstion | Glyph of CocKentration | (GD 

ShntElaru Uansh redder 

W 

24 

- 

Etili's Charge j Diseacliyj Blew [ Wild Blow . , 

^mit Dralfie 

E 

16 

- 

Frozen Burst J Maelsiroin [ Blurred Vtsacn | Auea of Resior. | C^yph oiConcentrai. 

MisJar FeadierstDrm 

E 

10 

32 

Dm^ K>16 (M-Sla) | ke Prison | Enenadiyg diarge | Whirlwind | Aiira of 
tesoration | flypli of GwicerTtration | (GD 

Dtydcr 

Spiide^cin^'wein 

Mk 

24 

- 

Restore Condition | li^ of Dwayna \ Smite Ha | Judge's Insagfl | Rev. of Fortune 

ou K i-huiK uryuei 

n 

24 

— 

MMJf Leeui 1 nuihHe cuk miiiiuriii | k«ki tiuidiiuiie<iL:j 

DouNen Dr>der 

Ms 

24 

- 

Shame | Guilt | Oran ErKhantmat J Shatter ErKhantnient \ WasreTs V^otry 

RKHdre Dryder 

N 

10 

31 

Dmg 9-13 (Jl-CarlO | Defie Flesh | Surtfaiift | Faintheartedness | Shadow Slrike| D 

R^re Dryder (P -B» 

E 

6 

26 

Dms 6-10 (R-Dark) | <GD 

R^Htfire Dryder (Ms) 

Ms 

6 

26 

Dmg 6-10 (R4M) I GJ> 

Rwttiie Dryder (N) 

N 

6 

26 

Dntg 6-10 (R-fJariO | Defile Flesh J Suffenng | Fainthearted, i Wmpik Touch | G.D 

Cms Daitweb 'B- 

N 

24 

- 

Soul Leech | Slrtpi Bidurmient } Shadow | Life Siphon 

Keeper cff Souls 

Ms 

24 

71 

Drug 14-26 (R-Daikj | Lingering Curse J ClD 

WcnfiSlH(kwhook*B* 

Ms 

24 

- 

F^ed Dreams | Phantom Pain | Mamra of F^r^sience | torture PhantaiSm 

Terrawefc Dryder 


24 

71 

Dmg 14-20 (k-Dfflt) 1 Meteor Shower | Mark of Rodgon | fireidi 1 hrmolate | 
Law Font | Aun Of Itestoration | G.D 

Twcirwet Queen 'B» 

E 

24 

71 

Dmg 30-56 fR^ik) 1 Meteor Shower ] fAal;. of Rodgon | Firelwll | hrrrrobte | 
Lan* Font | Aur^ of Resaoraoon ] g.D 

Dwarf (Summit) 

Cfpnii Banebrsskef 'B' 

Ms 

9 

- 

Chaimeling | Shanret Enchamment | Emp8ihy| Ether Feast 1 flkfion of Hasre 

Srarwpate ^ *8^ 

E 

24 

- 

l 06 Spikes { Watiff AaiikemenE | Fmieti Bifa j Aura of Restonv^ 

Ojgriir Sipfiepaie ^ 

W 

24 

- 

Disrupting Chop 1 Perwaitng Blow | Tor Cfea Juaicer | Hditig Sigtwi 

Dmur SkrlkRScker *Z* 

N 

9 

- 

vite Touch 1 Suip Encfianrmnt | VampWe Ibwh 1 Soul Feasi | P(^ Touch 

RrvbrSiofiestancfi *B* 

W 

9 

- 

Phy + 20 1 DiuupuiigClup 1 Pen^raL Btow | "Fior Great Justice!' | Healing Signet 

RuyStcniiMratli 

Ms 

24 

- 

Ciippiing Anguish | <jon|ur8 Phantasm | Sfafter Ehchartmenl | Elher 

Carib Mistutwrifi 

R 

9 

- 

Ffeifeman's Wager 1 Pm Dwn | Fertile Season [ Troll Unguerm 

Gomar Beltybreakjei 

Vj' 

24 

- 

Phy +20 1 Oeave ! DhovijnE Chop ] lior Great iusicel"' | Hedng Signei 

iJaiia Cr^nlteliand *8'' 

W 

24 

- 

Phy +20 1 CMBiwn Banle ^nce | Counter Glow | Rusli | Signs 

Bine Windfot *B* 

N 

6 

26 

Offer, of Blood | Sotr BKhnnt, | l^mpuTouii | Soul F^st | Plague Touch | R.RCJI^Ar 

Saris l-badstaver ‘B* 

Ms 

6 

26 

ribsion of Haste | Sharter Enchantment ] Empathy [ Ether Feasi | RF.GD.Ar 

Slone Summit Carver 

Vi 

24 

- 

Phy +20 1 Cleave j Penaraiir^ Blow \ Hx Great Jt^tioel' 

Stone Summit Crusher 

W 

10 

- 

Phy +20 1 Proteaor's Soike | Griffcin's Sweep | Tor Great JustkeT 

Slone Summit Grasher 

N 

24 

- 

Offering of Bleed j Skm Ehchantmeiit \ Vamp. Tcmch | Soul Feasl | Hague Touch 

Slone Summit Hewier 

N 

10 

- 

Wfe Touch I Strip Ehdiantmerrt | Vampinc Tooth | Soul F^st ( H^gue Touch 

Slone Summit Ranger 

P. 

24 

- 

UetandrU's Amows | Prr Dow^i | Czled Shot 

Slone Summit Rebel 

Ms 

a 

- 

— 

Slone Summit Sage 

Ms 

10 

- 

Channeling | Shatler Enchantment | Empathy | llluston of Haste 

Slone Summit Scout 

R 

9 

- 

Marksman's Wagt^ | Pn Down | Called siliat 

Sunmt Axe Wielder 

v; 

9 

- 

Phy +10 1 DimipdngChop [ Pen^'ating Blow [ ‘for Great Jifitke!' 

ThulTlieBull 

R 

24 

- 

Ferocious Strike | ti^sFury | Melandiu's Assault | Troll Ung. j Chaim Aiiimal 

Twfe Sronehammer *B- 

W 

6 

46 

Phy +20 1 M igbly Blow | Buffs Strike ] Ddj^k Signet j Healing Signel | H.GjV 

UHw Slonebound -B* 

R 

24 

- 

Mdandru's Array's | TigeFs Fury | Predsion She* | Troll Unguent 

Ullui Slonebound -B* 

R 

6 

46 

Dmg 10-23 1 Maifcman^ Wager | Pii \>mn \ Fertile Seai | Troll Ung. | B.CAr 

Ulrik tie Undefeated 

Earth Element al 

E 

9 


Health 410 1 Kinedc Armw \ .Armor of Earth | Stone Daggers | Aura rrf Restoration | 
Ward Against Melee 

Boukkr Demental 

Vi 

7 

SO 

Dmg 7-16 (M-Blt)!Bh -401^0 

Blit Shillstone »&■ 

N 

3 

12 

Dmg U>2D (R-Bfe) j 8b -40. Cold -2D | G.D 

Claikm Shinyparte 

E 

20 

7f> 

Dmg 13-19 Cfi-Bb) 1 Dupwri- 1 Shod | Alfterifwck | Glyph of Renewal | R,S(.G.DAr. 

Oo6 SwneiiFch ’E* 

Mk 

7 

36 

Dmg 12-22 fJVl'SiO 1 Eft *40. Cold - 20 1 GD 

Cobble ftnjndaone -B- 

Vi 

2 

eo 

Dmg 5-li (M-Blt) 1 Hi -40, Cold -20 1 Gtiduti' | Shield Staine | Heal Sign^ | GD 

Gobble PtRindaone *B^ 

Vi 

3 

32 

Dmg 7-17 (IW B30 1 % +20, Sit -40, GoW -20 1 Wild Slow | Heafing S® i« | G.D 

CiwshKill*e* 

w 

5 

76 

Dmg 12-22 1 Eft Cold -20 j Disncftig Blow | G.D 

Ciysol Cuardian 

E 

22 

18 

Drrig 10-19 M} | Ling +40 1 Ward Apmi MsIm | Eniptbn | Eanhiiiiake | G.D 

Ciyswl Spider 

E 

20 

60 

Dmg 12-46 (R-Fire) | W4rd Aga iri3 Mdee | Bf nfrion | D 

Drub Slingstone -B* 

R: 

7 

S6 

Dmg 14-16 (R-8b) 1 eb -40, Cold -20 1 G.D 

RN kochaone (U) *6* 

E 

2 

24 

Dmg 5-T 1 (M-Bb 1 Hi -40, Cold -20 1 Eruption | Wlthyind | Ward Asiina | 

Aura of Restoration 1 GO 

Flint Ibtjchstgrie (U) ’B* 

E 

3 

12 

Dmg 7'f7 iM-Ho 1 6k -40, Cold -20 1 Empiiott | STomng | Amw d Eanh [ Aura of 
tesoraiiori ] CD 

Cfli5ling5iione*B* 

R 

3 

32 

Dmg Kk20 (R^ab) 1 et-tc. Cold ^20 1 G.D 

HiAing Stone Elernenral 

E 

3 

10 

Dmg 2-5 (M-Bll) | rr#-l20 1 Ward A^tn^ Melee | D 

Hiiung Stone Elemental 

Vi 

3 

45 

Dmg 4-7 1 8k -40 1 Ward A^lnst fiAelee { GD 




E 

Ms 


lBin«iQuivcdvef*Q> 

Sfre 1S7 for ciibl^ ^ikteltnei 


7 

7 


18 

46 


Dmg 1>22 (M-BlO |Bll^, Cold '^20 ] MdflfB of Edltll I Ci^ 
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PvR Foe Stats: Drake/Dragon-Forgotten Enchanted 



F9E 

I^ROf Lvi 

AL 

&C<RIPnON 

Uidd lwwl9on>^ *B* 

R 

20 

70 

Omj (R-El[) 1 BuipMt) \ Shock 1 Aftersiwli | Glyph of Renewil 

MjUet (tuiecoJumn 

E 

7 

36 

Ontig 12-22 (M-Bit) 1 Bh -40. CoW -20 1 Craspifie Eqfth [ Aura of Rswiaboft | GD 

PulvfnibWejtiridef -B- 

w 

7 

76 

Ome 12-22 (H-Bllj 1 Bit -40 Cofcd -20 1 C.0 

fiod: fia 

w 

5 

76 

Ome 12-21 (M-Blt) 1 Bk -40 Cdd -2D J Biditfe Ni) | GJD 

S^d EleifKfttal 

E 

20 

10 

Omg 10-16 (R-Bli) 1 Ling +4CP 1 Wafd ^iosi Melee \ Eaipiion 1 GO 

Skie AdJeaorie 

lu^ 

3 

12 

dmg 7-17 (M-BIO J Bli -40 CoW -2)0 1 Mind V\tod | GO 

S)og8kN>d$pldaer 

H 

7 

36 

Omg 12-22 (M-Bit) 1 Bfc -40 Cofd -20 1 Dark Ai« | GO 

StMie8ein«niat 

E 

1 

4 

Omgl-5 (M-BlO |HmWi80|0 

Slone 0an«iaai 

1 

5 

ie 

Oing 10-19 (R-Bit) ] Ung *40 1 Ward A^inst Melee \ Emp[ion | GO 

Stod^Fuiy 

E 

h 

10 

Ping ¥> 19 (R-Bit) 1 Ling MO 1 Ward Against Melee \ Eruption | GD 

Tufa HoV^ne'B' 

Mfc 

l 

12 

Dmg 10-20 (R-BlO 1 ^ -40 Cold -20 1 Ofkiu ef Healing | GD 

EftJU 

Dtch^ Sionetlitb *B* 

W 

13 

60 

Omg 6 t 22 (M-Bh) 1 % +30 1 Endure Pain | Balanced Seance | Inestsdble Bfow | Healing | 





GDA 

FffkMalel^B* 

W 

24 

- 

Badi;>reak 0 r | "To the LkniT | Berserker Stance | Sagged ng Blew | Healng Signet 

GypsieBlin 

W 

15 

66 

Dmg H-21 (M-Bit) j Phy +20 1 End f^in 1 Bad, S&Ke | Irr. Blew | Heal Stp^ | GD A 

Igneous Enin 

V/ 

20 

- 

BacU>reeker | *10 tiie UniT ) Eierserlcer Sance | SBggering Blow 

Roll BfOttbeiiter 

Mk 

24 

- 

Healng Hands | Restore life [ Purge Signet \ SigjWl of Devotion 

Smuiish FdtfEt 

W 

11 

54 

Omii 6-t9 (M-Bit) j +20 1 Endure Pain 1 Balanc Stance 1 IrresiEL Blow ! GDA 

SnewESh 

W 

11 

54 

0mg9-l6 (M-Blunt) J Phy +20 1 Po^ver Attadt | Babnc. Stance ] Stagga Blow [ G D 

Snow Eli) (Mk) 

Mk 

& 

46 

Dmg 1 1- 19 (M-Blt.) j rtiy +2D 1 G. D 

Snow Eli) (UV) *B* 

W 

& 

46 

Dmg II- 19 (M-Blt) 1 Phy +20 1 Rower Atk ] Bat Stance | Stag. Blow | Heat Signet | GiD 

Vutg Pambnii 

R 

24 

- 

Spke Trap | Primal Edws | Troll Unguet 

Foii^OttVH 

^'BssahHess'B* 

Ms 

20 

60 

Eneijy Bum | Chaos Sflim | Mantra erf Reccwiyl Ether Feast 1 HSUA.D 

Byssha Hfesl 'B* 

ti 

20 

60 

Order of the Vampire | Consmte Corpse j De^tHy Chill | Life Siphon | HSlFA.D 

Cyss GressWa ’B* 

1 

20 

60 

Stoning f Earthquake ] Bber Renewal | Aura of Reunr. | Kinetic Amiof | R.51FAD 

DasSk Aiossyss -B- 

Mk 

10 

60 

Omg I'tt IS (R-Holy) | Word of Heal | Vigor. Spiti | Aegis [ Orton of Heal | R.SIFAD 

Fwgoeen Arantsi 

E 

10 

60 

Sionhg 1 Earthquake \ Dher Renewal | Kinetk Armor | RStGDA 

foigoien Coisebearer 

» 

10 

60 

Order of line Vampire | Consime Corpse j Deadify Chill | R.StGXiA 

Fewgooen Ctikie 

E 

10 

00 

Dmg 16-42 (M-Lmg) 1 Aftershock | Ward Agansi Melee | Ward Agaiisi foes t Meteor Miowei 1 





Am of Restoration 


Ms 

20 

60 

Energy Bum | Chaos Storm | (Kbrntra of Recovery) \ (Energy Bum) | Shaner Her | 





ftkCDAr 

Sage 

m 

20 

60 

Omg 14 - 19 (p-Holy) | Word of Healing | Vigorous Spirt t Aegb | (Orison ol Haling) | 





aSlGDAr 

Goss Aleesih *B- 

Ms 

20 

60 

Energy Bum | Ctiaos Storm | Mantra at ReoDwry | Eifief Feast ( R.StfAiD 

Hessp« S«so *0* 

N 

20 

60 

Order of the vampire | Conaime Corpse j OsanWy Chill | Life Siphon | RSiFAO 

jssali Sshay *B* 

E 

20 

60 

Swnhg 1 Banhquake ] 6her fteoewai | Aura of | Kineiic Aimor | RitFAii 

JossoEsshef'B* 

Mk 

20 

60 

Wxd of Healing | Vtgomus Spirit | | Orison of Ffeoling | RSiFAJ) 

Massou Btyw *B* 

Ms 

U 

66 

Omg 3042 (M-Bb 1 Mantm d Recall I Diversion | Shaffer Hes 1 0her Feasi | D 

Nas^Cusiauss«Q* 

N 

22 

66 

Orrtg 3042 (M-Blt) | Greni^$ Ba^nce j Blood Ren. | Paras. Bond | Uidroly F^st | P 

Oss Wtsshef *&* 

E 

22 

66 

Omg 3042 (M-Blt) j Ugliiiing Surge | Crysfe] lAoae \ Shock | AiterdyKk [ Aura d 





f^ocaBon 1 D 

Pessh Missl 

Mk 

22 

66 

Drng 3042 (R-Fim) | Shkld of Regeneratioin ] Guardian | Signet of Dewtioo f D 

Resso *B* 

W 

22 

06 

Dmg 3t>42 (M-Blt) 1 Play +10 [ Gladiator's Odenso | Wild Blow | Po<Aer Aftack | 





Healng Signet | D 

Ss\^ Feshah 'B* 

R 

22 

06 

Dmg 3041 (R-Rne) | Health 1020 1 Mjelandn/s Resienco | Concijission Shot | Pin Down | 





Hunlef's Shot | D 

Tiss Daiftsi *B* 

Ms 

20 

60 

Bum | Chaos Storm | Mantra of Reocweryl Ether Feast ] R.StRAfI> 

UiJ55h Visshc 'B' 


20 

60 

Order of the V'^m pire | Gonsunve Corpse [ Oeadily Chill | Life Siphon 1 R5tFAO 

\6ssa SsK 'B^ 

E 

10 

60 

Snmiyg | ^rthquake ] Bherfenewal | Aiira of Restw | Kinetic Atmorl R.aFAJj 
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Shiverpeab Ayena 


Locsifed aeiir DarlU Puss, this is miother ureiiii t'or 
ru];tdom teums,The mux level here is Level 15, 

Deldnntoy Ayena 

You e;iii find this neiir Omkiiar^s Forge. It is u 
more sophisticated arena with pre-selected teams 
and a resurrection shrine for each team. You need 
to eliminate the enemy team as wtdl as the enemy 
priest to ensure they aren't revived. The center of 
the map features an icy lake that will slow you 
down if you stop moving on it. The max level here 
is Level 2(L 

Th e C eas 

Thi s is a 4v4 arena witli predetermined teams. It is 
located near the Ring of Fire. The max level here 
is Level 20. 

Awnoon Arena 

This is smother 4v4 arena with predetermined 
teams. It is located near tiic Amiioon Oasis. The 
max level here is Les'el 2<L 
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Team Strategy 

In Guild Wars, tciiins w'hi wlien tl^cy ituistcf the throe 
C's: oomjxYsittoti, tx^oniiiiiidoiu miJ ootumirnioiitioti. 

Composition 

Victories will he r:ire imless your team complemeuts 
iind supports eacli otlier. Ciiaracters generally tall into 
one of three categories: lienlers (Monks) who keep 
your team alive, killers wlio attack die opponent’s 
weak points, and those wdio bnpeite inohDity and 
interfere with the opponent’s plans. Each team needs 
a iTood nu.\ of these to succeed. 

Basic Team Compositiau 

The basic eight -person team consists of two or 
three healers, one or two meddlers, and the remain- 
der killers. Here is an outline for a strong team that 
is capable of succeeding in a number of situations: 

’ Frontline healer: Mo[ik/Elemeiitali5t with Healing 
Prayers* Divine Favor* and Earth Magic* Tins char- 
acter heals the team and tises spells like C^bstdtan 
Flesh and Ward Agsdnsc Melee to stirvive ditficult 
situations* 

- Middle-field healer: Moiik/.Mesiner with 
Healing Prayers* l>i^'ine Favor* and Inspiration 
Magic. He uses healing skills to keep the team 
alive* generally staying off the fi^mtline. This 
character runs in ami out of the battle to drain 
Energy and enchantments from the enemy with 
Inspiration skills. 

• Rear healer: Monk/ Warrior witli liigh Healing 
Prayers* l^otection Prayers, and DK'ine Fai-or. This 
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PvP: Team Strategy; Foe Stats: Gargoyle-Human 
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Quick Shot 1 kindle Arrows | Favorable Winds] Qiickfnjng Ziephvr 1 Id Uiigu^ 

MonkOocfter 

Mk 

7 

43 

Phy +20 [ Vigor, spirit | HeeL Breeze [ Pui^eCrindiKin [ Mend Almani | SiR.FAr.C 

Oberanihe Reviled 

hi 

6 

20 

Omg 4^7 (R-Dark) \ L^e Sfihon | Animate Bone Honor [ StGD 

Oberan'sMirtion 

hi 

4 

20 

Omg 1-50 (M-Blt) 

Ranger Deserter 

R 

7 

43 

rtiy+20| Dual Shot j BAr.G 

Renegade 

W 

3 

32 

Onrg 5-7 (MrElt) { Jdiy +20 1 GDAr 

IB7 for UbJe gukidliws. 


heui tiio other Monks» 

• KillcrAmti-tunk: Any strong und-Wurnor churuc^ 
ter. It is iisLiully best if tliis churucter is u Wurrior, 
blit there lire u tuimher of other specialized pro- 
fessions that win work us welL 

• Killer/anti -caster; Any cliamcter who cun ettec^ 
ti\-ely intercept tJic eiiomy's spells. ’'Jtarriors w ith 
interruption skills are excellent, us uie Rangers and 

Mesmers. In particnlur, Ranger/Mesiners can 
eoiiiimie long-raiigt! liiierrupiluii sKllls wlLti 

Domination Magic sucli as Backtli'e, and a 
Mesmer/Monk can use Domination combined 
witli Smiting skills like Scourge Healing. 

• Killer/area-damagc: An Elenientalist who is 
destroying packed formations of opponents with 
area damage. Certain .Mesniers and Rangers can 
also be effective in this role* 

- Meddler /decoy; Warrior /Monk using a sw'ortl and 
shield and plenty of dofeiisive skills (Healing 
Humis* Stances. Riposte, and so fortJi)*Tius charac- 
ter's role is to take a heating tor the team* This 
is often the best character to perform battlefield 
resnrrectUnis. 

‘ Aleddler/snnrer: A churucter w'ho helps control 
mobility and slow' down opponents" mo'i ements. 

El ementu lists with Earth or Water are good in 
this role, as are Rangers witli Pin Down and 
various Traps. 




V 





Now you shoukl tuivo the l>s»sic,s tor creutiiig ii 
good, genu nil-purpose tounu Howin'or* the bust 
tuums li:ivu im ovuniU stnitegy thiir takes advautugu 
of stat'ked skills iu'rt>ss cbo differuut clianicters. 
When you look at the skill combitutions that cuti 
make an individual chanieter more powerful ymfll 
realize that these synergies are even stronger vs'hen 
applied to team play. 

The following is an example of a team that 
takes advantage of various ei\>ss“eharaeter synergies. 

Tlie ^*Smackdoufn^* Team 

This team makes heavy use of knockdowns and 
snares to dominate a battlefield. 

* Monk/Warrior witli Healing Prayers, Divine Finor, 
Smiting Prayers, and the elite Sliield of Judgment. 
Tliis character takes the fix>ntline, healing the team 
as needed, and acti’v-atuig Shield of Judgment to 
cause unwise opponents to fall when attacking. 

’ Monk/Eleiuentalist with Healing Prayers* Divine 
Favor* and Earth Magic* This is the primary healer, 
(with Woixl of Healing) hut he also snares oppo- 
nents with Earth% Wart! Against F<ies. 

- Warrior/ EletnentaHst with Hammer, Strength, 
and Earth Magic* This character uses Hammer 
attacks with knockdowns, and opportunistically 
uses Aftershock to deliver high damage to anyone 
unfortunate enough to he on the ground. 




£ 

1 

IS 

Orog 34 1 LighJihf Orb | fire Storm | inferno | G.O^ 

Fofvern *B* 


iO 

30 

Aftaw Conundrum j irteptBude j Phamom ftaini | Mamra ol Persiawco | D 

torn 


4 

U 

Phy +i 0 1 Wild Bkw 1 6 orteni"s Def. J *WaKh V 0 ufS€lfr | fied, Sigriet | siv.Sli.G.D 

Warrior CteeniTf 

liV 

7 

4i 

Pfinr 1^2.0 1 Hammer [ KAr.C 


Hyihii 


H^dra 

E 

\m 

60 

Dmg 9-l2/14'22 (M-Pk) | Flrd^ali | litfemo ( 23 > | | GX) 

Mah^ Hydr^ 

E 

24 

- 

Bfc 40 1 Glyph rrf Rofterwl | Maeor SJjoww | Irfomo | Phoenn | firo Aitun^rne-nt 

Mj('lKlawTultwn 

E 

24 

- 

0/ph of Raifivad 1 Moteof Sho^^ | Jnlonto | Pfwonix { Auia of R^suraiidn 

IM Kf0wl M 

Ms 

24 

- 

Echo 1 Energy Butni | Fbwer Dr^ln | Giy of Fiusff^lion 

ii'c Elmentfii 

Hai 

W 

24 

91 

Dntg 26-36 (M-ftk) 1 1% +2D 1 Skul 1 OaA | hesisti ble Blow ] Cni^'itg Blow | GD. 

keSomental 

E 

3 

!0 

Dmg 7-9 (M-Cdd) 1 rue 40 1 Elemental Atuiement [ D 

keBem^ntBl 

E 

24 

71 

bms 2CH39 (R-^lt) 1 Elemental Attune. 1 5«wliitE.Atjra [ Deep Freieze | Aura of Restor. 

fceaenwntaf Sl^rd 

E 

1 

4 

DmS34(l^-Gold}|H«ltheo| D 

ketonl 

Mk 

24 

71 

Dnyg 2O-.30 (R-8l() | Elemental Attune. | SwrtneAtira | Deep Freeze (Aura of Restor. 

RpEkko 

W 

22 

36 

Dmg 20-35 fM-Blt) 1 Phy ■l■2J:) 1 SkullCi^ | hesistible Blow ] Cni^iritg Bfoiv | GD. 

Rune Elhffcrash *B‘ 

Ms 

24 

- 

Keystone Signet I Leeth Sipet | Signet cf Wfeariness | Signet of HuniKly 

Imp 





(ir^hip 

E 

11 

29 

Dm® 8-15 (R-fjre) | fire -t-so | Inferno | Immotate | C.D 

HopsFbmeirwtor -B* 

E 

1& 

54 

Dmig &-21 (R-Hoirt 1 Ptwertfl | Mark of Hodgor! f Uva Font | Aura ol RiestEiE, j GU 

keknp 

E 

22 

66 

Dm® 7-19 (R-CoWj 1 Cold -^4Cl ] Mind Fr. | kie Spear | Maekr. | Water AlUrne. | Cli 

Infano Imp 

E 

13 

36 

Dm® 8-15 (P-fire) | fire +90 1 Intendiaiy Bonds | lmmolat)e | Aura of Restor. | C.O 

L*^ hip 

E 

20 

- 

Fn +S0 1 Mind Sum | Immolate 

Mdak FFD5tfiiend -B- 

E 

24 

- 

Tve HO 1 M ind Reeze j Ice Spear | Maekiom | Aura of Restotr.| GD 

Snik Htmgrymiiid -B* 

Ms 

24 

- 

Energy Drain \ Spirt of Failirre | Divaswo | Energy Burn | Etfier F^ 

MimHiUtr 





fcfoa Minotaur 

W 

]9 

7T 

Dm® 13-36 £M-6iO 1 Ftiy + 20 1 Wary Stance | FTurry | Rush | G.0AT 

Minotaur 

W 

10 

SI 

E)m® n-19 (M-ItlD 1 Phy +20 1 Wary Stance | Bui's- Strike 1 Ro^fl | GD.Ar 

Mnotaur 

W 

20 

too 

dm® 1542 (M-Sfi) 1 wary Stance | Frenzy | Slnil Crack | GDAr 

Miliotiur 'B* 

W 

9 

A9 

dm® Ih19 (M-Slij 1 Ptry +20 1 Wary Stance | Buirs Strike | Rodt | Heel Signet | 
GDAr 

Muu Swfthom ’6* 

W 

16 

74 

dmj 1542 (M-BIq I Phy +20 1 Wary Stance | Fhirry | Rusii | M. Sijinet | C.DA 

Ratgo Maalfioof 

W 

24 

91 

Dm® 2546 (M-CoW) I % *20 ] Eufl's Charge | Wild Blow | Dkuoin® Blow | 
hkiatirig Signet | DAi 

Mmihit 

4fgyri5tft? Scoundrel 

N 

24 

139 

LfellansfeJ' | Inafom Parasite | Blood Renews | Life SiplKni ( SUtFDAr 

OvYSOS tie Magnetic ^6- 

E 

24 

139 

nmrhJerdap | EnerviMit® Charge | Chain it^uning | Aura of Restorarion | Ciyph of 
CMKfiPiiration 1 SUtFJJAr 

Defnenk6tho Enduring 

Mk 

24 

139 

Contemplation of Pinky | Dfiiw Cond. J Aura of Faith | Orison of Hoaf | StR.RDAr 

J»de Armor 

W 

24 

91 

Phv +20 1 Devasrarin® fiomme J Wild BkNv | Cnjritin® Blow J H.GD.^ 

Jade Bow 

R 

24 

91 

rtry +20 1 Oath SliotJlMiirting D^ense | CteteiiminKl Shot | B.GDAi 

MusutElemenialisi 

E 

24 

71 

Ttimdendap | &iefvaiiii® O^rge | Chain Li^ | Glyph of Concen: | St:FU=.C.DAr 

Mifsaar Moemor 

Ms 

24 

71 

Power Leak 1 EnaTaySuge \ Physical Reustance | Bher Feast | StRF.GDAr 

Miff» 0 (Monk 

Mk 

24 

71 

Coiitempkl of Puiky | Diwy Coni | AiJi cf Faith [ Orison of H«L | aflEG.D.Af 

Mus«l hli?cromanc€r 

N 

24 

71 

lie- Transfer | Inacfcws Parasite | Blood Renewal | SlR.EG.DAr 

l^ntheroE ite Deceit 

Ms 

24 

139 

Power Lak 1 Energy Surge ( Physiol Resistance | Ether Feast j SlRFDAr 

Peifedi^ Armor 

W 

24 

139 

Devastating Hammef | Wid Blow | Cnishine Blow | H.D.Ar 

Perfemed Cloak *B‘ 

R 

24 

139 

M Shot 1 VUhiilite Defense | DMined Shc^ [ Healing Sprir® | Bi>Ar 


Ni^hiwmc 


abyssal 

W 

24 

~ 

Earth Shaker | Endue FSm 

Azure shadow 

Mk 

22 

H>4 

Dm® 2046 (M-CoW> 1 Signet of Judgm. | Retribtrt | Holy Wt^ | Older of Pain | D 

Bladed Aatxe 

W 

23 

09 

Dm® 63-103 (M-St) 1 Hedth 940 J Savage slash 1 Dead^ Riposte | Sever Artery | Riposte | Cash 
|GE 

BmrWknfburn -E- 

E 

24 

71 

Dm® (9-29 iM-CoH) 1 Eterrt -2C | Mist form | Conjure Frost | Frozen Burst | Aura 
of Restoration | GD 

Charged Bbcknes& 

E 

23 

71 

Dm® 1+-20 CR4tng) | Phy 40 1 Climmeiiiig: tterk | Chain Ughurig I Shock | LiglitninaOfb | 
Wfiirkvind | Aura of Restoration | G.D 

Goklire Nigfit 

E 

22 

JO 

Dm® I4-2& (R-Ctng) | Ward A®air^ Harm | tloefetrom I frozen Bus I 
Shard Storm | Rcct | Amta of Restotaticin | GD 

Ciy Dsrkdfty *&- 

N 

24 

- 

BPgod is Po^ver | Datls Aum { Touch of A®ony | Unholy Feast | Ufe SkPfion 

Cfvpt Fiend 

N 

3 

n 

Dny® 6^ t 1 CfiArbins | D.T 

Omad Kigfttstalk -6* 

N 

16 

S4 

Dm® fS42 (W-CoW) 1 Htv +40 1 Dail! | IbiKh of Agony 1 fdait of Subversioh | 
Lite Siphon 1 0 

ftiSNijhimare 

N 

20 

60 

Dm® 13-36 fU-CoM) 1 Oty +40 1 Dad! Aura | ktufh of Agony ] Mart of Subvers, ] 0 

fhTsttke *B* 

Mk 

24 

71 

Dm® 20-54 £M-CoW> | Elem -20 1 Signs of Judgment | Recribur, | Holy Wraiti | GU 

Grasping Darkness 

W 

22 

71 

Dm® 16-22 W-Sh) 1 nty +40 1 Distraa Slow | Skul 1 Crack | FKiry ( 'Fear Mel' 1 CD 

Murk Datkshriek *E- 

N 

24 

72 

Dm® 2546 (^-Coid^ 1 Bk +20, Fire -20 1 Dart Amtt | Touch of Agony | Ntirk of SubMefsioti 1 Ue 
ftansfff 1 H.GJ) 

NtglihSpineChill *B* 

N 

24 

71 

Dm® 20-54 (M-Cold) | Mem -20 1 SpMl Spfl | Spinal Shiva5 1 Weaken Armot j 
Lite Siphon | GD 

Ntghliiure 

N 

24 

- 

We§ cf Bid. 1 DaricAnia | Touch of Ag^ | Strip Enchant | Plague IbiKh | Order of Pain 

SeertWindlash 

Ms 

24 

71 

Dm® 19-29 i!M-Gold} | Elem -20 | lllu^ Weapon. [ Clumsin. \ fllus. ol Weakness | G.D 
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PvPrTeeun Strategy; Foe Stats: Hydra-Scarab 


h 

F 

Foe 

Fiicif Lvi 

AL 

DE3<nimoN 

Shadow 

M 

14 

- 

MaA of M) 1 Sprtefd Spirl | Ccnstjme Corpse | DaA Paa 

Shadow Etenwmal 

E 

14 

- 

Tie Storm | Fireball | IricerK^ Bonds | Aura of Resiofaibn 

Shadow Itemer 

Ms 

14 

- 

Channefing | Shaner EocKsiment | Empathy | (bsioit of Haste 

Shadow Monk 

Mk 

14 

- 

Onsuo of Healirig | Heaf Other [ Healing Sree» | Heal Area | Restore Lie 

Shadow ti 0«ath +B+ 

N 

14 

72 

Orng 25-46 (M-Ccid) | Phy *40 1 Dark Aura | touch of Agorv i Mark of Subversion | Life 

Transfer |D 

Sliadow 

R 

14 

- 

Elern *30 ] Ba rage 1 PoB« Shot 1 Dual Sliot 1 loi UriguetTi 

Shadow Warrior 

W 

14 


Rhy+20 1 Healing Signet | Hundred Blades j Grlfoii^ Sweep | *l vWI Ayertge your | 
Fnanhnet 

Sldlkine Hichi 

1 

n 

90 

Pme u-16 tF'Lmg) 1 Corner Bio^y 1 EarthquAe | Aftershock 1 Earth Aiuiement | 
Ana of Restoration | C0 

Stalkiiig 

W 

n 

90 

Dmg 2+4S (M-Dark) | Cbunlof Bloiv | Bull's Chaige | G.D 

Tarof 

N 

10 

6Ci 

Dmg 13-36 (M-Cedd) | lieTiansk | Dark Ana | Tot^ of Agon^ [ Dark 

Tomh Nighlnuro 

N 

4 

1^ 

Dm^a-io (M-Cold) | HeaUi tio | Chilblains | p.T 

VhngeM ^ote 

W 

14 

51 

Dn^es- 100 (U'ltO | ProtedoCs Strike | G£t 

PffJtir 

Deeproot *E* 

R 

14 

91 

Ofua 19-35 (R-Bit) j Fire^, Sla ^0 1 Muddy Tenah [Barbed Trap | Oetenniraj Shot | Tfol 
Ubguetitl D 

AloeHuEt 

lA 

0 

3 

Fie -40^ Sfa -4G 1 Shidrfiig fitnds | Healing Breeze | D 

Aloe Seed 

W 

0 

3 

OrBWi of Healing ] D 

AidatOaklieart 

Mk 

17 

71 

Dmg 16-29 ] Fire^o.Sla -46i [ Balthazai's Ana [ Har&ution | 

Healmg Breeze [0 

ArHiefl Haiwawood 

E 

24 

91 

Dmg 19^35 (R-Bit) ! 11110-40,513 -40 1 Ward AgaiGt fferm | Bluired W*m [ ftB Friscin | lAiia of 
ReiEtoratwn | D 

Qowi onhjiir& 

Mk 

5 

22 

Ding 2-5 (R-Fire) J Fire 40,5la -40 [ Orison of Healn^ | Mend Cbncftion [ Heal Other | 
HohWialhID 

Entangling Root 

R 

IS 

63 

Dmg 12-54 (M-Blt) 1 Fim-40. Sb -40 1 Muddy l^ii [ Penetrating AUack | G.D 

Bnhdl Hardvood 

Ml 

14 

91 

Dmg 19^55 (R-BtO ] Fire-40,Sl3 -40 1 Life Bairief | Pacifism | Revasil d FtmuFte | D 

Harti Mendbranch 

Mk 

18 

54 

Dmgfl-lt (jinolyO 1 PmwiM Spirit | Vengeance | Holy Strike | Heal. Breeze | G.D 

iumipefBark 

Mk 

7 

30 

OrngS-IO (R-Holy) j Fftie-40, Ste -40 [ Mend | HolyVeit | Rev. of Fortune | fecif. | D 

Large ^S««d 

W 

1 

IS 

Dmg 54 (R-Holy) [ fire '40, Sb -40 1 Shieldk^ Hards [ D 


Mk 

15 

61 

CmgS-iS (R-Hoiy) | Rre-4C(, Ski ^40 1 Ofisori of Healitig | Mend Condiion [ Heal Oihet J 
tiDh Wiatfi 1 GD 

O^dchaan 

Mk 

5 

17 

Dmg 4^ (R-Elt) 1 fire -40, Sla -40 1 Power 9W ] D 

Oaldieaii 

R 

13 

60 

Omg 12-23 (R'Bl!) j rtfe-4Q Sb 40 1 Rjwef Shot | tefb. Trap | Euwgit witKi | CD 

Obrtii Etaikiwocd *B* 

W 

24 

91 

Dmg 19-35 (M-BIt) I Fire -40. Sla -40 1 Defy Rain | Hammer Basis ] Bely Srnash | Healing 
SrgnetID 

PirmtMi 

R 

24 

112 

Omg 15-33 (R-Bk) 1 Fire -40, Sh -40 1 Muddy Hefiain | Barb. Trap | Daemy Shot | D 

Psion langtetifjnch *0+ 

Mi 

IS 

S4 

Dmg Ml (fS-HoIv) ] Syrnpaheik Visage | Ckinsiiress [ Shatter Defusioris | Soothing lmag« | 
Eihef R?ast | C.D 

fiedwod Shepherd 

R 

15 

67 

Omg 15-35 (M-BlO | fve-*o, Sh -40 [ Primaf £cfw« | DebiahngSfvn | GD 

Reed Sialtef 

Ms 

17 

51 

Dmg K>- 17 (R-Chaos) | Sympahetk Visage | Cfumsiriess | WastreJ's Wuny | D 

Saltring Came 

Mk 

10 

60 

7-16 (R-Holy) j Orison oE Healing | Mend Cond [ Heal Otlsei | Holy Vitath | D 

SingetlOii 

R 

10 

41 

Omg 13-20 (R-Bit) ( Fre-40. Sb -40 1 D 

SnaiSns Dnfnvoad 

W 

17 

- 

Fve -10, Sh -40 1 Hamsumg [ PmiecTcr's Sirike | ‘Woory b MinH' | Ffoorish | 





Wamor's Cunning 

Spined Moe 

Mk 

11 

45 

Dmg 9-14 (R-HoV) I Fire -40, Sla -40 1 Orison ^ Heayug | Mend ComfiKn | Heal Other | Hob 

WtaiilD 

Spirit Shepherd 

E 

17 

- 

Fre -40, S^ -40 1 Irtjn Mist | Chain Ung.j Ltrtg Iduch | Ltng Strike | Ana of Restor. 

Spirit Woi^ 

R 

10 

— 

fire -10, Sta. -40 1 Edgeof Esrihetion | Primal Echoes | hbture's Renewal | Troll Unpent | 
ChotingCas 

Sucaddlluniper 

Mk 

7 

30 

Dmg 6-10 (R-HoV) 1 Fire -40, Sla -10 1 Mend. | Holy VeS | Rev.l of Famine | Padf. | D 

ThomStafti 0 f 

E 

17 

60 

Dmg 6- 16 (R-Holy) 1 Fire^, Sla -40 1 WliirMiid | Aftershock | Glyph of Refiftval | Stoning | 
GD 

Tkm StaNuer Sprout 

E 

13 

S3 

Dmg 6-16 (R-Holy) | Fire -40, Sla -40 1 WhirfwtiKl | Aftershock | Gfyph oTRere^val | 
Slating [ GU 

Thomwalh 

E 

16 

69 

Dmg 6-15 (R-Earth) J Fite -40, Sla -40 1 Earthquake [Aftershock ] Storwig \ Mis of Reaoraton | 
Earth .^unement | G A 

Tree of i^mumn 

R 

18 

74 

Dmg 13-39 (R-Blt) 1 Nanie's Reneral | DeblliaL Stwl j Dust Trap | Heal Sprrng | GD 

Tree of JiKtement ’B' 

lA 

14 

71 

Dmg 25-46 (M-Cold) 1 BaltioiaTs Aura | Signet of Judgment | SccujfgeHeaiirte | Healing Bteeze 
1 Cofwen Hetes | D 

Tree of lie 

Mk 

16 

69 

Dmg 13-36 (M-fllt) 1 Fire -40, Sla -40 1 Watddti Spin | Guardian | Holy Whaih [ 
f^ebiti 1 scourge Saulioe | D 

TreeofReoeHBl'B' 

R 

13 

60 

Dmg 1629 (R-Bit) i ftwet Shot [ Barbed Trap | Ehersizing Wind 1 Tiol Uhg. [ G.D 

TreeofVitihY -B- 

PA 

14 

62 

Dmg 17-30 (M-Bitj 1 fire -40, Sla - 40 1 Blesrf Signet | Guardian \ Pwwiive Bond 
j 01(90(1 of Mealing | R^Kire iMi [ D 

TreeriWndS'B’ 

R 

16 

69 

Dmg 12-30 (R-Pre) | Fire -40. ^ -40 1 D 

Umltei tlopwod *6' 

U 

24 

91 

Omg. 19-29 iM-BIt) 1 Fie -40, Sla | VIrulaxe | Hague Sending ( dii^iis 1 D 

Rift 

Chained Soul 

N 

12 

1 

Ravi Enchantment | Stood is Pomi \ St.RF 

Rift Warden 

E 

24 

91 

Dmg 27-40 (M-CoiliJ) 1 Re Spikes [ Madstrom | Deep Freeze | Aur4 of ftesmoon | 
Chpfi of Lesser Energy 1 Cfyph of Coi icentrdikin 

Scanih 

Gredi Tiundio 

N 

14 

43 

Oflog i:M 7 (M-Prd) | Doalih S^rm | Markof Sutwersion | Soul FoMt | life Siphon 1 GD 

Jade Scarab 

H 

20 

W 

Omg 7-20 (M-Pre) | Vie Touch | Parasitic 8ofld | CD 

Moss Scarab 

U 

12/16 36/4S Orng^-is (M-Pre) ] Vampinc Touch | CD 

Rcidk Eater Scarab 

H 

10 

60 

Dmg 7-20 (M-Rx) | ^Touh | Parasitic Bond | GD 

L pife 187 for tahljg giddellnu. 


• W;irrk>r/Elemuntiilist with Strfitgtlu 

:nid Wutor M:»j:k\This oh:iructvr u?^es I himmcr 
nttrtcks with knock Uuw-n^ :\ml knuckdt>wit-fol- 
lowtip iittiioks like Belly Smsish, Other useful 
skills itiHude W:iter for dose-rutige sniiring iiiid 
Wfttor Trident to knock down riimiers. 

• Elementiilist/Mesmer with the nuijority of his 
points in Earth Miigie smd Fire Magic, and any 
extra points devoted to Inspiration Magic and 
Energy Storage. This character uses spells like 
Meteor troni a distance and Earthquake followed 
by Aftershock wlien up close to demolish snared 
opponents. The Mesmer’s Inspiration Magic offers 

Xfiii rn hi^lp fiipl rlii^ 

• .Mesmer/Moiik witii Domination Magic, Iiispiradon 
Magic, and Smitu^g Prayers. This duu'acter tills the 
normal anti-caster role with Domination Magic. He 
can use Scourge Healing to harm enemy Monks, 
and Signet of Judgiueiit for knockdow'iis. Mantra of 
hiscri prions speeds die rechatge time on the Sigjiet. 

’ Wiirrior/Moiik with Hammer and Smiting, This 
character docs liigh damage svirii a hammer, 
especially when enhanced with Judges Insight, 

He uses Signet cjf Judgment for extra knockdown 
attacks and, coupled with Holy Strike, causes 
extra damage. 

The host strategies are those that your tippo- 
nent docs not expect, C^onsider these teains Just a 
starring point for your exploration of the myriad of 
options available in Guild TT^irs, 


TDrAlCENA^ 
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Prof Lvl Al Description 


Communication 

Even if you huve n jjreut temn* you wun^t wiit 
unless everyone knows wluit to do and vyheit 
to do it. 

Every team needs u euptinn,Tius person is 
responsible for desiginiting targets, leaduig einirges, 
mid direeting moveinenr. Of eonrsc, your team may 
have multiple people eapahle of raking on this 
responsibility; but only one person should hold this 


Fot 


Ev«flnb 

Mk 

1S 

ISO F^Atea IHeailOSw 

Mailk 

W 

IS 

ISO CoTKiiffilon Siioi 

Shime Bfjde Eleni«nali« 

E 

15 

45 Fbi$|AuradR«io«i»ii 

Shinny 

MS 

15 

46 ElNrFi>ast 

Stiinifig Bfade Monk 

Mk 

15 

46 Healing Hands 
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position at a time. The rest of the team should 
refrain from inserting contradietory' instructions. 

Listening to vonr captain luid reacting quickly will 
increase your chances of survival. 

As a leader, directing focus-fire is easy. Press 
[Shiftj +dQuhie-click on an enemy, and everyone in 
your group is told whom you are targeting. They 
can then select the same target by pressing their 
targeting hot key (which defaults to [T]). 

For ocher communication* the built-in chat is a 
start. Unfortunately* people tend to miss out on the 
information there heeamo they focus on other 
parts of the screen. The most successful teams use 
voice contereticing software like Ventrilo or 
Teamspeak, 
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PvP: Team Strategy; Foe Stats: Shining Blade-White Mantle 
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Coordination 


Comimmu’iition is koy hut prsicdctid ijroujv tuotics 

will win even im>fu hiittles. Hurt* mv =i few tactics 

and teduikjues to cousider: 

• Define Your Kill Order: Sometimes the targeting 
system is not fast etioiigJi for die split decisions 
of hiitde. Let everyone know what the kill 
priorit)’ is in advance. Tliere\ no hanl ami fast 
rule when deciding upon the kill order. However, 
the general principle is to kill healers first, fol^ 
lowed by soft- caster targets (Element a lists, 
Mesjiiers, and Necromancers), and then the rest. 

• Use Decoys: Characters with strong defense caji 
soiiictitnes rush the front lines, w4ien supported by 
healers, soaking up vast ainoiitits of damage. If they 
became subject to a focus-firing effort, you may 
w^ui by wasting the eiiemy’s Energy. 

• Feint: Focus-fire on a particular taiget to get the 
enemy lioalers to concentrate oil them, then 
quickly svvitch ti> another target (such as one of 
the healers) before they anticipate the targeting 
diange, 

^ False Retreat: Have people fighting at tile fnuit- 
liiie break away in a retreat* If your opponent 
takes the bait, it can be a great opportunity to 
drtjp snares and area damage on tiiem, 

• DiscipEined Charges; Tlie order to cjjarge a 
position shouldn't be nuidc lightly, but once made, 
must he completed without hesitation. Half-heai'ted 
diarges are quickly routed. It's okay to lose a 
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PRIMA OFFICIAL GAMP GUIDE 


t'oiiplc» of people ill A cliurge if it moans the ovef:ill 
ulijertive (displadnj; or the opponent) is 

iuTompibboJ. 

* Hold Formation: !\-oplo have u luitLind temieticy 
to chase inJividnal opponents* seeking an easy kilL 
Soinetiinos tliis works» hut more often than not it 
ends badly: eicJier they are led into a O'ap and 
killtHh or the rest of their team is attacked while 
die distraction is taking place. Everyone in the 
group should refriuii fiom breaking formation 
unnecessarily. 


Movement Is Key 


The importance of nio^emeiit on die battiefieki Ciui 
not he stressed oiiongh. With die possibility of battles 
coming to you as well as you moidiig toward battles, 
it becomes very important to be constantly aware of 

svliore voiir allies and enemies are located. When 

■* 

matches start, use good cotmnniiiciition skills to piv- 
vent your gremp fmm becoming spread out 
and separated. Also keep in iiiirnl that GiuVrf H^ri' 
uses a collision detection system, wliich makes it 

4 

imptissible m rtuwe your character tiirmigh ohjccts 
or other characters. 


Conclusion 


Winning is a ctmi bination of knowing the maps, 
creating teams with com[denientary skills* coinmu^ 
ideating well, and executing coordinated tactics. 

Keep all these things in mind* practice them 
often* and your team will take these arenas 
by storm. 
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N 

1 V16 46/49 Iftttl of the Prt^ane | Bats (15) | Rotting Flesh (T5) | Mark erf SiAwnskin (16) | 
erder of Pain (is) | Vampirii: Case (IS) | StRfAr.D 

Mite Mantle Savant 

E 

1 Vi 6 ■56/49 SeariEig Fleet | Liglitining Orti (15) | of Etenierirtal Power (IS) | Ward Z^insl 

Efements (is) ] SOLFAD 

Mite Mamie Seeker 

R 

1^16 57/69 Savage Shot | Barrage ( 12 > | Dryder^s Drf. (IQ [Antidote Sigrwt (IQ j BAD.C 

Mite Mamie Seeker 

R 

20 

SO 

Savage Shat | Otyder^ Det | .Antidote Signet | TnoH Unguent | Pin Down ) BArD.G 

Mite Mamie Sycoplanl 

Ms 

1 4^49 Guilt \ En. Bum (15) j Slarne (16) | SJratter EnchanL (16) | Empathy (16) | SLR.FAO 

Mite Mantle ZeatcH 

W 

24 

91 

Phy +20 1 Sever Artav | Gsh | Dismember j Heal. Signet ] Axe Rate | SwcAxihAD 

Whidrida- 

Breeze Keeper 

Ms 

24 

— 

Migraine | Energy Drait \ Shatter Enchantneif | Mind Wraii 

Choi Stormsin jer *B* 

Ms 

14 

43 

Dmg TCM 6 (R-Cham) | Ha Breaker | Oy of FnjstratFori | Shaner Fnchar^nnent | 
Eihff Feast | &npatliy j GAr 

Gretn Mindvenom -E* 

MS 

5 

70 

Dmg 4.^ (R4.lng) 1 Backfire | Shatter Hac | EnaBY Tap | Ether Feast | D 

Gnn Qksur^ ’B’ 

Mk 

24 


ShpeW of l>?flec. j Essence Bond i Scourge Heat. [ 6 aliha£ar''s Aura j Rev. of Fortune 

Hq?p ^pitter -B- 

Ms 

16 

49 

Omg 6-15 (R-CJ^) 1 Hffl Break. | Cry of Frua. | Sha.t Endv ] Bher Feast | Emp. j CAr 

))fii Spr^bura -B- 

E 

24 

- 

Filter Prodigy | Stonng | Erwrviatine ChaftJ 0 e j Kiietic Armor i Aura of Restoration 

LdflrkEtbtfbum * 6 - 

MS 

5 

20 

Omg 4-0 (R-Ltiig) 1 ^kfiro | Shatter Hex | Energy Tap | Elhi?r F«si 1 D 

(VI Spiwspew ’B- 

M.S 

24 

- 

Migraine | F^TWer Spte | WasTefs Worty 

Smoice Walker 

Mk 

24 

- 

Healing Touch j Heal Area 1 Healing Bieei$ | Mend Cotrdrtioti ] Heiliiig Seed 

StHin Kin 

Ms 

20 

60 

Druj t2-46 (R-Fife) | C«i Pham. | Di(>p. Angneh | Drain 6 ichaiit | Eih« Feast 1 0 

StPim Rider 

M$ 

7 

20 

Drag 4 -a (R-LCiig) I BocMire | Shatter He* | Energy Tap | D 

Mnd Rider 

Ms 

17 

SI 

Dmg a-t3 (R-QiwS) 1 Conjure Pham | Oy of Fatsttsiiori 1 Shaner Bichant. | C£) 

M/iW Kindlervin *B* 

E 

14 

4J 

Drag 1016 (R-<hdoQ 1 Madi 1 Glyph o( Ussl En | te Spik® 1 Arm of Reswr. | CAr 

rrjifni 

Maw Tlie Mm. 

N 

24 


¥&iss. of Comjpticm | Suffehng 

Pb^Wbrm 


0 

1 

Dmg t (R-Bit) 1 G.D 

Plague Worm 

W 

1 

24 

Dmg]^5 (R-B^]He^60|GD 

Bock Borer Womi 

R 

20 

- 

Comrs&lciri Shot j Phi Down | ChokrngCias | Ihmw Dirt | Ll^itniig Ref faxes 

Mem 

W 

10 

1 

Dmg L (R-Bll) 1 GD 

Mem Queen 

W 

2 

27 

Dm® 5^7 (R-BJt) 1 CJ) 

Infernal Wumn 

W 

24 

- 

— 

Sand Wiirm 

v; 

20 

ISO 

Dmg n-36 (M^ 1 GD 

Zimhie 

BaUi tfie Forsaken *B' 

N 

11 

- 

AnifTute Bone Minjons [ Death Nov^ | Daifc Bond | Life Sipfian 

Bane Darkest *&* 

N 

12 

- 

Animate Bone Mintons | Death Nova | Dart Bond | Life Siphon 

Bone Dragon 

R 

W20 -fm Dm® 13-55 (fi-Pre) (120) | Dodge ] Chofeng Gas 

Damis the Malignant 

N 

17 

- 

Barbs [ Desecrate EndHnmrents | Anrmate Bone Fiend | LiteSfhan 

Darmed Cleric 

Mk 

17 

- 

Bane Signet i infuse Healtit | Reversal of Forme | Draw Condawns 

Diacul Cadava -E- 

Mk 

17 

- 

Reversal of Foituiie | Draw Ccindilicms | Bane Signet 

Dragon Lich 

W 

24 

NO 

Dm® 69-100 (M-Bll) 1 Barrage | G.D 

BsarnFeterskiill -B- 

W 

17 

- 

Phy +20 i Heavy flkw 1 Irresalble Blow j W^rioFs Cu nniug | Healng Stgna ] 

ExeaiBoner 

W 

16 


Phy +20 1 Hammer Ba^ [ (Staggering Bfcw) | (Wamor'^ (jjrffiri^ | ('1 Will Avenge Ytoii') f 
(Sjyi Gack) 

Fareedthe UmAOithy*®' 

W 

17 

* 

Phy +20 1 Heavy Stay 1 Fiiesistihie fibw \ Whine's Cunning | HeafctgSign^ 

Fanq farthtumer 

Mk 

17 


Reversal of Fortune | Draw Conditions 1 Bane Signet 

Choral the Corrupter 

N 

17 

- 

Barbs f Deecrate EnchanmrenE | Arrimote Bme Fiend | Ute Siphon 

Ajd^naits Dsdple 

Mk 

20 

60 

Shield of Judgmen | Holy Strike i EaWiirar's Aura | Reversal of iviNne 

Heoid Hoitserrvin 

N 

16 

- 

Barbs 1 Animate Sone Fi^ | Desemate EhcharamenQ 

Hitia the Sklde*B* 

W 

12 

- 

Rhy + 20 1 1 Will Surwer | Irresistible Blow | Deflect Amjivs ] Heialng Signet 

Pritice Rurik ’B* 

W 

24 

- 

Hundred Ebdes j final Tbtiit | Thrill of Wc»ry j D^dly Riposte 

Roecale*0* 

fi 

17 

- 

rtmal Echi3« j diking Gas | Trull Ungnem. 

Roiscak^B’ 

N 

24 

- 

ptre +40. Bit -ldLft-30 [ Heal Area | Life Anunement 

Ruinring +B* 

R 

17 

- 

Dodge 1 Prirraf Edwes \ Choking Gas | Tkol Uhgueftt 

UmteTijker 

W 

20 

SO 

Phy +20 1 Eanb ShAer j irdstibb Biti* | Warrior's Cunning 

Urekrvrtrld Lord 

N 

20 

60 

of CorriijJtioii | Fe©i of Corruption | Desecrate Enchann. j Ml of Suffering 

Zamwl Dirge '0* 

W 

IJ 

' 

Phy +20 ] “1 Will Snivft^ | Irresistible Stew | Deflect Arrows \ Heialing Signet 

Sombie Captain 

N 

16 

- 

Barbs [ Animate Gone fiend | Pesei^ate fiKhaiMmonts 

^bie Warlock 

N 

14/2D -/60 Death Move | Ajemate Ekme Minluns | RMid Eixhamnients po) | putk. Rond (I4) 

Ziftia Cadava -B- N 

S» po£e 1ST for fikkllntfi. 

13 


Animate Bone Miihhis | Death Nova | Dark Bcrd | Life Siplion 
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Quest Reweird Appendix 



The Spoils of Victory 


The followinjj fiihlo nil the tjueM:!; nvsiilnhte in the jinme at releiise time, ;i|onj» with their rewnrd^i* Each skill listing juTtairis 

to ii given prt>fessioih e.g., if n Mesnier completes the Tile Lost Ihiiicess Qtiest. she is rewurtied with the Mesiner skill BJjickout. 
Expect to see iuWitional tpiests nnd rewaais ov^er time. 


Quest Rewards 


Quest Name 

EXP 

ITUI 1 

Ttem 2 

Mesmer Skill 

Necromakcer SKUi 

Elemehtalbt Skill 

Monk Skill 

Warrioa Skill 

Rjumer Skill 

Tl» Astalon Settleman 

son 

- 

- 

WaareTs Worry 

Enfeeble 

Lightning Oib 

HealOdief 

Final TThi£I 

TItow Dii 

Tite Vibiiiy of Caliath 

500 

Smiting Staff 

Long Sivord 

- 

- 

— 

— 

— 

- 

Bandt Houblo 

500 

Tall Shidd 

- 

- 

- 

— 

— 

— 

- 

Tlie Wea\iW of Net>o 

SCO 

- 

- 

- 

— 

— 

— 

— 

- 

To Kiirta: Journey's End 

5(0 

- 

- 

- 

- 

— 

— 

— 

- 

Giawn Images 

«0 

- 

- 

Mantra of Lightning 

Dork Aura 

Inferno 

[M'ayna's Kiss 

ArseTttist 

Defenmiiwd Shot 

The Hot SDrinos Murders 

500 

— 

— 

iuswn of Weakjies 

Blocd. of the Master 

Grasoine Earth 

Mend ^ment 

Counts Blow 

£esbaf Bounce 

The List Hog 

50} 

- 

- 

Leech Signet 

Blood Ritual 

Gale 

Life Anikement 

Staggering Blow 

tDtyugh's Cry 

The Lost R'incess 

500 

- 

- 

Blacbouf 

Ptke of Failure 

Earthquake 

BainaiaT's i^a 

Balanced Starae 

Edgeot EKffnetron 

Dubes of a Lionguard 

500 

- 

- 

- 

- 

— 

— 

— 

- 

The RoM Papers 

750 

- 

- 

fiTantra of Earth 

^rnnate Bone Minioni 

Fire Attunemem 

Scouf^ Hea6ng 

Savage Slash 

Conoiswn Shot 

Ehnfcds far the Settl«s 

500 

Longbow 

- 

- 

- 

- 

— 

— 

- 

Oniin EKaifltion 

400 


- 

- 

- 

— 

— 

— 

- 

fTibqu^'s Test 

500 


- 

Sipia of Capture 

— 

— 

— 

— 

- 

fiwefsins the Skales 

500 

Protective Icon 

Smiting Rod 

“ 



-- 


- 

The Uncfead Hordes 

500 

“ 

“ 

Enchantment Plaigwe Touch 

Water Aflunamenl 

HolyVd 

Crilfon’i Sweep 

Symbn^ 

Lawn's Ordeal 

500 

Rotectivelcon 

- 

- 

- 

— 


- 

- 

lajjUn'SGiatitude 

500 

ROffecTive Icon 

- 

- 

- 

- 

— 

- 

- 

ftepon to tfie White M.tnte 

500 

Smiting Roj 

- 

- 

- 

- 

— 

— 

- 

AGdued Gettcd-^l 

K40 

- 

- 

Etief Lord 

Signel of A^Oliy 

Wind borne Speed 

Menri Conilioti 

Gulf^Snilre 

TigeCifUv 

^xiem Secrets 

KOO 

- 

- 

- 

- 

— 

— 

— 

- 

Tike Fofgotten Ones 

KOO 

- 

- 

ETementitl Re$i$tance 

AuiwKe Gone Raid 

Incendiary Bonch 


Defefiave Siatice 

Pl^isici} Shot 

Fofjoaen Wisdom 

ISOO 

- 

- 

- 

- 

- 

- 

— 

- 

Cliceiy Vengeance 

KOO 

- 

- 

Manua of Perasimce 

Malai^ 

Otftidian Flame 

Bles«d AUA 

Shidd Badi 

Oualrap 

buo ilie Unknown 

KOO 

- 

- 

iVeawf Conundrum 

Chilblains 

Swirling Aura 

ZaaloTi fife 

'Tear me!" 

WtirkOMfig 

Tike Misplaced ^word 

KOO 

- 

- 

Gull 

well of the Profane 

Flame Burst 

Healing Touch 

"Shields UpT' 

Flame Yap 

Sands Of Souls 

500 

- 

- 

— 

— 

- 

— 

— 

- 

Tike Meamef's Path 

KOO 

- 

- 

-- 





- 

The Neaomancer's Pjih 

KUO 

-- 

- 

- 

- 

— 

— 


- 

Tike Ebmentalist's Path 

KKO 

- 

- 

- 

- 

— 

— 

— 

- 

Tike litontc's Path 

KOO 

— 

- 

- 

- 

— 

— 

— 

- 

TheWarr»r's Path 

KOO 

- 

- 

— 

— 

— 

— 

— 

- 

The Ringer's Path 

loco 

— 

- 

- 

- 

— 

— 

— 

- 

^ Preparations 

iSO 

- 

- 

- 

- 

— 

— 

— 

- 

Tike Hunter's Horn 

500 

Longbew 

- 

- 

- 

— 

- 

— 

- 

The SuprefTwey >3f Air 

250 

- 

- 

- 

- 

— 

— 

— 

- 

Bites ol Remembrance 

250 

Protective Icon 

- 

- 

- 

— 

— 

— 

- 

UBie Thom's Big doaik 

250 

Battle Ase 

Smiting Rod 

- 

- 

— 

— 

— 

- 

TheVn^ard Pmblem 

250 

- 

- 

- 

- 

— 

- 

- 

- 

BanrkRaid 

250 

Protective Icon 

Tall Shield 

- 

- 

— 

— 

— 

- 

A Test cf Marksmanship 

250 

- 

- 

- 

— 

— 

— 

— 

- 

Tine Hswer of Blood 

250 

— 

- 

— 

— 

— 

— 

— 

- 

The Rope's Replacement 

250 

Smiting Stiff 

- 

- 

- 

— 

— 

— 

- 

Chair in (he Catacombs 

250 

- 

- 

- 

- 

— 

— 

— 

- 

Chan at the Gate 

200 

Long Sword 


“ 

“ 

“ 

“ 


- 

TlkeActwsed Path 

500 

- 

- 

“ 

- 

- 

- 


- 

Tike RCiison Devourei 

250 

Protective kon 

- 

- 

- 

— 

- 

— 

- 

Domiiaticn Magic 

250 

- 

- 

_ 

- 

- 

- 

— 

- 

The "liie King 

750 

Protective kon 

War Hammer 

— 

- 

— 

- 

— 

- 

Tlie Eee Hunter 

ISO 

- 

- 

- 

- 

- 

- 

— 

- 

Tike Worm Problem 

250 

Smiting Rod 

- 

- 

- 

- 

- 

- 

- 

Tike Free Mca Bird 

250 

Smiting Staff 

Long Sword 

- 

- 

- 

- 

- 

- 

fijiher Adventures 

250 

- 

- 

- 

- 

- 

- 

- 

- 

The Wayiwrd Wiiard 

2S0 

Smiting Staff 

- 

- 

- 

- 

- 

- 

- 

AdeaKure vit\ an Aliy 

KO 

- 

- 

Rwuirection Signet 

- 

- 

- 

- 

- 

TlkeOntufd 

250 

Battle Axe 

Protective Icon 

- 

- 

- 

- 

- 


AClikftfr Alth^ 

250 

Protective Icon 

- 

- 

- 

- 

” 

- 


Gwen's Ruie 

250 

- 

- 




" 

-- 

- 

Wairior's Challenge 

250 

-- 

- 

-- 

-r 

-r 

— 

-- 

- 
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Quest Rewards cont. 


Quest Hm 

EXP 

\m 1 

iTEMl 

MESMER SfiOl 

NECRoMANifJt Skill 

EiMfm/u.isT Skill 

Monk Skill 

WARfucit Skill 

Ranger Skiu 

Tithi? for Abbey 

250 

— 

— 

— 

— 

— 

— 

— 

— 

The Cl'iarf Tlireal 

250 

TalSIiield 

— 

— 

— 

- 

- 

- 

- 

AMe*v Mes^n^ Tf3sr»ar 

250 

- 

- 

- 

- 

- 

- 

- 

- 

A NecrotndW€f Trainer 

250 

- 

- 

- 

- 

- 

- 

- 

- 

A New ilemeniflisi Trainer 

250 


- 

— 


— 

— 

- 

— 

A New MoiVl: Tiainer 

250 

— 

— 




- 

- 

- 

A New Wairior Trainer 

250 

-- 

- 



- 

- 


- 

A Ne^v Ranger Tranef 

250 

— 

- 

— 

-- 

— 

— 

— 

- 

^rosstheVWal 

250 

Lotygbow 

Smiting (toJ 

— 

- 

— 

- 

- 

- 

Poor Taiant 

500 

fYctediye kicn 

— 

— 

— 

— 

- 

— 

- 

A Wesrner's Burden 

250 

— 

- 

— 

— 

— 

- 

— 

- 

The Ne(Jomar»er"s Novice 

250 

— 

- 

— 

— 

- 

- 

— 

- 

The ElaTientalist Eiperiment 

250 

— 

- 

— 

— 

- 

- 

— 

- 

A Monk's Wiisron 

250 

— 

— 

— 

— 

— 

— 

— 

— 

Crawl Ini/asiw 

250 

— 

- 

— 

- 

— 

- 

- 

- 

The Ranger's Cofirpartion 

250 

— 

- 

— 

- 

— 

- 

— 

- 

Protection Prayers 

250 

- 

- 

— 

— 

- 

- 

— 

- 

Opposition to the King 

500 

— 

- 

— 

— 

— 

- 

— 

- 

A 5etnnd Rcrfessiofl 

250 

- 

- 

— 

- 

— 

- 

— 

- 

Message from a Riend 

IfXi 

- 

- 

— 

- 

— 

- 

— 

- 

Mesmer Test 

500 

- 

- 

Empathy 

Ether Feast 

- 

- 


— 

Mecromancer Test 

500 

- 

- 

y^impiric Oaie 

Deathly Ssiwnn 

- 

- 


- 

ElemenTalist Test 

500 

- 

- 

Flare 

Aura ofRestofatwi 

- 

- 


- 

Monk TffiJ 

500 

- 

- 

Healing Btwie 

Banisli 

- 

- 

* 

- 

Warrior T^ffil 

500 

- 

- 

Freniy 

Healing 

- 

- 

- 

- 

Ranger Test 

SCO 

- 

- 

fci'iW Sliot 

Troll Unguent 

- 

- 

- 

- 

The Blessings of Btkhazar 

250 

- 

- 

- 

- 

- 

- 

- 

- 

Unnatural GroMfis 

250 

- 

- 

- 

- 

- 

- 

- 

- 

Trouble in theWwds 

500 

WarHatumer 

- 

~ 

- 

- 

- 

- 

- 

Wtiite Mantle lAflaih: A Helping Hand 

500 

icon 

— 

— 

- 

— 

— 

- 

- 

Urgent Wamiyg 

500 

BanbApoe 

Smitiitg Siatf 

— 

— 

- 

- 

- 

- 

Blood And Smoke 

500 

- 

- 

Spirit Sliackks 

Ea6sd Signet 

MeifiOf 

ftoteoive Spirit 

1 Will Survve!" 

Salvage Shot 

Dropping 

500 

- 

- 

Spirit of Faiure' 

Death Mova 

Iron Mist 

Rebirth 

Shiefet Stance 

Piedatory Sason 

A Brother's Fury 

500 

Iftiyghw 

Smiling Rod 



— 

- 

- 

- 

Eye for Profit 

500 


- 

Met Breaker 

Dark Bond 

Ajr Attunement 

Smite Hex 

Ate Rake 

Ariddote Signet 

Mysterious Message 

500 

- 

- 

Ethereal Burden 

Well of Sufering 

Stone Datggers 

Healing Seed 

F\jre Strike 

Stami Chaser 

The Price of Steel 

500 

— 

- 

ATGne Ihieway 

Rend Enduntnems 

GonjueRost 

GnemplatioricifFut^' CiushtngBbw 

Bathed Trap 

White Mantle Wrath: Demagogue's Vattgjafll 500 

SmiitgRod 

- 

— 

— 

— 

— 

— 

- 

Passage Through ihe Dark River 

500 

froteowe kon 

- 

— 

- 

— 

- 

— 

- 

Senrants of Gtent) 

5000 

— 

- 

— 

- 

— 

- 

— 

- 

Demon Assassin 

5000 

— 

- 

— 

- 

— 

- 

— 

- 

Imprisoned Spits 

5000 

— 

- 

— 

~ 

— 

- 

— 

- 

The Four Horsemen 

5000 

— 

- 

— 

— 

— 

- 

— 

- 

Terrorweb Queen 

5000 

— 

- 

— 

— 

- 

- 

— 

- 

WTathful Spirits 

5000 

— 

- 

— 

— 

— 

- 

— 

- 

Charr Reinfotcements 

500 

- 

- 

Distrarting Shot 

Call of Haste 

- 

- 

- 

- 

Symon's Histoty of .fecafon 

2000 

— 

- 

— 

— 

— 

- 

— 

- 

Experimental Efcdr 

500 

— 

— 

Shatter H® 

— 

- 

- 

— 

- 

Trying Times 

300 

— 

- 

Chaus Stonn 

Mantra of Flame 

- 

- 

— 

— 

Unnatural Cteafttes 

250 

— 

- 

Diversion 

— 

- 

— 

— 

- 

The Charr 

250 

— 

- 

Feral Lunge 

Favorable W^Kfe 

- 



- 

The Charr Slaving Area 

500 


-- 

Dodge 

QuickertinE Zephyr 


-- 

- 

“ 

ACute forRafera 

300 


- 

Illusion of Haiste 

Energy Bum 

— 

— 

— 

- 

Grsualty Repotl 

150 

- 

- 

Shadow Strike 

— 

- 

- 

— 

- 

Death in the Runs 

250 

- 

- 

Dark Paa 

Mark of Pain 

— 

- 

- 

- 

Fallen Soldiers 

250 

— 

— 

SoulF^a 

- 

- 

- 

— 

- 

Oberan'ifiaige 

350 

— 

— 

Paiasitii: BothI 

Putrid Explosioti 

— 

— 

- 

- 

Afiea’s Aslies 

2000 

- 

— 

— 

- 

— 

- 

- 

- 

Harnmerand Aiivl 

500 

lal Shield 

- 

— 

— 

- 

- 

— 

- 

TheCeoihasKet^^’tet 

500 

— 

— 

Magneti!: Aur 

Earrh Ad;tiineine<ii 

- 

— 

- 

- 

TheW'ayoftheCeomaticer 

500 

— 

- 

— 

— 

- 

— 

- 

- 

Shalev's Ta^ 

300 

- 

- 

Eruption 

Shard Stwm 

- 

~ 

— 

- 

Elemeirtal KrwuJedge 

250 

- 

- 

Armor of Earth 

Hoien Burst 

— 

- 


■— 

The Puke's Pwjgftef 

2000 


- 


— 

- 

- 

" 


Barradin's Adunce 

250 

— 


-- 



-- 



Firs in the East 

500 

Smirinig Staff 

LongSttcwd 

— 

— 

- 

— 

-r 

— 


200 

\ 
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Quest Rewards cont. 


Qw$tName 

EXP 

Item 1 

ITEM 2 

Mesmer Skill 

NECRoMAkCER SKUI 

Elementalist Skill 

Monk Skill 

WARi® Skill 

Rahcer Skill 

fir© in lii^ North 

UXO 

Smiting FE*d 

— 

— 


— 

— 

— 

— 

fioriier Gate FugHiv© 

»« 

Lnngbow 

Proiiectiv'e Icon 

- 

- 

— 

- 

— 

- 

Hdiwi^the People Off Ascalofk 

200 

- 

- 

Energy Tap 

Vte Touch 

Lave Fom 

M®dif« 

'’For Great Justkef" 

Perteiraing Attack 

CiiesolAscolon 

1000 

Ffotectiw- kon 

Protective Icon 

_ 

- 

— 

- 

— 

- 

Counpngtfie Fallen 

500 

Protectiw Icon 

Piotectnte Ic® 


— 

— 

— 

— 

- 

Scawrrgei^ in Old Ascalon 

500 

Battle Axe 




— 




Qrtazz Bloodfang 

500 

Smiting Rod 

Long Sword 




— 

— 

- 

Tire King's Message 

100 

War Hantma' 

- 

— 

— 

— 

— 

— 

- 

III Memorv o^ l^u lus 

BOO 

- 

- 

Resurrect 

Lite vicariously 

- 

— 

— 

- 

PfotdngAscabn 

BOO 

— 

- 

Heal Area 

Wal Blessing 

— 

— 

— 

- 

The Ambassador's Quandiry 

5-» 

Battle Aiue 

Smiting Staff 

- 

- 

— 

— 

— 

- 

Raslii's Ritual 

500 

- 

- 

- 

- 

— 

— 

- 

- 

A Mission cf Peace 

250 

Protective' kcm 

- 

- 

- 

— 

— 

- 

- 

The loubteome Aftbd 

SOO 

Protective loon 

- 

— 

— 

— 

— 

— 

- 

BaoBiin's Stand 

SCO 

Tall Shiejd 

- 

- 

- 

— 

— 

— 

- 

Life 

250 

- 

- 

Blow 

DEmfftiber 

— 

— 

— 

- 

htoihe Breach 

500 

— 

- 

Peiwliatrng Bloiv 

Endkire Pain 

— 

— 

— 

- 

Miory Matteis 

2S0 

- 

- 

Po'wer Attack 

Sprini 

— 

- 

— 

- 

The ltel-Cloal>5ed DeserlH 

HXW 

Longbow 

Protective 1c® 

- 

- 

— 

— 

— 

- 

The Siege of Piken Square 

500 

Smiting StaTf 

War Hammer 

— 

— 

— 

— 

— 

- 

Replacement Healers 

SOO 

-- 

- 

InliEe Health 

SrengLb of Horor 

— 


— 

- 

Regen! Valley Deferw 

SW 

Longbow 

- 



— 

“ 

— 

- 

Mesmeraing the Enemy 

200 

- 

- 

how Leak 

Conjure Phantasm 

Ether Feast 

Imagrued Burden 

-- 

- 

The Stolen Artifaa 

200 

- 

- 

insidkHjis ParasiTe 

Lite Siphon 

Deathly Swatm 

AfllmaieBiooe Honor 

— 

- 

Scorched Earth 

200 

- 

- 

Wtird Against EleiMits 

— 

- 

- 

— 

- 

Sowing Seeds 

200 

- 

- 

H«l Party 

Bane Signet 

Orison of Heeling 

- 

— 

- 

Gjfgoyfe Trouble 

200 

- 

- 

mmt 

Sever Artery 

Cash 

hieing Signei 

— 

- 

Endangered Sped© 

200 

- 

- 

Hirtei'i Shot 

Cwnfort Animal 

Tfoll Unguets 

Chaffn A(iirv3f 

— 

- 

Suppiesfcr the Duke 

300 

- 

- 

Armor 

Distofiion 

Pui^ ConJirions 

'’WaicliVwKselfr 

Called Shot 

Ice Spit© 

Ruifftol Sutmla 

500 

Smrting Rod 

- 

- 

- 

— 

— 

— 

- 

vanguard Equipm^ 

5® 

Frotertive loon 

- 

- 

- 

- 

- 

— 

- 

Delh«f a Message to W Wrfe 

SOO 

— 

— 

— 

— 

— 

— 

— 

— 

Reauis for Hollis 

SOO 

Protective k® 

- 

— 

— 

- 

- 

— 

- 

Tlie KfVDti Ambassador 

500 

- 

- 

- 

- 

— 

— 

— 

- 

Defend ihe Wall 

SOO 

- 

- 

- 

- 

— 


— 

- 

Tlie Road to Qorlls 

500 

Protective knn 

-- 

-- 

-r 



— 

— 

To Kiyia: The Ice Caw 

500 


- 


— 


— 

— 

- 

Tlie Stone Summit Champion 

350 

— 

- 

Ragilitv 

Pftw Spike 

Channeling 

— 

— 

- 

Reuegade Necromancer 

BSO 

- 

- 

Hecfotk Traversa] 

Delife Flesh 

Well of Blood 

— 

— 

- 

The [>eserters 

500 

- 

- 

ktspired Heit 

S*i) Enchantment 

Ice Spear 

Bafthazai's Spirit 

Boneni^ Defense 

Seiperil's Quickness 

AHeartcif Ice 

BSO 

— 

- 

WtiMfwind 

ward Against Foes 

tee Pnson 

— 

— 

- 

The kissins Artisan 

SCO 

- 

- 

- 

- 

— 

— 

— 

- 

Hdpfigthe Dwarves 

250 

- 

- 

fcTanLia of Frost 

Siiteniig 

Gale 

Remove Hes 

Rotecter's Strike 

r^Rtaling Shot 

Hun^ Demurer 

4C0 

- 

- 

Sfuner Enchantmau 

Rottffig Flesh 

Lightning suite 

DiwneSfwil 

Fluny 

Pin [>OHi 

Oswalts ^itaph 

500 

Protective k® 

- 

- 

- 

— 

— 

— 

- 

Seanig ihel^le 

SOO 

- 

- 

SwitChop 

hectibfe Blow 

Seeking Blade 

— 

— 

- 

M jilaal's Trouble 

SOO 

Tall Shield 

Protective Ic® 

- 

- 

— 

— 

— 

- 

Iron Hcrtse War Hacltine 

500 

Smiting Stalf 

Longbow 

- 

- 

— 

— 

— 

- 

Minaai's Worry 

SOO 

Battle Axe 

- 

- 

- 

— 

— 

— 

- 

Stone Summit Bea^tmaaeis 

550 


- 

Wtwling D^ense 

Wnier 

Call of Prtletlton 

— 

— 

- 

Tlie Hero's lourney 

5® 






— 

-- 

- 

The Hero's Challenge 

5000 

- 

- 

“ 


— 

“ 


- 

Seeling the Seer 

5® 

- 

- 

- 

- 

~ 

- 

— 

- 

Shiwipeak STiagglers 

sw 

Smiting Rod 

War Hammer 

— 

— 

— 

— 

— 

- 

Tl»e Wiv 6 Blocbd 

5® 

- 

- 

- 

- 

- 

- 

— 

- 

To Kfvw: Refugees 

5® 

— 

- 

- 

- 

- 

- 

— 

- 

TIte Wayward Monk 

3S0 

- 

— 

VINOUS spirit 

pH^cdwi 

Divine Eo® 

— 

— 

- 

final Slc^y 

5® 

— 

— 

— 

— 

— 

— 

— 

— 


pfimagam«$.com 


y •' ' 
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The Armory 


Heroin ycnril fmd ;ill the iirmor lUMiiEablo in Guitd fife :u release time, broken down into material ciJstH and etTects^ Expect to see 
more armor items over time. 

Armor 

NAMt Tvpe Gold- Maierial 1 Material 2 Mater lu 1 Materm 4 Armor tim Effect) Effect 2 Effect 3 

MESMER BOOTS 

Ciw%Ric(Miei]r 

B00I3 

IM 

iBcJisrfCbth 

1 BoltofUiHi 

0 

D 

3D 

+ 1 EnaF/B(!pi 

+15 AeoiriJite’{a£tiins 

- 

QM^RicMiE^r 

Boots 

m 

eBdtscfCbih 

1 BoltofLiiai 

0 

D 

3D 

■^ 1 ET0F/Ri*«ii 

4i5 Aimoridiku^ng 

- 

GMi/Ricmisr 

Boots 

m 

A Bdt of 0)ttl 

2Eelt5oflina 

0 

D 

45 

+ 1 Ereti'/Resm 

4is Airntwtthfcaang 

- 

Cb4nlfRic(Mi»r 

Boots 

m 

^ Bdts of Cloih 

3BolH.Of)jlHII 

0 

D 

51 

+ 1 Ena^BfSHi 

4i5 Airtifflnlilafjairtg 

- 

{iMiifRicfWE^r 

Boots 

\m 

IF BobotCloih 

3B)l6of!liHi 

0 

D 

57 

+ 1 EretFfBfssn 

4-15 .tjntoTftlifecjSdng 

- 

OHrifF]c^iedr 

Boots 

l.&M 

25 Bdts rf 5)tt-| 


0 

0 

60 

+ 1 EraFfBessi' 

4i5 Ajmoftttife fasting 

- 

KfbtRicOA'fjr 

Boots 

li'TO 

50 BC'k otOcih 

5 Boiled [iBfllEt 

0 

D 

6D 

4 1 EraE'j'RffflTi 

4i5 Atntfflftiifefjaing 

- 

McW^Rictw-ar 

BOOTS 

li,0M 

EOEC'botCiflh 

5BQll3.of)MKl 

isGdtedBicftbjti 

15'Cb^Stt^t'tis 

60 

+ 1 Eretpi'Resen 

4i5 fljfflisftlifc fasting 

- 

8wlatter'sR)c(w?jr 

Boots 

m 

■iBcJEofCblh 

1 File of Dust 

a 

D 

50 

4 1 Ere®fR(s?ft 

Mattrag^n 

- 

FDCiw'wr 

Boots 

250 

i Bdt d 0)ih 

1 FileotOnpi^Dua 

0 

0 

3& 

+ 1 Erapi''Befen 

Mas Eneigr n 

- 

Ovtoffir's R)c(rt'?3r 

Boots 

^[0 

fiGdEdCbtf-i 

2File5ofG)i&t!iTigDm 

0 

D 

45 

+ 1 EreiFj'Rfpn 

Mffi&agyn 

- 

FDCtts'^ar 

Boots 

m 

9BdErfCb[h 

3FilesofG)iBHfie[]i£T 

0 

D 

51 

4 1 EnaES''R*s«n 

Mffl&agifn 

- 

&id)9){er'^ Ricft^iear 

Boots 

1,HB 

M Bob ol Cirth 

3Filc5gf['Glfifi^Oi£{ 

0 

D 

57 

+ 1 EretFi''fejefi' 

Mas&agrt-i 

- 

BvtaiteF'j Rictwitdr 

Boots 

1.5<M 

25 Bdtsef 0)1)1 


0 

0 

60 

4 1 EnstEjUKjeni 

Msn&agifn 

- 

6idi9)Kf'^ Ria^'^r 

BOOTS 

15, 

50 BobUtOcl)! 

SFilesdOiBHi^DuE 

0 

D 

60 

4 1 Enasyteien 

Mffl&agft-i 

- 

Onhiileh Riccvk^r 

Boots 

15,®) 

soBobotOah 

SPileidOfflafeOiBi 

iSGldsdBKflttTll 

150bHfai5)kar± 

60 

4 1 Erefjf Bfswt 

Mds&agfn 

- 

taftflw'sFwiwar 

Boots 

IW 

^GdisdOoih 

iSilk 

0 

0 

50 

4 1 tnaEyftKfert 

+15 fttmoTTlic trains 

- 

tetww'i Fcoi\WJ 

Boots 

2S0 

^GdijofCbih 

iSilk 

0 

D 

59 

4 1 Eost^-fctfgfi 

+15 Aimondij^oatig 

- 

Hatjawfi Fwiwar 

Boots 


^BdisrfCbili 

2 Silk 

0 

D 

45 

4 1 

+15 MAlilsas'ng 

- 

Fwtiwar 

BOOTS 

TOD 

tBdl5DfO)ltl 

3 Silk 

0 

0 

31 

4 1 

+15 wraornlik<asdr^ 

- 

Womff'sFwiwar 

Boots 

1,») 

It Gob 0 ) Clati 

3 Silk 

0 

D 

37 

4 1 

+13 Apwrii*e<jarg 

- 

Notw'^Fwi'war 

Boots 

1,50) 

2S0dcjdCbili 

4 Silk 

0 

D 

6D 

4 1 ErWffiKfsn 

+i5Amoi«l4e<aair^ 

- 

vipowlFwiwsar 

Boots 

14'»0 

soEcbdOo)) 

5 Silk 

0 

D 

6D 

4iEwiEJR(fjft 

+13 Apoiftiife^aaing 

- 

viHitWJ'sFcjonwgf 

Boots 

15, 

50 60 b d) clah 

5 Silk 

iSGlttedEcifflbnn 

150b»3iBSI«rd5 

6D 

4 1 EwJFifiKSSd 

+15 Ainiorttht»<a^ng 

- 

«(9i?'sRicw^jr 

Boots 

3D 

ledisdcbiii 

0 

0 

0 

13 

4iEraEy(lKS)ift 

Ainiorvt;(lTj«3l+B 

Man Boeij^-i 

flogitf'sFocf^^r 

Boots 

TM 

iBdtjcfCbih 

1 Leaiitief S«we 

0 

D 

3D 

4 1 

Aimotv^R^^+iG 

Mok Ensrgy-'i 

lloEie'iFocw^r 

Boots 

250 

eBd&cfOoih 

UeailiefSiiair 

0 

0 

39 

4iEn^RffW 


Mas Eneig^'-j 

Rtfie'iFDCtA'^ar 

Boots 

Aifi 

A Bdi5 d 0)[ti 

2 Leatliff SiiBiia 

0 

D 

45 

+ 1 EneiF^ftfSO 

Ami(5rw;Wii^+iG 

Mfl! &teigV'l 

ftope'sFiiclwfar 

Boots 

m 

O-BdtsdCblh 

3 Leather Si}Ufa 

0 

D 

51 

+ 1 ErejF/fifigefl 

Amton^R^^+lG 

Mil Eneigv-i 

Bogie's FDCTA'ar 

Boots 

1,KB 

tt BobotClati 

3 Leather Sijwa 

0 

0 

57 

ti Ere^ftfSin 

Amtotftflptiil+lO 

Mas BTSigy’^l 

ficge'sFDCwiejr 

Boots 

1,5D3 

25 Bdtsef 0)1)1 

4 Leather Sqw5 

0 

D 

6D 

4 1 Erei^fiesm 

^orv^HTfad+a 

Mas Eneigy-l 

fl(30e'sF]cwBjr 

Boots 

15000 

50 Ecib otCl[]()i 

5Elcnianle^S(pr^ 

0 

D 

60 

4 1 EretE'/Be^ift 

AmicirviRirMst+lO 

Ma« Eneigy -1 

flcpe'sRiclw'^r 

Boots 

15,000 

soEcibotOali 

5 ElonianLt^ Sept'S 

15GlDteolE[EfllG?t1 

15 ebaia SiMteh 

60 

4 1 EretF/fifSiFt 

^porvirt^aal+lG 

Mas Erergf -l 

B«^Ricl^iE^r 

Boots 

150 

A Bdii d 0)ih 

iSilk 

0 

0 

55 

4i EraFfBeSEin. 

Amior^'i Earti-5 

- 

BtfllRiclv^ieir 

Boots 

250 

tGdtsdCbih 

iSilk 

G 

D 

44 

4l Erapif Begm 

.toraEarfi-5 

- 

Re^RicMieir 

Boots 

^CO 

i BdE d Cbih 

2 Silk 

G 

D 

SO 

4i Erap/Rfsen 

.(miorvi &ith-5 

- 

B«£^Ricfwie]r 

Boots 

TOD 

'5GdtsdO)t)i 

3 Silk 

0 

D 

56 

4 1 Erap/Rffm 

Amtoty^Ear^^ 

- 

fic?i)F]c<flis]r 

Boots 

1,») 

IF EobotOiJti 

3 Silk 

G 

D 

62 

4 1 Enapr'Rffm 

AmiorviEarfii-S 

- 

BqJR]c<v^E]r 

Boots 

1,5IM 

25Bdt5dO)[)l 

4 Silk 

G 

0 

65 

4 1 EraFf 

Amtorvi&rh^ 

- 

RfjJRicft^iejr 

Boots 

15»3 

50 EobotOaji 

5 Silk 

G 

D 

65 

4 1 Erapr Refen 

AmioryiEarfi-S 

- 

RflJRictAiMr 

Boots 

15,0W 

soBoboiOali 

5 Silk 

15 Clots olEAftfaftt 

iSCbsfjnSlidrrb 

65 

4 1 EiapfH^fen 

Amtorvi &fi-5 

- 

Sr-fUiRicCAiejr 

Boots 

ID 

IGdtofGDi)i 

0 

0 

D 

5 

4 1 EretEjRffen 

- 

- 

SCjijiRH:Ci^iey]r 

BOOTS 

50 

1 EidtofOoih 

0 

0 

D 

13 

4 1 Erapf Befen 

* 

- 

StvlitF]c(w¥ar 

Boots 

150 

2 Bdt5 d 0)ih 

0 

0 

D 

50 

4 1 Etapf Rejen 

- 

- 

Sl^RttCA^r 

Boots 

250 

36di5dO)[ti 

0 

0 

D 

59 

4i EiapfRefen 

- 


Si#ihRiccAB]r 

Boots 

^0) 

40dEdCbili 

0 

0 

D 

45 

4ilra^R(jin 

- 

- 

St#ihRicc/tiNr 

BOOTS 

7)0 

4Bd&dCbi)i 

0 

0 

D 

31 

4 1 EnetgfRtfeiit 

- 

- 

Sr^E<]C(A^r 

Boots 

l,CO0 

tBdiJdOoih 

0 

0 

D 

37 

4 1 Erapffiefafi 

- 

- 

Sr^E^^r 

Boots 

1,505 

)i Bob ol Clal) 

0 

0 

D 

6D 

4 1 Enstpffitfeft 

- 

- 

NECROMANCER BOOtS 

Bmteeeoots eociS 

5D 

iTjinedHd^Sgoiie 

0 

G 

D 

13 

4 1 ErasvRessn 

AmiOF^fiitcin«+t5 


SokehceGoois 

Boots 

130 

4rjinedHd5S(w«i 

4Bor^ 

0 

D 

3D 

4lEW^R«J!fl 

AmiorMifi?iai|+t5 

- 

CmljfeBDois 

Boots 

250 

eT^nedUdsSflwies 

4&30f 

0 

D 

39 

4iEiaByfiet«ft 

Aporvifi»Kfi|+t5 

- 

8(wk« Beets 

Boots 

At<i 

d Twined HcbScMHES 


G 

D 

45 

+ 1 Erap^Rft^n 

Amiorw;feai!+t5 

- 

BornfaceBccds 

Boots 

TOD 

^T^nedFicbSipiE 

3 Bon? 

G 

D 

51 

+ 1 EnaEjR(*!fl 

APOtABaonf+tS 

- 

Bcntte? Scots 

Boots 

1,D(B 

!l TdrnedHboSgiiKS 

11 Bene 

G 

D 

57 

+ 1 Eras-Refffi; 

AporviPadig+FS 

- 

GowbicBcots 

BOOTS 

1,50) 

257dniyd HbeSqmia 

25 Bore 

G 

0 

60 

4 1 Eta^'Rtfffl 

APorviP4eifiis+E5 

J 


1 . 
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Armor Appendix 


Armor cont 


NME 

fVPE 

Gout 

Material 1 

Material 2 

MATtRM 3 

(VUhrim 4 

Armor ii vel 

Effect 1 

Effect 2 

Effect 3 

&cn«b;«8cois 

eocis 

U.|»3 

50Tjnr^HljeSqt»es 

50Bme 

0 

0 

6D 

4 1 Energy Btf«i 

^orysPiertiij4i5 



6001S 

\m 

50 Tamed Hkle Squas 

508me 

15 GlotetilEcKRbTii 

l5Ct)Sidqi(fk9t(k 

5D 

4 1 

Ainiorw^Pief(ii|+i5 

- 

laiH«rs Boots 

eocis 

ISO 

4 Tanned hitfe Sojae 

1 Steel i3grt 

0 

D 

40 

4 1 Enei^ftepi 

rcraasftjdiioged^ Holy 

- 

Ibmewf's Bools 

BOOTS 

:so 

6 Tanned HcteSoj«5 

1 Sled Inp 

0 

0 

49 

4 1 Energy 

Ixieawd Hdy 

- 

iQiim's Boots 

BOOTS 

m 

$l^red Hcfe Sqyisa 

2 Sled hps 

0 

0 

55 

4 1 EnejgyRfpv 

hciea^dao^wHcly 

- 

lom^rs Boors 

BOOTS 

m 

sianed NdeSijiMes 

JSied Inps 

0 

0 

Si 

4 1 Eneig'/ifteEen 

h:rea&ad dMogeVS Holy 

- 

luimors Boots 

BOOTS 

\m 

II Tanned HideSqnus 

3 Sleei Ingots 

0 

0 

S7 

4 1 [neigyRegen 

htioasd dHugev^ Holy 

- 

TmHtQfs Boots 

BOOTS 

1,503 

25 Tanned Hide Sqmra 

4 Steel Ingots 

Q 

D 

70 

4 1 [neigyReiMi 

hersasadriHU^^ Holy 

- 

TmHscor's Boots 

BOOTS 

ISiOIi 

50 Tamed Hide Sqiaes 

5 Deldrimor Si^kpE 

0 

D 

70 

4 1 [iveij^r Bepn 

hirea^ dnugevs. Holy 

- 

ToiHOiors Boots 

BOOTS 

IS^OM 

50 Tarried Hide Sqiflis 

5 [leldrimor Staelkpit!: 

15 Globs dELkftb^ 

1 5 dMlMi Shards 

70 

4 1 [ner0iReg!n 

hcfea5eddiBBgeB.Hcily 

- 

FfiuiifsGacti 

BOOTS 

150 

4TantiEd hi± S^jae 

1 Leather Squire 

0 

D 

3(3 

+ 1 [neig'rllfen 

i'ijniorKl%ini+[5 

- 

FaiUhfsBooc 

BOOTS 

250 

d Tinned Nde SquMes 

1 Leather Squire 

0 

D 

39 

4 1 [netEyHeefii 

I'ljniorKfiefinj+is 

- 

FaniiCsB]c4s 

BOOTS 

^co 

3 Tanned NdeScfJAffis 

2 Leather Squar^j 

0 

0 

45 

4 1 [reiiFftefffi 

Ainii]rvsfetiis+(5 

- 

P!nrl^ 

nmrs 

■md 

aTsnncrl Utrlii 

T 1 ajrtfur 

l"! 


^1 

j. 1 EruqTySiQKi. 

Armriricr 

— 

f«ui(^S&]04S 

BOOTS 

l.C'M 

11 Tamed HideSiatHS 

3 Leather Squwa 

0 

0 

57 

4i [neiprfii^ 

Ainiorv5fteHjiig4i5 

- 

F0UkfS&]C4S 

BOOTS 

1.503 

25 Tanned Hide Squares 

4 Leather Sqtufes 

i] 

D 

6(3 

+ 1 [netgy Rtfen 

Aimorv^Pkfiitg+is 

- 

OAcfsGaoG 

BOOTS 

li,i»3 

50Tamed Hide SqiHS 

5 [Ionian Leather S()!9ar^ 

0 

(3 

m 

4 1 [neiEifItfgm 

AimorKfesiii+is 

- 

Q^BqoE 

BOOTS 

15.0M 

50 Tamed Hide 

5 [Ionian LtateSq«ra 

15 Globs glEdEfijaTi] 

l5 0b>i$H5hafth 

6(3 

4 1 [nefgyRfjtn 

Armor +15 

- 

fttoiJiiBcofi 

BOOTS 

150 

4 Turned HdeSqjiffis 

1 Shell 

0 

D 

4C' 

+ 1 [neiRRept 

hcreseddirogiViHcly 

- 

NeoictkBaiG 

BOOTS 

250 

e Tuned HdeSqtia® 

iShdl 

0 

D 

49 

4 1 [neiRRcEfn 

hcieffiaddwngeifiHdy 

- 

^iHIai:BccE 

BOOTS 

m 

eTjined Nde Square 

2 Shells 

0 

D 

55 

4 1 [netpyfefeo 

hcreaeeddwngeH Holy 

- 

^mkcBco'G 

BOOTS 

m 

StT^ned Hi:^ Square 

3Sl^ls 

0 

D 

61 

4 1 [naiFr'Rtjm 

Lionised dasB^fi Hdy 


NeaukBcCfC 

BOOTS 

1,003 

tl Tanned HideSqiHS 

3 Shells 

0 

0 

67 

4 1 EnetEfRpgett 

hci^dimigeviHdy 

- 

NMdi:BcoG 

BOOTS 

1.503 

2S Tanned Hide Sqtwes 

4 Shells 

0 

0 

7(3 

4 1 

iTCiHsaJ damjgs'jTi Hdy 

“ 

\e<mi:ecoc 

BOOTS 

15.0M 

solanr^ Hide squKS 

ssyis 

0 

0 

73 

4 1 tnejgjRejefii 

hcr^a^diittgeviLHdy 

- 

NNtalcBcoB 

BOOTS 

U.0M 

50 Tamed Hide Sqidis 

SSI^Is 

15 CIcted&Kftitm 

ISObsitiaiShHflS 

73 

4 1 Enet^yfiiffwi 

hci^diittgeiiiHdy 

- 

RxMScirP^n 

BOOTS 

la 

4fioli$ otPantimaii 

0 

0 

0 

3D 

4 1 Emtg^Rejefl 

M* Bnetgyti 

- 

foot Soil Pfliefn 

Boas 

200 

(Rolls oi Pardirr:^ 

ifedtier 

0 

D 

39 

4 1 EnetgydfjM 

M3i6nerey+i 

- 


BOOTS 

JCC 

$Rolb otPardinnM 

2Fe3ihe(5 

0 

0 

45 

4 1 Enetpr R4JM 

MfflBieJgyti 

- 

fool 5(41 POTKOn 

BOOTS 

^00 

5^311; otPardvi>3Ji 

3fe(lliei5 

0 

0 

51 

4 1 EnejpfB(®}fl 

Mali Breigy 4i 

- 

FwiSt# Piisfn 

BOOTS 

503 

Tl Pclbof Paichmen 

3fe(ih@s 

0 

D 

57 

4 1 Eretey deleft 

Mac Eneigy +1 

- 

fooiSo4iP^n 

BOOTS 

ao3 

25RcllsafPafttin»fl 

4f^eis 

0 

0 

6D 

4 1 Enetg^deien 

Mac Enerffi-*! 

- 

foot Sea Pattern 

BOOTS 

m 

SORcJbof'itelum 

5F^S5 

0 

0 

6D 

4 1 Enetgydeien 

Mac Siergy tl 

- 

fool 5«f Pattern 

BOOTS 

woo 

sORdlsof^^lum 

iF^ers 

15 GlotsflJ&apbTii 

0 

6D 

4 1 Er^igyReStn 

Mac Eneti^ *1 

- 

Slotd^airrod Bools 

BOOTS 

AK 

(Tanned NiikSqiiiie 

2 Scales 

0 

D 

45 

4 1 [netgydfSKi 

rroreased ces^s{3eed v^th Corpse fjeft 


6h»dxiire:dBoo^ 

BOOTS 

m 

9 Tanned Nde Squaie 

3 Scales 

0 

D 

51 

4 1 [mt^iidfien 

ticrsased ffeed Mh Corpse qjdk 

- 

fikodsD^Boott 

BOOTS 

1.W3 

II Tanned HideSgrers 

3 Scales 

Q 

D 

57 

4 1 [neigydeGen 

hereaegd oas^speed v^th Coipse 

- 

GkoilSDiFiod Boo^ 

BOOTS 

1,503 

25 Tanned Hide Squares 

4 Scales 

0 

0 

6D 

4 1 [mtEydepi 

hcre^sAd oaGitgspeed Mh Goipse pis 

- 

r^fliauncei's ^oots 

BOOTS 

50 

1 Tanned hide Squatie 

Q 

0 

0 

15 

+ 1 [rerpfdfftn 

- 

- 

^flIORaE^^'s B»ts 

BOOTS 

15:3 

2 Tanned hide SqjKe 

0 

Q 

D 

30 

4 1 EneiRdegfii 

- 

- 

^eawME^^'s B>dc 

BOOTS 

250 

1 Tanned hide SquiKS 

0 

0 

D 

59 

4 1 EnetgffiRtfm 

- 

- 

KHDOHfiGsr's Boots 

BOOTS 


4 Tanned hide Squass 

0 

0 

0 

45 

4i [neigvRffen 

- 

- 

I'itOCTHnar's B»ts 

BOOTS 

m 

(Tanned hirfeSgjMB 

0 

0 

0 

51 

4 1 [f^jgyftefen 

- 

- 

Nflniuncer's B»ls 

BOOTS 

l,OM 

(Tanned hiefe Squats 

i] 

0 

0 

57 

4 1 [netEfdeitft 

- 

- 

IVWHWFic^rs Boots 

BOOTS 

1,&>3 

It Tarmsd HideSgtats 

i3 

■3 

0 

60 

4 1 [neipr Rtfen 

- 

- 


BOOTS 

la 

4 Tinned hideSqj«e 

1 Grarite Sli 

0 

D 

4(' 

+ 1 [neigyResen 

hcreaeddaQiiEe^i Hdy 

- 

hgii Boots 

BOOTS 

250 

(Turned hideSqaa® 

1 Granite Sli 

0 

D 

49 

4 1 [netFjr R(jfl(t 

hc[0a&0dd«neeviHdy 

- 

Boots 

BOOTS 

ao3 

(Tinned hideSquae 

2 Granite Slis 

0 

0 

55 

4 1 [neigyRffeft 

hcrsawddaBB^vi. Hdy 

- 

Boots 

BOOTS 

?30 

(Turned hide Squate 

3 Granile Slis 

0 

Q 

61 

+ 1 EneiFfRejen 

hci^aseddaDugev^ Hdy 

- 

Fagm Boots 

BOOTS 

1,003 

tl Tamed HideSqiHS 

3 Granite Slis 

0 

(3 

67 

4 1 EneiF/Besifl 

hci^ diia^viHdy 


Boots 

BOOTS 

1,503 

25 Tanned Hide Sqturs 

4 Granite SU3s 

0 

0 

73 

4 1 EneigySesm 

iici^ased dmipvi Hdy 

“ 

Glfifttetner's Boots 

BOOTS 

15,030 

50 Tamed Hide sqrives 

SGrariteSltfcv 

(3 

0 

73 

4 1 EreigfBtteit 

hciiga^dffiqgev^Hdy 

- 

EUWENTALIST BOIHS 










Amiwc^ ihces 

BOOTS 

IM 

48oli5rfCbih 

iBolidLin^ 

0 

D 

JO 

4 1 EiKJgfde^ 

Aimory^t li^«PC4t5 

- 

Amawcet's^fices 

Boas 

250 

(8dK0fCi3lh 

1 Boll d Linsn 

0 

0 

59 

4 1 Energy deleft 

Armory^ li^inng 4i5 

- 

Amitftetr's Shoes 

BOOTS 

^CO 

secJisrfGoih 

2BollsofLji^ 

0 

0 

45 

4 1 Energydeieft 

Armotvi Ii^«irc4t5 

- 

Atwiwtotrt Shoes 

BOOTS 

73D 

(Belts of Cbih 

JBslisafOw* 

0 

D 

51 

4 1 Enet^'defefl 

Apory&b^«^4t5 

- 

fiHoiwee's Shoes 

BOOTS 

m 

II Bets od Qoh 

JBilliofliiai 

0 

D 

57 

4 1 Enetgydeteft 

Aporyi boning. 415 

- 

AffOiwetr's ihoes 

BOOTS 

1,503 

isQcJcscfCbih 

4BDllsaflii^ 

0 

0 

60 

4 1 Enetgy deleft 

Aimorys; +15 

- 

Affljiwttj's Shoes 

BOOTS 


50 Bob ot doth 

5 Baluof DsjmBi 

0 

0 

60 

4 1 Energy desen 

Aimorv5ibSmit0+l5 

- 

Aftacuflctf's Shoes 

BOOTS 

15.033 

soBobotClrth 

5 Bollsoff C^eL 

15 Globs uIBcMiilliTn 

iSGbsdui Shards 

6(3 

4 1 Energydeseft 

Armors^ +15 

” 

O^ufiaftoers Shoes 

BOOTS 

la 

4Golts of Cloth 

1 Granite SH9 

0 

D 

30 

4 1 Energy desen 

Aimorvs.^+15 

- 

Genifflcer's Sho^ 

BOOTS 

250 

(Belts rf Cioth 

1 Granite Slab 

0 

D 

39 

4 1 Energydesen 

Armory^ Earli +15 
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Armor cont. 


Nwg 

Type 

COIP 

Material 1 

Material 2 

Material 1 

IVUnniAL 4 

Armor Iiuel 

Effect i 

Effect 2 

Effect 3 

Ocnwcei's ShKS 

eoois 

aw 

aBcteofOoih 

2 Granite Sl^ 

0 

0 

as 

■f 1 EfWtEJftttHi 

^orviBili+IS 


QtavKjifilft/s 

BOOIS 

m 

f Belli rfCtatfn 

1 Granite ats 

Cl 

0 

5I 

4iEr^Bei«i 

Amiorvi £ai**i5 

- 

^wnmei's ShK3 

6001S 

m 

IT Bob ol aodi 

3 Granite Ms 

0 

0 

57 

+ 1 EnesgyRtftn 

Aimorra. Earti+iS 

- 

CwMicei's Shws 

eoois 

m 

250Dl^ofCbih 

4 Granite M 

0 

0 

6 D 

■tiEiWfBestfl 

Armor v^Ear<i4i5 

- 

GmuKers Shce 

BOOIS 


50 Bob ol Orth 

5 Granite M 

0 

0 

dD 

+ 1 Emei^f'Rfsert 

Armor VI 415 

- 

Gtcduicei's Shos 

BOOTS 

is^aB 

50 Bob ot Orth 

5 Granite Ms 

i5GldsdELKoh?Ti 

iSObf^Sliarrds 

SD 

+ 1 EnflEYfii^ 

Armorvs.^4i5 

- 

PjvnwiOfi'sShoe:; 

BOOTS 

50 

2 Belts of Cloth 

0 

0 

0 

15 

+ 1 EnaE^Bfjefi 

Armor v^ lire 4i5 

- 

PfffflunciarsShtK 

BOOTS 

m 

aGclisofOoih 

1 Sole 

0 

0 

3D 

+ 1 EnapjBfsetE 

Aimorvi fifi4i5 

- 

Piiuvfr^i'sShce 

BOOTS 

iSO 

$ Belts cl CTodn 

1 Sule 

0 

0 

39 

+ 1 Enai^'ltoSHn. 

Armors («e4i5 

- 

P’lKflUrt^r'sShcc 

BOOTS 

am 

aBclisrfOoth 

2 Soles 

0 

0 

as 

+ 1 En?ieRtS«i 

Armor VI fire 4i5 

- 

Pronific^r'sShiK 

BOOTS 

m 

^ Belts of Ooth 

3 Sales 

0 

0 

51 

+ 1 En^Resan 

.amiorvi fife4i5 

- 

PjiafHnc^F'sSticiK 

BOOTS 

l.OM 

IE Bob ot Orth 

3 Sales 

0 

0 

57 

+ 1 Erap/Refen 

Armor v^ fire 4i5 

- 

PinflWrt'0f'sSho?s 

BOOTS 

1,503 

25 Belts cf Ooth 

4 Sales 

0 

0 

60 

+ 1 ErapifRfsm 

.tor VI fire 4i5 

- 

rttunnui'i^^liLU 

BOOR 

li,™ 

3D Eub dI CIljiIi 

l Sules. 

D 

D 

CD 

+ 1 bw^^Rrijm 

^iii'ji r± fic-tn 

- 

^(loiMrtiei'sShces 

BOOTS 

IS, mo 

ECiBobotODtfi 

5 Sales 

tsGlotedbKTila?]] 

15 Cteadiai Stiards 

60 

+ 1 En?ipf Rfpi 

torvi fite4i5 

- 

Ai^s^hce 

BOOTS 

i,[im 

IE Bob ot Orth 

3 Silk 

0 

0 

57 

+ 1 EiBip/ReseiH' 

torvi Bawafliaks 

- 


BOOTS 

VTO 

25 Belts cf Ctath 

4 Silk 

0 

0 

60 

+ 1 Erapf'RegifE 

torvi fl3»aEk5 

- 

LMb'i Shoes 

BOOTS 

is,mo 

50 Bob ot Orth 

5 Silk 

0 

0 

60 

4 1 EneipfRfsen 

torvi 03wital+5 

- 

SewfttalisfsShDs 

BOOTS 

50 

1 BoltofOoih 

0 

0 

0 

15 

+ 1 EnaE5fR*|«i 

- 

- 

SBKft^isilsShciS 

BOOTS 

150 

1 Bells of Cbih 

0 

0 

0 

50 

+ 1 Enap/Resen 

- 

- 

dewndh^sShcus 

BOOTS 

250 

SBdtsCfCblh 

0 

0 

0 

59 

+ 1 EnsEyRfpi^ 

- 

- 


BOOTS 

am 

aBcItsrfQith 

0 

0 

0 

as 

4 1 En?rpfR(jefE 

- 


SanefCdists^hKS 

BOOTS 

?0D 

a Belts of Cloth 

0 

0 

0 

51 

+ 1 EnetpfRejp 

- 

- 

OencfdtsfsShces 

BOOTS 

l,0Ci3 

^ Belts rf Doth 

0 

0 

0 

57 

4 1 Ena^R*(rti 

- 

- 

OBienafisfs Shoes 

BOOTS 

i,sm 

It Bob d Cloth 

0 

0 

0 

60 

+ 1 Enesti^Rejefi 

- 

- 

Hydioaiaicers Shoes 

BOOTS 

150 

a Bolts d Cloth 

isy 

0 

D 

30 

4 1 Bne/^Rajgfl 

torviOjU*T> 

- 

Hidiocr^ef's Shoes 

BOOTS 

250 

6 Bolts d Cloth 

1 Shell 

0 

0 

59 

4 1 ErerfirRejm 

tofvsiG()lil+)& 

- 

K^diOflm;er's Shoes 

BOOTS 

aw 

aBdtsofCioih 

2 Shells 

0 

D 

as 

4 1 Enejg^Refm 

torviG(il(l4& 

- 

Hj^lwnancef^ Shoes 

BOOTS 

700 

t Bolts of Cloth 

3St^ls 

0 

0 

SI 

4 1 Er^Rtftfi 

torvi<j(!M4& 

- 

Hidm^eh Shoes 

BOOTS 

1,003 

U Bob ol Orth 

3 Shells 

0 

0 

S7 

4 1 EnetE^Rejefi 

Aimorv^CsH4is 

- 

Hf^omancert Shoes 

BOOTS 

1.5W 

!5BdC3 0 fCloih 

4 Shells 

0 

0 

60 

+ iEn3gyR(jefl 

torvLGSlId+li 

- 

Shoes 

BOOTS 


50 Bob ot Orth 

5 Shells 

0 

D 

60 

4iBr^R<Stft 

Armorv5.G)ij4ij 

- 

Shoes 

BOOTS 

li^OM 

50 Bob ot Orth 

5 Shells 

15 Globs dEoepb 711 

ISCtXilwM 

60 

4lEne^Rtj(fl 

torv^Cfltl+ti 

- 

MOMK BOOTS 

Si.-ldced Sandals 

BOOTS 

150 

aBdisofOoth 

iSilk 

0 

0 

35 

1 1 EreipjRfSKt 

torv^Cjslio 

- 

^Taced Sandals 

BOOTS 

250 

$adtsd Cloth 

1 Silk 

0 

0 

aa 

4 1 Erfiipf Rf®m 

torviCflU-s 

- 

Si^jod Sandals 

BOOTS 

am 

aBdtsdOoih 

2 Silk 

0 

0 

50 

+ 1 Ena^^Restn 

.ajmonftGaM^ 

- 

S4l«d Sandals 

BOOTS 

700 

Bdts d Cloth 

3 Silk 

0 

0 

56 

+ 1 EnapfRffen 

torviCny-s 

- 

Sft4£ed Sandals 

BOOTS 

i,i>m 

It Bob ot Orth 

3 Silk 

Q 

0 

62 

+ 1 ErejpfRefWE 

torvi God ^ 

- 

SA-lced Sandals 

BOOTS 

1,503 

25 Bdts cf Cloth 

4 Silk 

0 

0 

65 

+ 1 EneipfResm 

.torviOU-D 

- 

Sft-ldad Sandals 

BOOTS 

i5,mo 

50EC'botOrth 

5 Silk 

0 

0 

65 

+ 1 EnapfRessn 

ArmorviCiUo 

- 

9t-L«:ed Sandals 

BOOTS 

1S,0>3 

50 Bob ot Orth 

5 Silk 

isGiDtedELlEfihTn 

15 SlEar^ 

65 

+ 1 Enap/Refen 

torviG)H-5 

- 

SKRdSandah 

BOOTS 

1M 

aBdtsdClotti 

1 DoIrdLiren 

a 

0 

50 

+ 1 Enapr'ft^SffE 

toru^Eknasal 45 

- 

SioedSindjIs 

BOOTS 

250 

6 Bdts of Cloth 

1 BolLdLirai 

0 

0 

59 

+ 1 Enap/Rejen 

.torvi Bgmafital 45 

- 

SiaedSindals 

BOOTS 

am 

a Bdts of Cloth 

2BGlEdtift« 

0 

0 

as 

4 1 EnapfR!?*ia 

Armorvi fe^aiQks 

- 

SnedSondah 

BOOTS 

m 

? Bdts d Cloth 

3&0lEdtjlHi 

0 

0 

51 

+ 1 EneipfRffm 

torvi Baianld: 45 

- 

SnedSandah 

BOOTS 

\m 

IT Bob ot Orth 

3 Boltdljnei 

0 

0 

57 

4 1 EnespfRffen 

torvi BsiwiQt 45 

- 

S«]i«dSandah 

BOOTS 

1,503 

25 Bdts d Cloth 

aDoltsdljfieii 

0 

D 

60 

4 1 EnapfRfseiii' 

torviBsianal+S 

- 

SMl^Sjidat 

BOOTS 

1S,0W 

50 Bob dCIrth 

SBaltsdDwniit 

0 

(3 

6D 

4 1 Enstpr Rffen 

torvi 09»Eiial 45 

- 

SmI^ Sandals 

BOOTS 

15,0» 

SO Bob d Cloth 

5 BollSdOBUtiJ: 

l5GobSdBl^7T1 

15€loH&ii Sfnarth 

60 

4 1 Enspfllfieft 

Armorvi Baiaffil 4S 

- 

Assk's Foot Design 

BOOTS 

ia 

a-fiollsdPanhtii3« 

0 

0 

0 

so 

4 1 Eneupf fesifii 

Mas&ieipf4t 

- 

AsoeK’^Foot C^gn 

BOOTS 

:w 

6RolfedPardnm3< 

1RS3ttiet 

0 

0 

39 

4 1 Bnetgj'RfSert 

Mat Bnetpr 4 I 

- 

AsoeK'sfoot Design 

BOOTS 

5W 

a Roll; d Farchimsfl 

2F^er, 

0 

0 

as 

+ 1 

Mit&iarEf+l 

- 

Afoei's Feet Design 

BOOTS 

aw 

tPolbdPardntiHii 

3 fellies 

0 

0 

51 

4 1 EwtgrRajeo 

MacBner&i'i 

- 

Asoev’sFtur Design 

BOOTS 

6W 

IE RdlsdPanchm 

3Fa3iti0s 

0 

D 

57 

4 1 Ensip/RefMt 

Mas Energy 4| 

- 

A««'i Foot Design 

BOOTS 

aw 

2S Rolls d Bar dmiisii 

4F$entieis 

0 

0 

60 

4 1 EnetgjRe^ 

Energy 4i 

- 

Asoew’lsFwt Design 

BOOTS 

aw 

25fidisd PardiinM 

4fe(lll|f5 

0 

0 

60 

4 1 Enes^'RiDeft 

Ma^&iergy+i 

- 

Asc«'i Foot Design 

BOOTS 

aw 

25RdlsdPafiJin^ 

4Feentirt5 

0 

0 

60 

4iEn?i0Re*efi 

MjttBneJgy*! 

- 

UfiSandils 

BOOTS 

so 

1 GdEddoih 

Q 

0 

0 

IS 

+ 1 EnagyResen 

- 

- 

Moti Sandals 

BOOTS 

liO 

2BdisrfOo[h 

0 

0 

0 

so 

+ iEnaEyRegfl 

- 


kkiiSandib 

BOOTS 

250 

jBdtiofCbih 

0 

0 

0 

S9 

+ 1 Enapf Retell 

- 

- 

Sandals 

BOOTS 

aw 

i Bdis of Ooih 

0 

0 

0 

as 

4 1 Enapf RftKE 

- 


klont Sandals 

BOOTS 

m 

aBdiicfCloih 

0 

0 

0 

51 

4l Enag^ReteiE 
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Armor cont 

NME TWt 

« 

GOLD 

Material t 

Material! 

Material 1 

MATLRTTIA 4 

ARMl>R If LlEl 

Effect 1 

Effect 2 

EffEH 3 

MaiVmdJl$ 

600IS 

t,0» 

00(^15 Cf 03th 

(3 

0 

D 

57 

4 1 

- 

— 

Uvii$4nd]t& 

Boots 

1,5W 

M BobotCinh 

0 

(3 

D 

60 

4 1 Energy Bt$ni 

- 

- 

Vtfiftfcw'$S3ndalj 

Boots 

SD 

5BcterfClo[h 

0 

0 

0 

15 

4 1 Energy 

AporviaaHiat43 

- 


Boots 

liO 

40clliCfCb[l3 

1 Tanned 

0 

0 

3D 

4 1 EnergyBeiw 

Aporviftnaiitts 

- 

Sandals 

Boots 

550 

eBcJts of Cbth 

1 Tanned HitltSqiQre 

0 

D 

30 

4 1 Energy Rffifl 

Amnorv^SenaiattS 

- 

Wvd»€('s Sandals 

TO 

m 

60ol[i of Cbih 

2 Tanned Hide' Sqpes 

(3 

0 

45 

4 1 EnerFfB(|(fl 

Amiorvi BneiDitS 

- 

Wadset's Sandals 

Boots 

m 

9Bolfc(/Cbth 

S Tanned Hide Siiiares 

0 

0 

51 

4 1 Ei^er^tftesen 

.Armor A &fi[fiatf5 

- 

Vi:niH€rs Sandals 

BOOTS 

1,H» 

II BoihnfCJtjdi 

3 Tanned HktStiiafes 

Q 

0 

57 

4 1 Enere^Repii 

Armor KnEfsaT 45 

- 

WikfcKf's Sandals 

BOOTS 

1,503 

35BcJt5 0fCl3th 

4 Tanned Hid^StTins 

0 

D 

60 

4 1 EnerFf Jteffn 

Armor V3 SneitEal 45 

- 

W^nd(f«'s Sandals 

BOOTS 

\W-i 

50 Bcitot Cloth 

5 Tanned Hide' StiBces 

0 

D 

6D 

4 1 Erer^/iRi^fn 

Armors dnertaUs 

- 

Vk^€fs Sandals 

BOOTS 

1V»3 

50 Boh ot Cloth 

5 Tanned Hide' StiHres 

15 Glebs olhTcfth 711 

l5'S)bdduiSAar>£^ 

60 

4 1 Energy fitfsi 

ArmiorvsflEiMiattS 

- 

Genso's Sandals 

BOOTS 

m 

4BcJts of Clath 

1 Stool hEiat 

0 

D 

30 

4l Ererg^Refin 

Armorviftped+B 

,WfflEnerg^-i 

Gascf^ Sandals 

BOOTS 

25(3 

6BdE (^ cblhi 

1 Steel Ingot 

0 

D 

59 

4 1 Ererg^ReBm 

Armors Mfi^+b 

M Enerjf -1 

Ceteci^ Sandals 

BOOTS 

^03 

sEctet^Cbtfi 

2 Steel Tips 

0 

0 

45 

4 1 Erergrfiepi 

.Armor ftWpd+B 

MfflEnergi''-i 

Genscrs Sandals 

BOOTS 

m 

3 Belts cf Cloth 

3 Steel TigiS 

0 

0 

51 

+ 1 EnergyiRtffn 

Armor VI ftijsBl+Kl 

iWiiEnergf-1 

Cer&o^Sandab 

BOOTS 

1,0M 

II Bob of cloth 

3 Steel Tips 

i] 

D 

57 

+ 1 Energy Rtgn 

Aimorv^MTr^+H 

Mffl Ener^f -1 

Sandals 

BOOTS 

1,503 

35 Belts (iCbth 

4 Steel Tiget 

0 

0 

60 

4 1 ErerFiffitffn 

Armor Vi 

MaK Energy-l 

hdeF's Sandals 

BOOTS 

15.0M 

50BobotCl(](h 

5 Cek][ini(3f Steelipjt 

0 

D 

60 

4 1 Energy Rtfm 

Armor Vi Ffrj^+B 

MasEr^rgy-l 

ludee'sSarKlat 

BOOTS 

13.0M 

50 Bob plCl(Jh 

5 Deldiirier Steel fc^pts 

15 Girts 31 hKfiHTi] 

15 Cteifai Slar4 

60 

+ 1 EretgyBfsm 

Armor Vi %it3l+K) 

Mffl Energy -1 

AsoaK'sFfflt Dsi^ri 

BOOTS 

liO 

4 R 3 II 5 otParihiMii 

0 

0 

0 

50 

4 1 EnergyUfjen 

Mas Biergy 4 I 

- 

tee^sFrat Deii^ 

BOOTS 

2C0 

6RolfeotPar(ii[rej7i 

1 fealtier 

0 

D 

35 

4 1 Energytefift 

Mffl Biergy 

- 

AsceirtFcoc DkI^ 

BOOTS 

3I» 

4R(Dlfe DtPanhinsffi 

2f^ets 

(3 

0 

45 

+ 1 Energy Bffin 

Mat &ietgr>l 

- 

Asi]aK'sF(»[ Dsi^ 

Boots 

^03 

$ft]|ls otParditnem 

SFMhets 

(3 

0 

51 

4 1 EnsrEr'Rffiitt 

Mffl &ierty 4 I 

- 

Asc 0K^F«[ Deii^ 

BOOTS 

603 

Tl y^of Paiehmpa 

Sfetliets 

Q 

0 

57 

4 1 ErwrgyS)i|m 

MasBieiEf+l 

“ 

Foot Design 

BOOTS 

603 

OSRcllsof Parditi^ 

4F33!tlE(3 

0 

D 

60 

4 1 Enetgyfiijrti 

Mas&retff+I 

- 

WARRIOR BOOTS 

ASCJOA Boots 

BOOTS 

SO 

3 ifcn 

(3 

0 

D 

35 

r^mor 10 

Oamasr'i 

- 

A^6ooi:s 

BOOTS 

liC 

4t(W 

iFyr Square 

(3 

0 

50 

Ariror^.fl^+iO 

Oama^-i 

- 

AsdoaBooc 

BOOTS 

550 

6 IfOl 100015 

1 Fyr Sqyjre 

0 

0 

39 

Armor ys,nTi^+ 10 

Dama^-l 

- 

Ascio«eo)c 

TO 

403 

6lW In03[5 

2 Fyr Sqyjres 

0 

0 

65 

Armar ys.fli/ncjl+io 

Damage-l 

- 

Axalofl Bools 

TO 

?30 

5 Iron Ir^b 

3 Fur Squares 

0 

0 

71 

Arnxirv5,flrjWiJ+l0 

Darryge-I 

- 

Ajotofl Boots 

TO 

1,003 

II Iron hgob 

3 Fyr Squares 

0 

0 

77 

Armor ^,nfj9td+ ID 

Damage '1 

- 

Asdn Boots 

BOOTS 

1,500 

25 ton l(30Qli 

4 Fyr Squares 

0 

0 

60 

Armor^.H^f^tlD 

Damage -1 

- 

Asdoa Boots 

BOOTS 

15^033 

50 Iron Ingots 

3 Fur Squares 

0 

D 

60 

ArmorstfMiDl+lo 

Damage -1 

- 

AscAao Boots 

BOOTS 

liiOO] 

50 Iron Ingots 

3 Fur Squares 

15 GlotsdlELlcpTmi 

15 Cbiiui Sbards 

60 

Armor£.Tl|r^4lD 

Dat™ge-l 

- 

OanmitBQOE 

BOOTS 

4W 

^IfcnlreDt 

Q 

0 

D 

65 

Armonfi.rt^ad+zo 

- 

- 

□i^ilBociE 

BOOTS 

m 

Alrenlr^ts 

0 

0 

0 

71 

Armor (^.ftiyacil-tzo 

- 

- 

ChinouilBGCiE 

BOOTS 

1,(303 

?tlronlr©D& 

Q 

Q 

D 

77 

Armor us.Ai]i^4 20 

- 

- 

lAV^nBocts 

BOOTS 

m 

4lPon Ingot 

1 Seale 

0 

D 

55 

Armon£.%icri+I0 

- 

- 

WjW9»^CC 

BOOTS 

250 

6 lrcnlr 0 ]& 

1 Seale 

0 

0 

64 

Arrri'OrK.fhraal+lo 

- 

- 


BOOTS 

4CO 

siren IngDt 

2 Seales 

0 

0 

70 

Armor s.flijwal+io 

- 

- 

IftVMnBacts 

BOOTS 

m 

? Iren Ingat 

3 Seales 

0 

0 

76 

Armor w.rt^[«Dl+ ID 

- 

- 

Viy«>Bacts 

BOOTS 

1,003 

II liein hgets 

3 Seales 

0 

0 

62 

Armor ^.llTf9Qt+ 10 

- 

- 

ViV«)BGCt5 

BOOTS 

1,503 

35 Ten Ingot 

4 Seales 

0 

0 

65 

Armor^flij^+lO 

- 

- 

D^agm Bools 

BOOTS 

1.5.003 

soliem hg.ct5 

5 Scales 

0 

D 

65 

Armor «Lrtiya3l+ 10 

- 

- 

Otagon Bools 

BOOTS 

15.003 

5(3 lion hgjCG 

5 Scales 

15 Gl[]bsdBJEfibTii 

l5-:3b9iTiii5Tiiarth 

65 

Armor^.fli^+io 

- 

- 

Glufa&f^ Bools 

BOOTS 

m 

4 Iron Ingot 

4 Tanned HirleSqjses 

0 

0 

50 

Mfl)(Enetg:f4-i 

AtmorviMiya(3l+20 

- 

•jUtifiTi Boots 

BOOTS 

250 

SlrtJilngot 

6 Tanned BirleSiiiaes 

0 

(3 

59 

Ma!(&iergf^l 

AtmorviWFrsbI+zo 

- 

<iliifm^Booc 

BOOTS 

403 

sfren Ingot 

6 Tanned Hide' Stifles 

0 

D 

65 

MaK&iergfi'l 

AiTTiorviFtti«3l+l(t 

“ 

GladiatH^BooE 

BOOTS 

700 

9lronlnj3t 

9 Tanned Hir^ 5411913 

0 

0 

71 

Ma^&ier?f4-1 

Armor Vi %bqI +2(3 

“ 

s3i(iiiii^ Boots 

BOOTS 

1,003 

Tl lit'H hgets 

tl Tanned MiiteSitiaxi^ 

0 

D 

77 

Mart &iergf 1^1 

Armor Vi Wi/skal+iq 

- 

OditN^BooB 

BOOTS 

1,503 

3S Ten Irt03is 

16 Tanned HtidfSanai:^ 

(3 

0 

60 

Ma:(Bnetjf*l 

AimorviRfyjitil+lC 

- 

Cl«iiCK^ Boots 

BOOTS 

15.033 

50 Iron hgcG 

16 Tanned HbeSqia^ 

0 

0 

60 

MaK&ietgf*l 

ArmorviBiyW3l4io 

- 

ChtorsBooG 

BOOTS 

15,033 

50 lion hgocj 

i6Tanr^ Hll« Squares 

15 Glebs td&acplp 

iSObi^Sfur^t 

60 

MariBneigf+i 

Armor Vi •McJl+2'^J 

- 

Kni^ Boots 

BOOTS 

1,030 

II lion hgoc; 

3 Liaifet Sqtufes 

0 

0 

77 

Armonis.flwwi+io 

Damage -1 

- 

)(fli^s6«ois 

BOOTS 

1.503 

25 Ton lnj3t 

4 Leather Squans 

0 

0 

60 

Armoif36,flW4J+lo 

Oamage'i 

- 

Kf»0ifs6ccc 

BOOTS 

1,503 

25 Ten Ingot 

4Leait^5qw$s 

0 

0 

60 

Anrorys,fltj«it+10 

Damage-1 

- 

SOW'S Boots 

BOOTS 

7^30 

9 Iron Ingot 

3 Steel becE 

0 

D 

71 

Anrariis,ffli^*20 

- 

- 

SoWsBaots 

BOOTS 

1,033 

II lion hgob 

3 Steel Tigiti 

0 

0 

77 

Afmorys.ai/iQl +20 

- 

- 

nitauit Boots 

BOOTS 

1,033 

II Iron 

3 Steel bps 

0 

0 

77 

Armor 20 

- 

- 

HiiaidBocts 

BOOTS 

1,503 

25 Ton Irgot 

4 Steel bgrats 

0 

0 

60 

Armor yLft^+ 20 

- 

- 

ftaiynail Boots 

BOOTS 

U003 

50 Iron hgot 

3 Deldrimcr Snellneats 

(3 

D 

60 

Armor^fl^%il4 20 

- 

- 

Ftesaad Boots 

BOOTS 

15^033 

50 Iron hgets 

3 Deldrimcf StedbigDdS 

15 Girbsd&Rpbsii 

l5>:3iMiiai Shards 

60 

Armor^T!tj^+2Ci 


- 
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Armor cont 

Nme im 

m 

ColP 

r^ATERlAL 1 

fAfiKmi 2 

MATtftlAI 3 

rVUTEBlMl 4 

AHMCr|4 UVEL 

Effect l Effect 2 

Effect 3 


60CIS 

50 

r Iron 10^31 

0 

0 

0 

55 

Arimr«.n^+20 - 



eoois 

150 

2locolngoii 

0 

0 

0 

50 

Ain>3rw,f!i^i+20 - 

~ 

t^n^lBcots 

eoots 

250 

SlfCfllr^l5 

0 

0 

D 

59 

Afimr^PIr/iql+io - 

- 

ftAMCER BOOTS 

Htiw'sBdCC 

Boots 

150 


4 Bone 

0 

0 

A0 

ArinoriSLBe«Anal>30 AimorviheKiq+ES 

- 

HtiWsBocc 

Boots 

250 

£TannedNdsSqiiHes 

4 Bone 

Q 

D 

49 

Armor u.BeKjitalttO ArniorvsFietats+lS 

- 

Hum’s Bgcc 

Boots 

Aid 

^T^nedhid^SqnuES 

a Bone 

0 

D 

55 

Armonfi.Beiiaiiait30 Armors PieKiig +15 

- 

Hums B]c(5 

BOOTS 

m 

g Tanned hide Squiies 

9 Bone 

0 

0 

61 

Arrr>or^HeritfitaU30 Arnnorsife£hi+t5 

- 

HumsBacts 

Boots 

l.DCO 

IFTjn>adHdeSqiiB5 

11 Bme 

0 

0 

67 

.Arn>3ns.flaiattal+30 AimorAl%ii^+t5 

- 


Boots 

1,500 

]5 Tiinned Hije Sqaiia 

25 Bore 

0 

0 

70 

Armor b. B^raital i-30 ■Atmorvs fenits +[5 

- 

Hums B]C(S 

Boots 

ISiOM 

50 Torred Hide S^pi* 

50 Bone 

0 

D 

70 

Armor 'tBananal +30 Armor vs feiaig+is 

- 

HumsBoc^s 

Boots 

li.ijffl 

soTormedHide Sqi»s 

50 Bme 

isGlntsolBJcfiim] 

l5CtxiliiiSlyrih 


Armor «. tonaml +30 .Armor vi feid^ +15 

- 

D-c-abc 

DOOTC 

110 

A Tanne-J 1 Ci^arcc 

H nUnk 

Cf 

0- 

•AC 

Man Qibr]gr," - 1 Arm-c-rij^ dimuTfal t-ZC* 


0n»ds E«[s 

Boots 

250 

6 Tanned Hda Squares 

4 Weed Plinte 

0 

D 

49 

Man Eneij^f +1 Armor vs Bawanttl +50 

- 

OlidsEcqls 

Boots 


^TannedHdaSqiiMB 

aWoodflffiJs 

0 

0 

55 

Max Biergy +1 .Armor vi torwrial +50 

- 

Dnkfs Eccis 

Boots 

m 

? Tanned Hde Squiss 

9 Weed PMs 

0 

D 

51 

Max Energf +1 Armor BamarQl +50 

- 

OlwfsEcots 

Boots 

],DM 

lETjmslHkleSp»?i 

11 '^odFlinb 

0 

D 

67 

Max Bierfi: +1 Amiorvs Samarlil +50 

- 

[HadsBcols 

Boots 

1,503 

25TAnn?dHideS(|Bjrei 

zsWMdPkrb 

0 

D 

70 

Max&ieigf+i AtmorviE}3i«inal+50 

- 

OVKfs Ec>DI5 

Boots 

1S,0W 

50 Tarred Hide SquRi 

50'MndHaijs 

0 

D 

70 

Max&ier^fti Ajmorvi&igial+50 

- 

OntfsEtnls 

Boots 

15,00 

50 Tarred Hide Sqi»o 

50WMd 1 v43 

15 Globs dEtKfrbin 

15(]b^5lidr(h 

70 

Max&iwgif+l Armor VI Ebi9el+50 

- 

Beets 

Boots 

50 

IT^nedHdeSquHB 

0 

0 

0 

25 

Armon(S.0em9iEil+5O ArmorvlGdU+fi 

- 

Fv-M Beets 

Boots 

liO 

4 Tanned hide Sqius 

1 Fur Sqjste 

0 

0 

AD 

Anmor^fi.BeiHHal+30 AimorviOjU+S 

- 

HrUnaf Bents 

Boots 

250 

« Tanned hir^Squiia 

1 Fur Squire 

0 

D 

A9 

Artri]rviL0im9tul+3Q ArmorviOiU+B 

- 

fvU)^ Beets 

Boots 

AM 

■1 Tanned hide Square 

2 Fur Squires 

0 

D 

55 

Armorvs,Oi*i!Wal+3D Amiorvs, GaU+S 

- 

firiin$d Beets 

Boots 

TOO 

trained hir^Squue 

3 Fur SquHes 

0 

0 

61 

Armron&.Baii^l+tO ArniorviGII+is 

- 

Beets 

Boots 

1.M3 

11 Tamed Hide Squxs 

3 Fur Squites 

Cl 

0 

67 

ArmDrv£.0affimal+JO AmiorviOaU+B 

- 

f^iined Boots 

Boots 

1,50J 

25Taen^ HideSqmiej 

4 Fur 5quit» 

0 

D 

73 

Arm3fV}.0at«K3i+jD Ami()rvsOui()+^ 

- 

ffo^d Bocc 

BOOTS 

U,M5 

SOTanr^HiJe Squ»e$ 

5 Fur Squares 

0 

0 

73 

ArmDr^.Ek«taital+JO AimorvsGildtB 

- 

Ho^ndBocc 

BOOTS 

liiWJ 

50 TamsJ Hide Sqws 

5 Fur Squites 

15 Clevis dEopiitii 

ISObbiliM 

70 

AnraTvs.0s«iittil+3O AmiorvsCad+B 

- 

Sii(U;dL^ltier Boets 

BOOTS 

150 

Alined hide Sruws 

1 Siffil hget 

0 

0 

A0 

Armonfi.OfflHnul+SO Aimcivsli^iHtg+lS 

- 

SiJfl(M«IU3itier M 

BOOTS 

250 

e Tanned hide SquKS 

iSleel Ingct 

0 

0 

A9 

Ajm3rvs.ft«wii3l+30 Aimoivsli^wi^ tiS 

- 

5wtJ«fle]itier Bocc 

BOOTS 

AM 

ll^redhiffeSguiies 

2 SiE^I Ingas 

0 

0 

55 

Arirar^fl?fi^+30 AimorvsliSBtng+15 

- 

SDidttKtteiiher Bocc 

Boots 

700 

t Tanned hide SquMes 

3 Sred logos 

0 

0 

61 

Armor v^EHnmil +30 Aimoivs limning +13 

- 

St«tfc4t^(tier Boos 

BOOTS 

1,0M 

lb Tamed Hide SqiBfs 

3Sie^ iigos 

0 

0 

67 

AnriorvsB?fkdiQl+30 ArmorvsIi^Hii^+l^ 

- 

Luther Boots 

BOOTS 

1,5M 

25 Tanned HideSquies 

4 Steel hgos 

0 

0 

70 

ArinorVuHefiBiQl+30 Armor vs li^HHigtls 

- 

StitUHt Luther Boris 

BOOTS 

l^OCO 

50 Tanned Hide Sqifires 

5 BeldrimoSteellneoi^ 

0 

D 

70 

Armor^Henm3l+30 Armorvsb^HU^+15 

- 

SMtfcd Luther Boots 

BOOTS 

15^i»3 

50 Tanned Hide Squid 

s Deldrimor Steel 

isGlotedErioplasm 

isCbiiMSbar^ 

70 

ArmorvsBeiHiEal+50 Aimorvsli^tiiig;+l5 

- 

Qflistie Boots 

BOOTS 

m 

ATannedhiL^SquKes 

1 Scale 

0 

D 

40 

Armor^ElenifiQl+30 Aimorvsliire+is 

- 

Qfifstie Beets 

BOOTS 

250 

eTannedhic^Sqitfes 

1 Sale 

0 

0 

49 

Armor^BarBntal+30 .^imoivslft+is: 

- 

OnJtntiei Eoots 

Boots 

Ace 

j Tanned hide SquHes 

2 Sales 

0 

0 

55 

.Armor sl BeiBital +50 Armor vs fine +15 

- 

OfifSfie Etets 

BOOTS 


t Tanned hide SquiH 

5 Sales 

0 

0 

61 

Armor ^BeiHTtal +30 Armor vs Ifc +15 

- 

Beets 

BOOTS 

1,C03 

M Tamed Hide SqiBfei 

3 Sales 

0 

D 

67 

Armor ve. Befartal +30 .Armor vs fire +15 

- 

Oiifscate Eeets 

BOOTS 

1,&M 

25 Tanned HideSqtuffes 

4 Sales 

0 

0 

70 

Armor 'fi-BetiHial +30 Armorvsfife+15 

- 

OlrtMrie Beets 

BOOTS 

ii,';>M 

50 Tanned Hide SquRi 

5 Sales 

0 

0 

70 

Armor^feiiHnlal+30 Armor vs fire +15 

- 

DftesieEeets 

BOOTS 

li,C»3 

50 Tanned Hide SquRS 

5 Sales 

15 Globs dBKfrtnsni 

i5i[^ijiltjiSkds 

70 

ArmortBesnuflal+so AimDrvsfire+l5 

- 

leidHr Beets 

Boots 

50 

1 Tanned hide Sqac 

0 

0 

D 

25 

Afmorv5.BeiHfQl+50 - 

- 

leiiiei Beets 

Boots 

IM 

2 Tanned hide Sqywes 

0 

0 

D 

AD 

Anmor^flesHiial+50 - 

- 

leitfH Beets 

Boots 

250 

5TannedHdeSqu«0 

0 

0 

0 

A9 

ArmorvG.flesHiial+30 - 

- 

Lerfiet Bents 

Boots 

AM 

4 Tanned hide SqjnB 

0 

0 

0 

55 

ArmorV5.0»mMal+JO - 

- 

l«l)ei Bents 

BOOTS 

TOD 

■5 Tanned hide Sqjws 

0 

0 

0 

61 

Armorvs.0j*Hital+3O * 

- 

l«dfKf Beets 

Boots 

1,0M 

t Tanned hide Square 

0 

0 

0 

67 

Armorvs.Be«sital+30 - 

- 

Bents 

BOOTS 

1,5M 

H Tamed Hide Squid 

0 

0 

0 

73 

Anrnrvs.Bentwal+JO - 

- 

MESMER COATS 


COff 

150 

U&jhsofaHli 

3B3llSdliih^ 

0 

0 

3D 

Mix Bneig? *5 +1 5 Amor ulifeCafling 

- 


ccw 

250 

16 Bob d Goth 

3 Boll} of br^ 

0 

D 

39 

Mix Bnfiff #3 + 1 5 Aimcitttlils Cajiing 

- 

Omit inti 

cow 

AM 

240cjBCfCl3lh 

sBobdJjiH* 

0 

0 

A5 

Max BiH^ +5 + 1 5 Airnoi uhk Casnng 

- 

OmifkaJi 

COAT 

700 

270c1b r:f Oorh 

tBollsofljftsa 

0 

0 

51 

MaxBieJgif+5 +15 Amroaiihk Casting 

- 

Omitk^^ 

CWI 

1,DM 

H0olBDfCb[h 

t Bolls of bnei 

0 

0 

57 

Max Bnergy H +IS Apca ulife Casting 

- 

CD*^f/tnie 

m 

1,503 

73 0cJb of G3[h 

12 Boisdiim 

0 

0 

60 

Max Bihet' *5 +15 AportthfeCasting 

- 

Ncb^Mrc 

COff 

li^OM 

ISO Bdis i]f Ooih 

IS BobdOimi 

0 

0 

60 

Max &iHgf *5 +15 Apr?! tthleC^'ng 

- 

hiM?Aijrc 

Wfl 

15,0® 

ISO Brills ci cklllt 

15 BebdTUflifik 

45GlotedEiKi{)f4Sni 


60 

Max Biergv +5 +13 Armor nlile Casting 

- 

Bidattef’s Attire 

COff 

150 

11 Bolts Off CImIi 

SFilesofdiienieDiCE 

0 

D 

30 

MaxSoBJEf+fi 

- 

Hidiane^r's Attire' 

COff 

250 

16 Bob ol Cloh 

sPilesofdimfigDtJst 

0 

0 

39 

MaxEnefEiT+fl. 

- 
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NJME fVPE 

m 

Colt 

ivuterial 1 

material 2 

MATtRaa 1 

IVlATERMi 4 

ARMOR ItVEL 

Effect i 

Effect 2 

Effect 3 

Anire 

CCW 


240cJcrfOoih 

6FilesofClliuritieOta 

0 

0 

4S 

MaKBner^^4« 




eWT 

m 

37 Beits 1^ Cl][h 

OPilescifOliiiarigOya 

0 

0 

SI 

MaK&ietgf#e 

- 

- 

&¥hner'^ Aliirij 

CCff 

1.W3 

SBolKofCkuh 

BPilesoifOlfBeiiigOtia 

0 

0 

57 

M3!!&ieref*6 

- 

- 

&MlunGei^> Anire 

COff 

1,500 

7J0ciE of (lllh 

13 Pitecffifaeinfiltet 

0 

0 

60 

Mas(&iei]^te 

- 

- 

9»dHntef's.*liire 

OW 

15.0W 

150 Beits of Ctoth 

IS PlbofCihwifiE^ 

0 

0 

60 

Mai(&iefgf*5 

- 

- 

Alir^ 

COT 

UOCO 

150 Beits of dctii 

IS Pibofc^is^Eitist 

43 Clots ^Eogpbsm 

43 0'b#iiStBrds 

60 

Man Energy +5 

- 

- 

hrfoiMS AiD(^ 

COT 

150 

tlBoltsQfdsh 

5 sill 

0 

D 

30 

Maif&iEJgytg. 

4|5 Armonyhi^aaing 

- 

l^artMi>3'iAlti(e 

COT 

>50 

lOBototCldh 

5 Sill 

0 

D 

39 

Mait&iefjfti 

■fi5 Amnorwlhleoaif^ 

- 

l^ifgfiKf's Aitir^ 

COT 

^00 

34BciE of Chth 

gsill 

0 

D 

45 

MaxEneigy*^ 

+15 Armor vMeciUifig 

- 

^ifonuf's Altirs 

COT 


37SciE of Doth 

9 Silk 

0 

D 

51 

ManEnErarti 

+15 Arnionnliilcaaing 

- 

PaiAiiiKf'^ Aitirp 

COT 

l,OM 

35BciEof Doth 

9 Silk 

0 

D 

57 

MaKEnetgi'+S 

+15 AjmonaWefMb’ng 

- 


COT 

1,55] 

23BciE of Doth 

iisifc 

0 

0 

60 

MaxEnerg'i.'ti 

+15 Armorirfifeaaing 

- 

\%MHa'sAlti[p 

COT 

li^OO] 

150 Beits of Doi 

issik 

0 

D 

60 

Maj;EnBi]fft6 

+15 ArmoiWhfefjiting 

- 

ViuiMiS.Aiiii^ 

CCW 

15,003 

35Q Bolts of DjtJj 

17 31k 

43Giji%tTEilif{id'im 

43 OtjxSil Sludi 

GO 


+15 All 1101 ’Hllle4.45tiF^ 

- 

RCfiw's.^re 

COT 

50 

6BciE of CblTl 

0 

0 

0 

15 

Ma>:Enet?fi4 

AmiorvsMiifaid+Kl 

- 

ficpH'iAllirp 

COT 

130 

12 Bo Its 'Of Goth 

3 Lealhef Sguaes 

0 

D 

30 

MaxEnet^fH 

Armor vs fii/sol+w 

- 

Ropp's.^tlire 

COT 

250 

leEofeotDoth 

3 Lesthef Squises 

0 

0 

55 

MaxEnHg¥^4 

Armor vs 

- 

RqpH'sAJire 

COT 

^CO 

24 Beits of Cbth 

6 Lealher Squas 

0 

D 

45 

MaxEnetgfH 

Armor vs f^tysol+B 

- 

Jtopp'iAaiire 

COT 

700 

270cit5of Cbth 

9 Lealhef Sqtas 

0 

D 

51 

Max&iE(jrt4 

Armor vs rtij^+B 

- 

fiGEue'sAnir^ 

COT 

1,(55] 

550cit5Of Cbth 

9 Leathef SqBwes 

0 

D 

57 

Max&ietjfa 

AimorvsFlijsi(Bl+[‘] 

- 

Repp’iAllire 

COT 

1,50] 

7S Beits of Doth 

12 Leather Squics 

0 

(J 

60 

Max&iBJgf#4 

Armor vs 

“ 

Repp's Amr? 

COT 

13.05] 

EOBeitsofCloSi 

IS EbnanleltfwtSriJOres 

0 

D 

60 

Max&ieijfri 

Armor vs %mI+b 

- 

Aopp'sAnirp 

m 

13.00] 

150 Beils of Doth 

IS Ebtianie^ Squares 

4SGb'bsilEiE)|tTasm 

4SDts«3iiiSlia^ 

60 

MflXBnHgfiJ 

Armor 'rsrt^|ii3l+B 

- 

RfgllA^ 

CCW 

IW 

ti Boteof Geeti 

3 Silk 

0 

D 

SS 

Max&ietgfr^ 

Armor vs ^*s 

- 


COT 

250 

IB Bob oi Cloth 

3 Silk 

0 

1] 

44 

Max&ierjf’fS 

Armor vs Erti-S 

- 


COT 

fll5] 

246oiEOfCbih 

BSilk 

0 

D 

SO 

Max&iygF*s 

Armor vs £ali^ 

- 

RejilA^ 

COT 

700 

370CiE ef Cblh 

9 Silk 

0 

D 

SB 

MaxEneiecH 

Aimorvs Earti-5 

- 

Refill Aw? 

COT 

1,KB 

H0CitSCfDDth 

9 Silk 

0 

D 

63 

MaxBneigf+S 

Aimorvs tsd-S 

- 

Refill AW 

COT 

1,5)3 

350eii3 ef Goih 

i3Slk 

0 

0 

6S 

Max0ne^4^ 

Atmorvs Earti-5 

- 

Refill Aw 

COT 

U,|))3 

tsO0eiisefODih 

ISSik 

0 

0 

6S 

MaxBnei^^tS 

Armorvs Earti-5 

- 

StyWiAiii^ 

COT 

SO 

jBeitsofOoih 

0 

0 

0 

IS 

^lax Energy fS 

- 

- 

St^Aiire 

COT 

liO 

60oiisef Doth 

0 

0 

D 

SO 

Max Energy 43 

- 

- 

StiiiiAw 

COT 

250 

tloiis c!f Cbih 

0 

0 

0 

S9 

MaxBiEigy^S 

- 

- 

5F(E4tABiE 

COT 

m 

U Bolts of Goth 

0 

0 

0 

45 

Max&iergy4> 

" 

- 

StfldiAnrE 

COT 

m 

240oicof Doth 

0 

0 

D 

51 

MaxBiHEVti 

" 

- 

SeiidiAiiiE 

COT 

1,053 

370ciGOf Doth 

0 

0 

0 

57 

Max Energy *6 

- 

- 

^rtiiAdie 

COT 

1,503 

HBciEof Doth 

0 

0 

D 

60 

Max Energy *6 

- 

- 

NECROMANCER CO AT & 










Bombceluric 

COT 

so 

fiTjined NdeSquie 

Q 

0 

D 

15 

MaxEnetgyto. 

Armor vs %ij»l+ts 

- 

Bmetee Tunic 

COT 

13»] 

li Tamed HideSqtoffi 

12 Bo>ne 

0 

D 

50 

Max Energy 

,Armorvsfefihg+T5 

- 

BonekeTun'e 

COT 

250 

isTamejHideSqiBis 

12 Bcine 

0 

0 

59 

Max Energy 

Armorvsfe(iit|+l5 

- 

Bcneke Tunic 

COT 

^03 

24Tanne-JHbeSquaes 

24 Bone 

0 

Q 

45 

MaxEnetgyt6 

,4jmorvsl%ii)f+t5 

- 

Bcneke Tuic 

COT 

?30 

27 Tanned Hide Stjuaes 

27 Bore 

0 

[i 

51 

MaxEneigyt^ 

Aimorvsrkfiitj+15 

- 

etwke Tunic 

COT 

1,053 

55 Tanned Hide Squaes 

33 Bone 

0 

D 

57 

Max Energy 

Armorvsferiitj+15 

- 

Bowke Turic 

COT 

1,553 

75 Tanr^l Hide Squires 

75 Bone 

0 

D 

60 

Max&ietgy*3 

Armorvsfefijtj+lS 

- 

BowkeTuic 

COT 

13.55] 

isiTenned HdeSqjws 

150 Bort 

0 

D 

60 

Max&ietgyt^ 

Armorvsfeiiitg+l5 

- 

BmkeTuic 

COT 

13.55] 

BoTmned Ht^SqwE 

150 Bone 

43 clots dfEttDf^sm 

43 0b^Sla^ 

60 

Max Energy « 

ArmorvsferaiK+ls 

- 

Icmwaof'sTjiic 

COT 

IW 

)l Tamed HideSqiarti 

3 Steel Lificts 

0 

D 

40 

Max&ieigy+s 

hcrea50dd«ogevi Hcly 

- 

liinitiK^f'sTiric 

COT 

250 

13 Tarred HideSguts 

3 Sle^ hfiots 

0 

0 

45 

Max&iHgyt* 

kre^diinig°>tNciy 

- 

imPittf'sTiriic 

COT 

45] 

34 Tanned Hide Squires 

b Steel hfiots 

0 

0 

SS 

MaxBiergyt6 

ki^rdamgeviNciy 

- 

tdiPonrsTinic 

COT 

700 

27 Tanned Hide SquMes 

9 Sie^ hfiOG 

0 

|] 

61 

Max&ietgy46 

kreaseddiinu^'i'SHciy 

- 

toiHfleDftTinic 

COT 

1.053 

55 Tanned Hide Squres 

9 Steel bfijDts 

0 

0 

67 

Max&i0gf4S 

Hciy 

- 

lenpinrsTiJiic 

COT 

1,553 

75 Tanned Hide Squires 

13 Sieel Irps 

0 

0 

70 

MaxBietgy+S 

ki^ danugevi Hcly 

- 

TcmewTsTiriic 

COT 

U553 

ISO ranted HdeS^ure 

IS Deldrimoi S4ed Hfioa 

0 

D 

70 

Max Energy +> 

hcieaseddanugevs Hciy 

- 

imwfliOfsTijii: 

COT 

1i.»3 

isoT^nod HideSquuB 

IS Mdrinxtf Suel nijcts 

4SCk]tst^Eaofiasni 

43Dtsibi^Aafds 

70 

MaxBneigy46 

mcraaseddPugavivHofr- 

- 

fjftJIfiTyniC 

OTT 

150 

Tanned Hide Squires 

1 LeaifH Squaes 

0 

0 

SO 

Max Energy 4j 

AimorvsPie*tni+IS 

- 


OOT 

250 

laTannad HideSqiwei 

5 Leaihor Squires 

0 

0 

S5 

MaxEneigytS 

Armor vs PievtiiS+iS 

- 


<OT 

4M 

34 Tanned Hide Sqwes 

0 Leather Squaes 

0 

0 

4S 

MaxEneigy+s 

Aimor vs feich|+>& 

- 

faults ftinic 

COT 

700 

37 Tanned Hide Squires 

9LeaihefSquaes 

0 

0 

SI 

MaxEnygyr^ 

AimorvsP^+lS 

- 

fawCsHuiic 

COT 

1,W3 

35 Tanned Hide Squaa 

9 LealfH Squads 

0 

0 

S7 

Max Energy ts 

Armor vs Pieithfi+iS 

- 

FauiCs^nic 

OOT 

1,553 

75 Tanned Hide Squirei 

12 Leather Squies 

0 

0 

60 

Max&ieigyt^ 

Armor vs fetch! +iiS 

- 

GdeCs Tunic 

COT 

13,553 

ISO Tanned hideSquie 

15 EiotianUudHiS^Eres 

0 

D 

60 

MaxBiergy45 

Armor vs feraig+ts 

- 

G^s Tunic 

COT 

13,553 

ISO Tanned HdeStruies 

15 EioiianlfilHrSaMS 

43GiobsdEaD(h7n 

43 0h^SlErid5 

60 

MaxBiergyt5 

Armor vs fcichi+lS 

- 
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Armor cont. 


NamI 

Type 

Cqlp 

Material 1 

Material 2 

Mattriu } 

IVUnniN. 4 

Armor Uvel 

EFFEa 1 

EFFEa 2 

EffeU 3 

KtauUuiifc 

COff 

m 

n Tanned HiijeSi^ 

SSiHlIi 

0 

0 

4D 

MaicBne^y*5 

iner^t!in»S€V^ Holy 

- 

^!fOTlu:Tu^ic 

COff 


16 Tamed Mil S' Squv® 

iMi 

0 

0 

4? 

Maic&ie!igf*5 

hcrgaE^dMHGev^ Heir 

- 

N<atii:Turic 

COW 

ato 

24 Tanned HiJeSnix® 


0 

D 

55 

MaicBieJgf+5 

hci^tljiru^Y^ Hcly 

- 

^MraE: Tunic 

COW 

;oo 

27lanrHd MideSqaiiei 

m\i 

0 

0 

61 

M3!(Bneig?f& 

hcr^iSm^vt Hcly 

- 

NMuic Tunic 

COW 

1,0M 

33 Tanned Hide Sqitite^ 

95heili 

0 

D 

67 

LlaicBiergftj 

hcr^dant^^^^ Hcly 

- 

NNrai: Tunic 

COW 

1,»3 

75TanrHd Hide Sows 

12 M 

0 

0 

70 

Ma/c&ieipts 

in;r^4)i4^n Hcly 

- 

Kw«c Tunic 

COW 


ISO Juried HdsSqifWS 

ISSPelb 

0 

D 

70 

Mas;BnefEf*> 

hcresMd iJji«ee^n Hcly 

- 

Tunic 

CCW 

U,») 

ISO Tanned Ki^S 4 ute$ 

isShelH 

4lCbtsdW4sni 

45i](tisi(fenShrds 

70 

Mai(Bneiffft5 

hcre3saJ4iiH$e^^ Hcly 

- 

GtsiScar Pjnern 

cow 

IW 

n Rols of Paitiimwi 

0 

0 

(J 

3D 


- 

- 

Ohm S(4f Pattern 

cow 

iCO 

le RcJ|$afpJ!ctim(fl. 

3 1^1)05 

0 

0 

39 

MaicBieigtf*« 

- 

- 

Ohm Scar Pattern 

cow 

300 

MRdlsof ParchnHii 

Ol^herj 

0 

0 

45 

MatcBnefgy^e 

- 

- 

OHM^'ar Panern 

cow 


27RcJlsof PjChllHIi 

OFeabeis 

0 

D 

51 

MacEneiETf* 

- 

- 

Ohm Suf Pattern 

oow 

aw 

27 Rolls of Par dinH* 

^Teaiti0s 

0 

0 

57 

Maic&iHf?*« 

- 

- 

/Kvi DjfttArn 

ma 

aril 

DrJItnf Cw^irkM 

n FsarHapf 

n 

ft 

Aft 

ll3v Eiunu J.2. 



Ohm SfjT Pattern 

COW 

a, ODD 

ISO Roll; o1 ’..yiuTi 

IS FeattHfs 

0 

D 

6D 

MascBing^fR 



Ohm Sur Pattern 

COW 

a,0Dc- 

ISO Rail; nl VeUun 

IS Feab?rs 

45Gb^i^E)(i-a{^ 

0 

qD 

Maic8ae(^«9 

- 

- 


oc^r 

4W 

24 Tanned HideSqMies 

6 hps 

0 

0 

4D 

MaicBien^t-r 


- 

Fa^luric 

cow 

T'DO 

27 Tanned HideSquifu 

0 Steel hg»s 

0 

D 

46 

MaxBaergftS 

- 

- 

PagnTunc 

cow 

l.HM 

33 Tanind Hide Sqtma 

9 Steel hps 

0 

0 

52 

MaxBw^ftS 

- 

- 

f^Hinc 

ccw 


75 Tanned HideSqiuia 

12 Steel lp@Hs 

0 

D 

55 

MatcEnergiftS 

- 

- 

Ncouiuncer's Tuni: 

cow 

5D 

3 Tanned HefeSqui® 

0 

0 

0 

IS 

MatcEnengfti 

- 

- 

Ntaunancer's Tunic 

cow 

150 

6 Tanned NdeSqiiues 

0 

0 

D 

3D 

MaicBi6ig?f-i 

- 

- 

■CMMiunc^i'B Tunt 

cow 

250 

s Tanned HdeSijJifes 

0 

Q 

D 

39 

MatcEneigi'tS 

- 

- 

NenKiMreiei's Tuni: 

cow 

400 

n Tamed Hide Squues 

0 

0 

D 

45 

Mate Energf 1-5 

- 

- 

ftfOHiMncers Tunic 

cow 

™o 

24 Tanned Hide Squr® 

0 

0 

0 

51 

Mate Enagf 1-5 

- 

- 

^couMicdi's Tuni: 

cow 

\m 

27 Tanned Hide SqaiH 

0 

a 

[1 

57 

Maic Energy i-j 

- 

- 

MaroMiisi'^ Tuni: 

cow 

1,»D 

33 Tanned Hide Sqfliia 

0 

0 

D 

6D 

MaKEnfirgifti 

- 

- 

PaptT^nc 

cow 

150 

THamedHideS(pfK 

3 Granite 5li)fi. 

0 

0 

40 

MajiEneigftS 

hcr^d dums^ri Holy 

- 

I^Tunc 

cow 

250 

13 Tarred Hide SqtBB 

3 Granite Sis 

0 

D 

49 

MaicEnMgfi-5 

bcreas^ddiiu^vs Holy 

- 

I^Mc 

cow 

Am 

24 Tanned Hide Srprei 

6 Granite Ms 

Cl 

n 

55 

MaicEnBigjftS 

hciea^ddauigei'sHcly 

- 


cow 

m 

27 Tanned Hide Sqaiies 

9 Granite M 

0 

D 

61 

MaicEnetgiFi-S 

hcreasdidiiniiiseH Hcly 

- 

i^Tiiric 

cow 

\m 

33 Tanned HdeSqmr® 

9 Granite M 

0 

0 

67 

Maic&ift(giFt5 

hcteaffiddwifgeviHcly 

- 

FagmT^nc 

cow 

1.5/M 

75 Tanr®l Hide Sqiufes 

12 Cn^nile M 

c 

0 

TiO 

MatcEnejgfti 

hoeaG^d dantsevi Hcly 

- 

Tuii: COff 

EUMENTALI ST COATS 

15,000 

150 Tanned H(^5 (|uib 

15 Granite M 

a 

D 

71 O 

Matc&iergft-i 

hasa»ddwii®EK Hcly 


ABraront*!^ Rcte 

cow 

150 

12 Bob of (Tall 

3EbboflM« 

t) 

D 

50 

Maic&tHgff-i 

Amnar'iiili^imjtTS 

- 

AewaHnRf'i Ret® 

cow 

250 

16 iobotClcdi 

3Bob(jfTin« 

0 

0 

59 

Max&iHgf*5 

Amieir¥i Qdtaifig *15 

- 

Awmncef'j Rcl:® 

oew 

4W 

24 Belts cfCtath 

EBobofyiHq 

0 

D 

45 

Max&iHgf*4 

Mmarv^li^siii^fiS 

- 

AeUMMnc^r^ Ret® 

cow 

TOO 

27Bdf5cf ebb 

9BeibafliiH« 

0 

D 

51 

MaitBlei^i^ 

AmiorviUtfAfDig'tlS 

- 

/twranc'crt Ret® 

ccw 

i.ooa 

S3 Bob of Dab 

gEoboTTiiHi 

0 

0 

57 

Max&iHgf4-5 

Armor *15 

- 

rtw#i£?i'5 Ret® 

cow 

1,503 

75 Belts cfCbb 

12 BoboHitiers 

0 

O 

6D 


Aimorvi U£l*n^ *T5 

- 

Aetotfuncert Ret® 

cow 

15.0M 

ISO Bcb cf Qab 

15 BC'bialOAAi^ 

0 

0 

6D 


AimgrvUi^«itis*T5 

- 

Ret® 

cow 

li.OM 

ISO Belts of Qab 

15 BcbclOiB4sk 

45Gbbsd'teftasrn 

440JaMj9iSlion(fa 

60 

4k6ietgf*5 

Aimorvi *15 

- 

Ceemneer^ Rebe& 

cow 

lEO 

Q&abofaMii 

3 Crania M 

0 

0 

30 


AimotWL E#b+i5 

- 

C<(n}ficer& Rebei 

cow 

250 

16 Bol^ o1 Gcb 

3 Claris M 

0 

0 

39 


Armors *15 

- 

iS(«A3ficers Mit 

ccw 

4M 

240eltscfCbb 

OGiariteM 

0 

0 

45 

Msi;Eneitft5 

Arnior A Earb *15 

- 

CMiaamer^ Rcibe^ 

cow 

TOO 

270elt;cf Gab 

9 Granite M 

0 

0 

51 

MaJcEneifftS 

AmiotKtlab+15 

- 

Gwiaocer^ Rc'be^ 

cow 

1,»3 

ssBcitscfCbb 

9 Granite M 

0 

D 

57 

MaicEne«g?*5 

AmiQivs Earti+I5 

- 

Ocntficer^ Robe^ 

cow 

1,500 

7S0cbcfCbb 

12 aaniie M 

0 

0 

6D 

MaicBi0g?t> 

Amiorvi Earti+15 

- 

GNAVtcer^ Robe^ 

cow 

14 ™ 

ISO Belli cf ebb 

IS Ganiie M 

0 

D 

6D 

Mii!&ieJgf*5 

Armor yi Eaib +15 

- 

Gwwnceri tobej 

ccw 

I 4 OM 

ISO Bdis cf Oab 

IS Cfaniie M 

45Cbtedfaofi^sni 

43C9^SlHn^ 

6D 

MaicBnefg^*5 

Armory^ Eub *15 

- 

MonjAcers Ret® 

cow 

50 

e Belli of ebb 

0 

0 

0 

15 

MaicEnetf?*5 

AimorviF«+l5 

- 

fycdutic^ns Ret® 

ccw 

150 

12 Bobofdcch 

3 Sales 

0 

D 

3D 

MaxEnefgFtj 

Aimorvsi fitf +15 

- 

PiKKiwcers Rot® 

cow 

250 

16 Bobotclob 

3 Sales 

0 

0 

39 

^laicBneigtftj 

Aimorv^r«+l£ 

- 

Furcnyrrens Rot® 

cow 

400 

24 Bob cf dab 

6 Sales 

0 

0 

45 

Masc&tejgfH 

Armor +15 

~ 

i^iAvicen$ Rot® 

cow 

M 

270cl[;cfCbb 

9 Sales 

0 

0 

51 

MatcBieg^H 

Armory fife +13 

- 

Piiauncers Rot® 

cow 

1,0>3 

33 Bcle; cf ebb 

9 Sales 

0 

D 

57 

RlaicEnergTt^ 

Armor vs fire *15 

- 

Pfrauflcei'i Rot® 

ccw 

l.SOO 

7S0dt3rf ebb 

12 Seals 

0 

0 

6D 

MajtBieig^t5 

Armor VI fife *15 

- 

F^niufloer's Rot® 

ccw 

14 m 

ISO Belts cf Gab 

15 Scabs 

0 

D 

6D 

MaK&ier^H 

Armor vs, fire -115 

- 

PilUIUfEiEnS Rot® 

CjOW 

I 4 OB 

ISO Belts of ebb 

IS Scabs 

45GblH(lEiaa{ijsni 

45 OTsitfanSfHi^ 

6D 

Mate Energy 1-5 

Armor Vi fire +15 

- 

/d^sRct® 

ccw 

l,OM 

33 Belts of Gab 

9 Silk 

0 

0 

57 

Mate Enengif 1-5 

AtmorviEbrKfltel+5 

- 

A^sRcT® 

cow 

l,5fO 

7iBcltsof Gab 

12 SIR 

0 

0 

60 

Mai£&lHgfi-5 

Aimorvi 0a»3iBTi-5 

- 

W^Rct® 

cow 

I 4 OM 

ISQ Belts of Gab 

15 SIR 

0 

6 

60 

ManEnergifi-s 

Aimorvi &Mttal+5 

- 
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Armor Appendix 



Armor cont 

NMr rvpG 

m 

Gold 

Material 1 

Material 2 

Material 3 

(VUnniAA 4 

Armor ii vel 

Effect 1 

Effect 2 

Effect 3 


ccw 

50 

jecJiiofcbih 

0 

0 

0 

15 

MaKBnet^^tS 


B. 

SoimMs 

cow 

1M 

eQcitj cf Cbih 

0 

0 

D 

JD 

MaK&ietjf^t5 

- 

- 

Robej 

CCff 

ISO 

5 Bells of Cloltl 

0 

0 

D 

55 

MasiBnergrtS 

- 

- 

8aK«3ft5ts Robej 

COff 

m 

n Balts of Occb 

'3 

0 

D 

45 

Max&ietgftj 

- 

- 

Sawflclif & 

COff 

m 

54 Belts d/ C bth 

0 

0 

D 

51 

MaitBaefgift5 

- 

- 

Sawcli^s Robe^ 

COff 

1,000 

37 Belts £5f Cbth 

0 

0 

D 

57 

MaKEnefgr+5 

- 

- 

SaiHzz^s Robe^ 

CCfl 

1.5A0 

J5 Belts of Cbth 

0 

0 

0 

6D 

Maii&aEtgft5 

- 

- 

HfdiiMGnt.'Er's Rot^ 

<m 

ISO 

11 Bolts eif dab 


0 

D 

30 

MaK&iagfti 

Aimor\ftGaM+lii 

- 

ffldRMKte^ R]b« 

(m 

150 

iftBobotClah 

3 Stalls 

0 

D 

30 

MaxEneigvt^ 

.^orKGoM+B 

- 

HjdHHriEf's R]b« 

ccw 

AW 

i4BcJtsof Clath 

6^f^ls 

0 

D 

45 

Ua!!EnEigi?t6. 

^jmorv^{jil+B 

- 

HjAamanLEr^ Robe 

ccw 

m 

37 Belts of Cloth 

oshdis 

0 

0 

51 

MaKEnetgf+5 

,«aniorv^G[il!l4B 

- 

HjAwHnca^ Bobe 

cow 

l.&M 

33 Belts of Cbth 

9 delb 

0 

D 

57 

MaxEnetg’ftg 

AimorftQ)M4B 

- 

H^DomET'j Bobe 

cow 

l,5iM 

35BeJts ef Cbtbi 

13 Shells 

0 

D 

60 

Ma!!EnEtg|rt5 

Aimorv^Oil4B 

- 

i lpikiaE*ic.(j'j pAjLrj 

COfl" 

Ij,™ 

TJG D Jb a CIjUh 

i: ^liclb 

0 

D 

gc 

MdaDiq^i 

AjiMUI fi. Qll|-rU 

- 

HfithoRkfia^ Bobe 

ccw 

15.0M 

153 Belts of Cbih 

15 Shelb 

43CblsdE(l!lfta 

43 0tei^SMreh 

60 

ManEnEtgt'ti 

^orK{i)U4T5 

- 

MONK COATS 

sii^n 

COW 

1^0 

11 Bo Its '](f dab 

3 Silk 

0 

0 

35 

MastEnHEv+i 

AmiorvsGoU-i 

- 

SitEsiMt 

COW 

250 

laBoltsotclah 

3 Silk 

0 

D 

44 

Ma^EnEtEft5 

AmiorvsGoll^ 

- 


cow 

^00 

34 Belts of Cbth 

6 Silk 

0 

0 

50 

Ma!(&ieiEf« 


- 

5i(^'in«it 

ccw 

700 

37 Belts of Cbth 

9 Silk 

0 

D 

56 

MaK&iEiEf*3 

TiiniorvsCaU^ 

- 

SitR^rt 

ccw 

1,003 

35 Bolts cfCblh 

OSilk 

0 

D 

61 

MaK&ietgr*-> 

^jmorvSQUo 

- 


ccw 

1,»3 

?5 Belts Of Cbth 

12 SIR 

0 

0 

65 


AlmorvsCoU-S 

- 


ccw 

15,003 

I^GclisofaTih 

ISSik 

0 

0 

6S 


AmiorvsCoU^ 

- 


ccw 

15,033 

ISO Bells of Cloth 

issik 

45Cb'bsd&»e£asni 

45Qbs«£aRSI^i^ 

6S 

MaKBieteffri 

AiniorvsCoU'3 

- 

Sio^RinigiT 

ccw 

IM 

H Balts of Gotb 

SBollsdliftJfl 

0 

D 

SO 

Ma!(BieJ£;t6 

Cantor ysELant^l^S 

- 

SKt^Eamen 

CC^J 

150 

10 Bob ol Cloth 

SBallsdlio^ 

0 

D 

S9 

MaitBieierH 

Annorvsa5i»?Batt5 

- 

SKtedfiamen; 

ccw 

^00 

24 Belts of Cbth 

oBalisdiinffi 

0 

0 

45 

MastBnergfti 

Aimorvs Bantus 

- 

S««dRaniiin( 

ccw 

TOD 

27 Belts cf Cbih 

9Balisdiit«) 

0 

D 

SI 

Mai(Bnetgrt5 

APorw;teiwiatf5 

- 

SiosdRaflieft 

ccw 

1,0)3 

35 Bolts ef Cbih 

lEblisdliree 

0 

D 

57 

\ta:(Bne^44 

Ainiom OaiauUs 

- 

Sw«dRanie(H 

cow 

1,503 

7SBcltsefCbih 

12 BobdUnen 

0 

0 

6D 

Ma!(&ieigfHS 

Aimorvs ^wmftS 

- 

Svi^itou 

ccw 

15,003 

ISO Bdis of Cbih 

IS Bob d Dm#* 

0 

0 

6D 

MaK&ieigytS 

Arniorvs SauBalts 

- 

^^Rjiirvn[ 

cow 

15,0)3 

iSOGellsof Cbfla 

15 Bob d DmuI 

45Cib'tedEffitd^<ni 

45 0l}^5hads 

60 

MaK&iEtgict5 

ifijmor'H'sBaiiefialfS 

- 

AsKlc'sChctDeEi^ 

ccw 

150 

11 Rols of P^rdmen 

0 

0 

D 

3D 


- 

- 

Ascai'sChetDei^ 

ccw 

200 

\i Rolls of Patehnien 

3feftbas 

0 

D 

39 

Ma!(&iEtgv«a 

" 


AsGSE’sChfiCDesi^ 

ccw 

30C' 

34Rellsof Paehinen 

6fMbas 

0 

D 

45 

Mai!BaEtEf«& 



Ascak'sQKscDei^ 

ocw 

^03 

37RcHsaf PathnMrt 

9feah£fs 

0 

D 

51 

MattEnEtEff^ 

- 

- 

Ascat*! Chest DeEjpi 

ccw 

603 

33Rcllsaf Pachmert 

9Rahers 

0 

D 

57 

MaxEneig^t^ 

- 

- 

Ascat's Chest Desj^ 

cow 

S03 

TSRcllsof Pathtnam 

13 Faalhets 

0 

D 

60 

MaKEnEiEf*^ 

- 

- 

Aseak's Chest Desj^ 

ccw 

a.0K' 

150 Balls o1 'rflelliJii 

15 Faathees 

0 

0 

60 

MaKEnstgrtfl 

- 

- 

A«jak*s Chest Desi^ 

cow 

5,000 

15Q Balls C'i'TlellLni 

15 Feathars 

43CbtedfE(H)ftjfni 

[I 

60 

MaxEnEJEFf^ 

- 

- 

RtenkfQtment 

ccw 

50 

3BclEofCbih 

r] 

0 

D 

13 

MaiiEnE(Eft5 

- 

- 

MmlEiifnert 

ccw 

IW 

6Bclis of Cbtbi 

0 

0 

0 

30 

MajiEnEfEFti 

- 

- 

ktontRiiinent 

ccw 

250 

9Eeteef Cbih 

9 

0 

D 

30 

Mai(EnE(gf« 

- 

- 

ILtoiRiiment 

cow 

^03 

n Bated dab 

0 

0 

0 

45 

MaJiEnEtEfti 

- 

- 

KtoAEiiiment 

ccw 

TOD 

24 Belts cf Cbth 

0 

0 

D 

45 

Ma!(EnEtEF+5 

- 

- 

Rtont Raiment 

cow 

1,000 

27 Belts of Cbth 

0 

0 

0 

57 

Majt&iEJgrti 

- 

- 

UodlbRament 

ccw 

1,503 

55 Belts cf Cbth 

0 

0 

D 

60 

Mai(&iE9Ef*5 

- 

- 

’A’i«fc»ef's\'«tinenc5 

ccw 

50 

tBcteofCbth 

0 

0 

D 

15 

MaK&iEiEf'4 

Arniorvs 03 iailatt 5 

- 

lft'W»«'s\<sstirierlts 

ccw 

150 

fi Bated Gab 

3 Tanned Hid? Soj^s 

■3 

D 

30 

Ma^&ietfF*5 

Amiorft0giAa«att5 

- 

WmdeMrs'i^nrietis 

cow 

ISO 

IBBobotClah 

3 Tanned Bids Sqjsss 

0 

D 

39 

Mjx&ietEF*S 

ArmatviSaiaieiT^S 

- 

Wjmfctecs\^imerts 

ccw 

403 

24 Bolts efClaih 

oTanoedlTid^^flises 

0 

D 

45 

MaK&ietgj'frS 

/iittiotvs SataiuUS 

- 

WiftfcHE's'i^tmenc 

ccw 

TOO 

2? Belts of Cbih 

9 Tanned Hid? Sums 

0 

D 

SI 

MaKBnetgFfS 

Arniot'i'sBaAersal^S 

- 

Wwdetersi^tinerts 

ccw 

1,030 

55 Belts of Cbih 

9 Tanned Hid? So 0 es 

0 

D 

57 

Ma;(&ieigF*S 

toar^sSatewattS 

- 

Wiftfc«ft'»«tiner(s 

ccw 

1,503 

75 Belts cf Cbth 

12 Tarred HiJeSfWW 

0 

0 

6D 

MaJtBnetgftJ 

^porvsOerwiytS 

- 

WwfcttfiteiinenB 

cow 

150)3 

150 Solis of Cbth 

IS Tarred Hide Sw«s 

0 

D 

6D 

Mai(BneJEr*5 

AnaiorvsBai^^s 

- 

Tfc’jft!fcHfs;«iinenG 

ccw 

15,0)3 

ISO Bells cfOafli 

iSTarnKl HijeSwe 

45Cbl5Stf6»f)LlSrill 

45 Obsifan Shads 

6D 

MaiBnetgr+5 

Arniiarys&nerul^S 

- 

Cai5«^'(\fstin«nti 

ccw 

150 

uBabsddab 

i Sled b^Dts 

0 

0 

5D 

MaKBnetgFn 

APorviRi^+tO 

- 

OaBcTi'ifetitwis 

cow 

150 

leBobotciah 

5 Sled bjas 

0 

D 

39 

Mai(BnErgs'*j 

Ainior\isM^+tO 

- 

CaMrs'j^insnti 

ccw 

400 

34 Belts cf Cbth 

6 Sred bBots 

0 

D 

4S 

MaK&ieisvrt 

^jniorw;H^+» 

- 

Oensd'it.iesnn^ntj 

ccw 

TOD 

278cltsofCbte 

9 Sled hgm 

0 

D 

SI 

MaK&lEJfF*4 

Aimor'*s;f1rj^+^ 

- 

Censw^^^irenii 

ccw 

1,003 

3J Belts cf idath 

9 Sled bjas 

0 

D 

57 

Ma!(&iErgiF*4 

Arnior^Rj^+tO 

- 

Caifitri'a^inents 

cow 

1,503 

TSBcItsof Cbth 

13 Steel Irgffts 

0 

0 

6D 

Ma)(&ietgrH 


- 

hilse's Aments 

cow 

15,0)3 

ISO Belts of Cbth 

15 DdebnaotStedki^c 

0 

D 

60 

MaK&iEisi.'f4 

Arniotftfihi^+l') 

- 
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Armor cont 


Nwg 

Type 

COIP 

Material 1 

Material 2 

Materm 5 

IVUnnfAL 4 

Armor If vel Effect i 

Effect 2 

Effect 3 


ccw 

nm 

ISO ecJis rf ck3ih 

15 DeldriinjrSi«IHaj:c 

4iCtabstfE<Bp[jsni 

450bsi$anSliar(^ 

6D 

M3icBn«igf+i 

Armor w.ni^+ra 

- 

AsceK*sChetDd^ 

cow 

m 

12 RdIs PirdlTlEfl 

0 

0 

0 

3D 

MaicBriei?r*$ 

- 

- 

Ascsic'sQicEDeien 

COfiT 

iCO 

\i Rellsd'ParclinMn 

3F^0S 

0 

D 

39 

Maic&iagf'iai 

- 

- 

Asffiic'sChctDeipi 

cwr 

300 

2fl Rdlsoff Pj(hine« 

6fe1b05 

0 

0 

45 

Maic&iei^*^ 

- 

' 

Aseic'sCtetDea^ 

COT 

dCO 

ZTRdlsof Pjthinefi 

?feahei5 

0 

D 

SI 

Maic&iersif#^ 

~ 

- 


COT 

6W 

]3 ReJIsof Pantmaeci 


0 

D 

ST 

MaicBiHgifta 


- 

AssK'sChetDgj^ 

COT 

aw 

TSRi^lsofPanhmeM 

12 Feaihars 

0 

D 

6D 

Mas(Bieffif46 

- 

- 

Asc»'$ Chest Desi^i 

COT 

3,OCO 

150 Rolls d 1 l/eiliiii 

15 Feaihais 

0 

D 

6D 

MaicBier^ffi 

- 

- 

WARRIOR COATS 











AsdoflCuns5 

CjOT 

5D 

ftincfi Ingots 

i3 

0 

D 

35 

Anrror^H^ial+lD 

Damage-l 

- 


COT 

v.a 

12 Iron In^cls 

3 Fur Squares 

0 

D 

50 

Arrnor^flpot+lD 

Damage-l 

- 

AfdoDCurjs 

COT 

iSO 

16 Iron l3g.cts 

3 Fur Squares 

0 

D 

59 

Anr>or^Hrj3Ql+lD 

Damage -1 

- 

A£cic» Gihct 

COfT 

ICO 

II Ycfi Ingot 

€ Fur Square? 

0 

D 


AftTfanc-rtijacil ^ 10 

Dairiag-: 1 


/fi^CurBSS 

COT 

M> 

27 ken Irgot 

9 Fur Squares 

Q 

D 

71 

Turnor^Hijiol+lO 

Darriage-1 

- 

AsdoftCiinsE 

COT 

\m 

53 ken In^ot. 

g Fur Squares 

0 

0 

77 

Anrior^iil^ml+lD 

Damage-l 

- 

/sdcftOurGS 

COT 


25 ken Injot 

12 FurSquaffi 

0 

D 

50 

Armor )E.RRml+ 10 

Damage -1 

- 

Asc^nCiiniss 

COT 


150 Iren Ingots 

15 FurSqiJjes 

0 

D 

an 

Armor ^flh 5 fml+ 10 

Damage-l 

- 

AK^Qihss 

COT 

li,OM 

150 Iren In^ois 

15 FurSqiafi 

45 QbbscfEtii)|c^sn] 

450bsil9)Skacb 

an 

Armor55.rtpQl+lo 

Damage-l 

- 

dHiHiHil Haubert 

COT 

AVi 

12 Iron Inps 

0 

0 

0 

65 

Armor YS.Rijfi3l+ 20 

- 

- 

Ch^ilHauberl 

COT 

m 

24 km Ingots 

0 

0 

D 

71 

Armor «s.Pt^(+ 20 

- 

- 

Chinniil Haubefl 

COT 


27 km Ingots 

0 

0 

D 

77 

AnrBrlfiLflii^l+2D 

- 

- 

WViemKjuberk 

COT 

liO 

12 Iron In^ 

S Scales 

0 

D 

55 

Armor*. Rascal +10 

- 

- 

VkVJWfiWjuberk 

COT 

250 

16 iron ki^ 

S scales 

0 

D 

64 

Armor *.11^1 +10 

- 

- 

IhV^kfjuberk 

COT 

4W 

24 km Ingots 

6 Scales 

0 

D 

TO 

Arfnor*.ftV!^+iO 

- 

- 

V>V«<fk Hauberk 

COT 

TOO 

27 km ingots 

9 Scales 

0 

D 

76 

Affnor*.B^^+10 

- 

- 

ViVvenffiuberk 

COT 

1,000 

33 km Ingots 

9Sules 

0 

D 

62 

Ariror*.n^+10 

- 

- 

yfiwmHJuberk 

COT 

l.SCO 

75 rm Ingots 

12 Scabs 

0 

D 

as 

Annon6.llW(Cii+ ID 

- 

- 

Oia^HBul^ik 

COT 

15,(0) 

ISO Irm Ingois 

IS Scab 

0 

D 

as 

Armor*.PMcil+1D 

- 

- 

Ora^Heubeik 

COT 

150)) 

ISO Irm Ingiis 

IS Scab 

45Cko1?sdE(Kifllasni 

43 DlasilqnSliorij; 

as 

Armor *.n^+ 10 

- 

- 

QtiiDfHajbefk 

COT 

liC 

U Iron IngjCG 

12 TannKiHikSdtflMS 

0 

0 

SD 

Maj;Bi0gtf*J 

Armors fhfiial +20 

- 

GbnrHajbefk 

COT 

250 

16 lion kips 

i6Tanr^H(kS<»at« 

0 

0 

59 

Marc&ieijftj 

AimorviRi6ial+20 

- 

Qicb&r Hauberk 

COT 

aw 

24 km Ingois 

24 Tanned HiifeSriiaiies 

0 

D 

65 

MaicBieiE^tJ 

Ami(ir^Pl^+20 

- 

Qib&r Hauberk 

COT 

TOD 

37 km Ingots 

27Tani^Hid?5aMre^ 

0 

D 

71 

Maic&iHff+i 

Armors Pli6«il +30 

" 

Clifaer Hauberk 

COT 

1,003 

53 km If^is 

53 Tanned!^ Sevang 

0 

D 

77 

MiKBifirgf+j 

Armor vs; +30 

- 

iSdoir Hauberk 

COT 

1.503 

2S km Ingots 

43 Tanned Hide Srtfaies 

0 

D 

SD 

lt1aicEnergif+5 

AimiorvtH^^+30 

- 

(Saiaar Hauberk 

COT 

I 5 OM 

ISO Irm Ingot 

43 Tanned 

0 

D 

an 

MaicBiEifirtl 

.4rmiorvsn^acil+3£i 

- 

ClidiiDr Hauberk 

COT 

15000 

150 Irm Ir^ols 

43 Tanned Hide Sf|Nre 

4SCk)tedEaii{Tjam 

45 Clsilianyyrds 

an 

MaKBoergirfi 

Aimiorv&Flij«ol+39 

- 

Kri^sCtirass 

COT 

1,003 

53 ken Ingots 

9 Leather Squires 

0 

D 

7T 

Armor^n^^+io 

Dair^ge-l 

- 

Kii^Cjiass 

COT 

1,5^53 

75 km Ingots 

12 Leather Squares 

0 

D 

ao 

Armontflrjffil+io 

Damage-l 

- 

Kri^sQjiass 

COT 

1,503 

25 km Ingot 

12 Leather Square 

0 

D 

ao 

Armor*.n?i^+I0 

Damage-l 

- 

SoUiH's Cuirass 

COT 

TOD 

27 ken Ingot 

9 Steel kiEct 

0 

D 

71 

Armor*.Rii^+20 

- 

- 

Sotta’s Cuirass 

COT 

1,000 

53 ken Ingot 

9 Steel kips 

0 

D 

77 

Armor*.rtis^+20 

- 

- 

Hitenui) Ciirass 

COT 

1,0)3 

53 ken Ir^ot 

9 Steel kiEDG 

0 

D 

77 

,Armor*.R(i3C3i+20 

- 

- 

!t(enuilCijrass 

COT 

],5-)3 

75 ken Ingot 

12 Steel Ingffi 

0 

0 

ac> 

Armorifi.(l^^+20 

- 

- 

FtN^iuitCiirass 

COT 

15,003 

150 Iren Ingot 

15 DeldiirBrSeelkips 

0 

D 

an 

Armor*.rtFjf5Pol+20 

- 

- 

I'fatawikCijrass 

COT 

15.0)3 

1S3 Irm Ingot 

15 DeldiirRfrStedhgcts 

45 GbtBdfBrKfffaffll 

45Cilfijd^STBidi 

an 

Armor*. rtii9(aJ+ 20 

- 

- 

Mdut^ik 

COT 

50 

5 Irm Ingot 

0 

0 

D 

55 

Armor*.«^fl(jl+20 

- 

- 

ItiD^ Haut>eik 

COT 

153 

^ Irm Ingot 

Q 

0 

D 

SD 

Armor *.rtijw]l+ 20 

- 

- 

RiRgnai Hauberk 

COT 

250 

? Irm Ingot 

0 

0 

D 

59 

Arrr>or*.Ri5fsol+2D 



RANCER COATS 












COff 

liO 

12 Tamed Hide SquiK 

12 Bone 

0 

D 

4D 


Aimorvi Bsiawl+SO 

Armor VI Pbaij+IS 


CCW 

250 

idTamsdMideSquvs 

12 Bone 

0 

D 

49 

MduBieifj+S 

AimorwL +3o 

Armor VI Pbrci(jg+is 


COW 

^03 

24 Tanned HdeSODves 

24 6cne 

0 

0 

55 

MJKBlftfff+S 

Armor va BmraiF +30 

Armorvi Pisrcitg+i5 


CCW 

TOD 

27 Tanned HiJeSwift 

27 Bona 

0 

D 

61 

MaicBneriff+s 

Armor YL Bsiaicrl +30 

Aporvi Pbch£til 

RiWiife\tesi 

COT 

1,C03 

SSTanr^ HlJeSdoates 

33 Bore 

0 

D 

57 

MaicBnereffS 

Armors 09 »«kiT +30 

Aimorvi Pbch|+ls 

RwliiteV^ 

COT 

1,503 

75Tanr^ HijeSflwes 

75 Bma 

0 

0 

TO 

MarcBiafjf+S 

Armorvi Oi«aml+30 

Armor 'n PieiOTg +15 


COT 

I 5 OM 

isn i^ned HdeSqwies 

ISO Bona 

0 

0 

?3 

MaicBnergf+5 

Aimorvs; 0ifflaiJ3k+3O 

Armorvi Pbidij+i5 


COT 

150M 

isoTmr^dNc^SqiMie 

ISOfena 

45Cbb5tf(ii»pijsni 

43CManSl^d5 

TO 

MaK&ifjfftj 

Atmorwi 03i3B4i+3O 

Armor VI Pbidij+iS 

Omtsv^t 

COT 

IM 

a Tamed Hide Spies 

12 'Adcd Ptuts 

0 

D 

4D 

Mas;Biet|^«3i 

Aimorvi EJnef^l +30 

- 

OniifsVist 

COT 

250 

laTarmjHideSrpie^ 

12 W Fairies 

0 

D 

49 

MaicBier^^fA 

Aimorvi BskubT +30 

- 

OllHfSkfot 

COT 

d«3 

24Tanrvd HideSquies 

24 'Atod Flank 

0 

D 

55 

h(aicBner^+6 

Armorvi &nenE3l+30 

- 

OlWfSk^ 

COT 

TOD 

27 Tanned HkleSquees 

27'AtadJl3rtls 

0 

0 

61 

MaEBiei^jfa 

ArmoNii Benenul +30 
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Armor cont. 


\' 


Name 

fWE 

GOLt 

Matei^ial 1 

Material 2 

Materm 3 

(VUTERIM 4 

ARMOR ItVEL 

Effeiit 1 

Effect 2 

Effect 3 

OrwhVsi 

COff 

m 

JSTanr^HklfSQWfS 


0 

D 

67 


Man&ieigf+s 

Aporvsfe»aiaf>30 


OiMhViest 

ccw 

1,503 

7STjnr^HijeSdim« 

ii'AMms. 

0 

0 

TO 


MaKBnergfie 

Armor yiftnHiial >30 

- 


COff 

UOM 

m Tinned Hd?Sqwie 

ISO Weed Winls 

0 

D 

TO 



Armorvs^ toHiat>30 

- 

OrMfs'i^t 

COff 

1V»3 

l50T^rvd hi(^S4UKS 

iSOW'ccdM 

45Glo1Kt^E(lO{iLN]n 

43 0l»iJbnSlB'ds 

TO 


MaK^ejfiftA 

Armor v^lSeA^I >50 

- 


COff 

5D 

er^red Hcbsojua 

0 

0 

0 

2S 


M3!i&iergp+5 

Armor >50 

Armor vs Gold +15 

fifhnedVe^ 

CCff 

liO 

Idljmed HicbSquv^ 

j Fur Squira 

0 

0 

4D 


MaK&3ergy*5 

Armor vLBoneflEil >50 

Armor vs 'job +15 


cm 

250 

l&Tjnned HideSQUifs 

3 Fur Squara 

0 

D 

49 


Man Energy *5 

Armor'ASrnijtal>50 

,*jmorvsCold+ls 

f4f4iiKd<i'^ 

cm 

^00 

24Tanr^ Hide Sqmrs 

6 Fur Srjjafs 

0 

D 

55 


MaxEnEig|f+^ 

,Armorv^0w3Kl>5O 

,Armor'isCold +15 

Rf4in^'^ 

cm 

T'OD 

27 Tanned Hide Squtfs 

0 Fur Squara 

0 

D 

61 


MaKEneigifti 

AjmonA^^l>50 

Armor vs Gob +15 

fifhfEdVea 

cm 

1,0M 

s Tanne^d Hide Sqmies 

OFurSo^ara 

■3 

D 

67 



Armor vs Sefii^l >5(3 

iArmor'rsCob+15 

FifhnEdV^ 

cm 

1.M 

7STanred Hide Squffffl 

l2FurSqiaft5 

0 

D 

70 


MaxEnetg'fi-S 

Armor vs 0uwfuk5O 

Armor Gob +15 

F09i)«und 'H 

cm 

15^i»3 

ISO Tanned hide Squiies 

15 FurSepres. 

0 

D 

TD 


ManEnErgft^ 

ArmorvsS«€neai>50 

.%norvsOob+l5 

Raslittjnd 'H 

cm 

15.0B 

iSlTanned HifeSqmies 

15 FurSqLaftt 

45Glol?sdE(Ei{ia.sFn 

45DtetfcnSliani 

TD 


MaKEner^f^ 

Armorvs&ieiS3U50 

.Armor vs Grb +15 

sniiHJudiritii 

Lun 

I3U 

(£ Nirieu hliJe:»}iiii& 

jiiied iipi 

u 

u 

qij 



niiioi vs tmauoou 

,■^0101 vs U|^1[ll lllg+Lh 

SkUkI Lather 

cm 

250 

I& Tanned HideSqtflB 

3 Steel bEDts 

0 

0 

49 


MasfEnergifti 

Armor vs EbniEiitaft5C' 

.ijmorvs li^minE+iis 

^tvdJftlLejlher 

cm 


24 Tanned Hide Siiuns 

b Steel bEOts 

0 

D 

55 


ManEnHEfti 

Armor vs 03*?flEaU5O 

i^rmor'rs liEbring+B 

StuiltiH'^jther 'M 

cm 


27 Tanned Hide Square 

S Steel bEDt 

0 

D 

61 


ManEnHEf^ 

Armorvs fti»affiit>50 

,^jmor'.(s O^Ttring+lS 

StDiUHtl^lher 

cm 

l.HB 

55 Tanned Hide Sqiaei 

9 Steel bEOts 

0 

D 

67 


ManEnBtfff+5 

Armorvs 0«3ilat>5O 

Armor 'fis li^Ttring+15 

StBtUKR^lfier 

cm 

1,™ 

75 Tanned Hide Squita 

12 Steel Ingoils 

0 

0 

7i 


Man&iejgifn 

Armorvs 0em^l>5O 

Armorvs liEbring+n^ 

StDdied lather M 

cm 

15.0M 

ISO Tanned HdeSqjw 

15 DeloLimorSleelhscc 

0 

D 

TD 


MaKEnagf^ 

Armorvi0aii9i&t>5O 

Armorvs lighiring+is 

StodiedLAitlier 

cm 

15.000 

ISO Tanned hi(teSquiw5 

15 Del^tnofStedbgicc 

45GloteGfEdu{^5m 

430b^Stsot 

70 


Maji&ieijf’tS 

Armorvs &iasal>50 

Armorvs ljEbiring+l& 


cm 

1W 

ti Tamed Hide Squire 

3 Soiled 

0 

D 

4D 


Armor Yt.0eiHitaf+3D 

Armor vs fill +15 

Max Energy 43 

Orimie^^t 

cm 

2S0 

ID Tamed Hide Square 

3 Soales 

0 

D 

49 


Armor 36, Betisieal+'JO 

Armorvs fti +15 

MaEna[gy4i 


cm 

400 

24 tanned Hide Squue 

i Scales 

0 

D 

SS 


Ant>oMi6.0et»!fiJafr-SO 

Armorvs r« +15 

m Energy 45 


cm 

TOD 

2? Tanned Hide SquMa 

9 Scales 

0 

D 

61 


Armor %,0a«)anLal ^So 

Armorvs fti +15 

Mffl Enaigy4j 


cm 

1,003 

35 Tanned Hide Squaia 

9 Scale*. 

0 

D 

67 


Armon£,aetiifflatt30 

Armorvs fi« +15 

Max Energy 45 


cm 

1,503 

25 Tanr^ Hide Sqttim 

12 Scab; 

0 

0 

70 


Armor %,Oeffientalf 3D 

Armorvs r« +15 

Mfi Enaigy 45 


cm 

U003 

isOl^nedHdeSqiHiB 

IS Scab 

0 

D 

TO 


Armor ^,ffift3»afr-30 

Atmorvs fiff +15 

Mffl Er^igy-45 


cm 

U.033 

isoT^n&d hideSquue 

IS Slabs 

45Cbtsr^f'(»ftlini 

43 0b5atolShO(it 

JO 


Armor !?.0;ftifl£alf3O 

Armorvs fi» +15 

MasBneigy+S 


cm 

SD 

3t^ned hi^ Sgyiiue 

0 

0 

D 

2S 


AnnoritOei^r-SO MffiBoeJS^*5 

- 


cm 

150 

e Tinned hide 

0 

0 

0 

4D 


Armor «,a5Ki™t >30 Matt Energy *> 

- 


cm 

JSO 

^Tanned hideSqoiia 

0 

0 

D 

49 


Armor >30 

Mffl &iergf +5 

- 


cm 

4D0 

U Tanned HideSjwrw 

0 

0 

D 

5S 


Arironfi,tfeawiMt>30 

M«(&ieigy‘*5 

- 


cm 

TOD 

24 Tanned Hide Squiva 

0 

0 

D 

61 


Armor v,B^Kri!ak30 

M^ Beta- +5 

- 


cm 

1,COO 

27 Tanned Hide Squira 

0 

0 

D 

67 


Armor ^OeKfical >30 

Mk Berffr+i 

- 


cm 

1,503 

55 Tanned Hide Squva 

0 

0 

D 

T3 


Armonfi.&!nr(i£3l>50 

Mffi Energy +5 

- 


acm 

50 

2BcJEcf Cbth 

0 

0 

D 

15 


MaxEnergi't^. 

- 

- 

GM%(]tc^e 

Q.0VE 

150 

4Bdls of Cloth 

1 EioltiofLin33 

0 

D 

3D 


MaxEneigfta. 

+15 ArmoriMetasing 

- 

{Hrifdc'jie 

a<m 

250 

eBdEcf Cloth 

1 Bolt of Linen 

0 

0 

39 


Man Energy 

+15 Armor Hlikciaina 

- 

GwifCiCi'je 

Q.0S/K 

403 

aBdtsrfiM 

2BoltioHjnan 

0 

D 

45 


ManEnergEto- 

+15 Armeu'tyMe casting 

- 


QOVES 

T30 

9BcJe cf Cloihi 

3 Bolt of linen 

0 

D 

51 


MaxEnergirt^ 

+15 Armoria)hfeu3ifia 

- 

QHri:f(]c'diES 

CLOVES 

1,0>3 

If EobotClijth 

3Boltof Gi»fi 

0 

0 

57 


MaxEnfflgfti 

+15 Armor KWeiasUfig 

- 


GLOVES 

1,&>3 

250cJt5 of Cloth 

4 Boltof linea 

0 

Q 

60 


MaxEnEt^ft6 

+15 AjmoriaWe-:j5tin3 

- 

NdU?i]lQ£S 

GLOVES 

15.0M 

soEt'batCltfh 

SBoltoH^uL 

0 

[i 

60 


MaxEner^ft^ 

+I5 Armi]ftnWs-c43ing 

- 

Nd)fc>]b» 

CLOVES 

15,i»3 

BOBc'feotDoih 

5 Bolt'ol DemiasJ; 

15 Gloh^olhliiihTi] 

15'Db^^ds 

60 


Max Energy 

+15 ArmonaW“fa5ting 

- 

MESMER CLOVES 













aOVES 

liO 

4Bcft5 of Cbth 

1 RleDtGbe^DiEl 

0 

D 

50 


MaxEner^f'tfi 

- 

- 

&«li9itef'5 Gbfi 

aovEs 

250 

6 Bote of Cloth 

1 File Dicing D«{ 

0 

D 

59 


Max&iei?f+6 

“ 

- 

&Khn{^Gb% 

CLOVES 

4D0 

4Boft5 of Cloth 

2Pilesorf(^Hi|rDii£( 

0 

0 

45 


MaxBiHs:f*fl 

“ 

- 

hKhUKriGbe; 

acvEs 

TOD 

tBOJBCf Cloth 

3File*.afGliDiiingDiEa 

0 

D 

51 


MaxBierffts 

- 

- 

Swlianttr'i Gbes 

aovES 

1,003 

n BobofCInh 

3Ble:dGliseiir^DtE( 

0 

D 

57 


Max&iajf>6 

- 

- 

EmhanestsCb^ 

aovEs 

1,503 

25 Soft; of Cloth 

4Filesoi[Ci1fiieiii^Dt£i 

0 

0 

6D 


Max&iergf*# 

- 

- 

Gnd^'iGbies 

aovES 

11,003 

SOBoteotactfi 

SPilesofGkiingOut 

0 

0 

60 


MaxBnetgf** 

- 

- 

&tdvMt«^>Cb^ 

acvES 

UO03 

so 6c-b o1 Clorh 

SPile^dCliiieibEiCiua 

1S GlobuiBOKflilTn 

isOtsilaiSbardJ 

6D 


MaxBnergf*^ 

- 

- 

ftariorotf^ Glo'« 

acvES 

150 

iedtsofCbih 

iSilL 

0 

D 

SO 


MaxBoei^>5 

415 Armoriahk casting 

- 

Manors Gb'^ 

aovES 

ISO 

eBcfticfOoih 

iSilL 

0 

0 

S9 


MaxBneigt'+j 

4is Aimonalhfecafflng 

- 

Nww'jGIo'^ 

aovES 

403 

40cfiiofCbih 

2 Sill 

0 

0 

4S 


MaxEn6tfy>5 

4i5Aimorflhkc4Siing 

- 

PcriOfW'jGb'« 

aovES 

TOD 

jediicfCbih 

3Sill( 

0 

0 

SI 


MaxBneii?^+5 

4i5Ajmorttlii'<iaifig 

- 

Patjmtf^ Cb'« 

CLOVES 

1,C03 

ft BobdClrtti 

SSilL 

0 

0 

57 


MaxEnygfi^ 

4i5ArmcMia*ife<wing 

- 

tafcmKf'jGb'« 

CLOVES 

1,503 

25BdC3cfCblh 

4 Sill 

0 

0 

6D 


Max Energy >5 

+ISAjmoiialileciising 

- 

1^H«H)'sGb'^ 

aovEs 

15,003 

50 Bob lot Clorh 

SSilL 

0 

D 

6D 


MaxBoeigyri 

415 Aimioriyhfe casing 

- 

'Muma'sGb'f 

aovEs 

15,003 

soBoholGcrh 

3 Sill 

15 GloteuLEiKlltlTll 

l5Cbi£iiS&ards 

60 


MaxBiergy>5 

+15 Armor •ftltifccaiaing 

- 

RoGiH'sCbi^ 

QOVES 

5D 

iBolbof Cbth 

0 

0 

0 

15 


MaxB3ergy>4 

Armorvs do^+to 

- 
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PR IMA OFFICIAL CAME GUIDE 


Armor cont 

Nmme Type 

• m 

Cold 

MilTERUl 1 

Material 2 

MATt&Wt J 

ivuniiiAL 4 

AftMAR lEm 

Effect i 

EFFKT2 

Effect 3 


om 

150 

iBdisrfOoih 

Ueaite 5rm 

0 

D 

3D 


AtmorviR^^+tO 

- 

floeu?'^Cbiiie; 

aovEs 

250 

$ Belli cfCbih 

1 Leather Sqnve 

0 

D 

3D 

Mai!Bn«gT^4 

ArmorviR^+tO 

- 

Jicpj?'jCb<« 

am 


aBcJucfd'TEh 

2 Leather Sqaves 

0 

0 

45 

Mai:EnfiFri4 

Armor «.Hti«il +10 

- 

RoBij?’sCb(i« 

am 

TOD 

sr Bells rfCtaih 

3 Leather Squues 

0 

0 

51 

MaiBiHgifw 

Amtorvsfhjwal+io 

- 

flCEW'sCbi^ 

am 

1,C<M 

It BobotClofi 

3 Leather Sijws 

0 

0 

57 

Maic&ieigff4 

Armory R^jicrf +10 

’ 

Rope's Cloiies 

am 

1,500 

25 BcIi 3 of doih 

4 Leather Sqmra 

0 

0 

60 

Mai(^Esr^«4 

ArmorvsFfq^+lo 

- 

R(^SClCh% 

am 


50 EobDtClcth 

5Elcniarilea^S(iii'ara^ 

0 

0 

60 

Masc&ifiEfH 

Armor ifiRi^ +10 

- 

Rope's Cb<^ 

am 

15^000 

50 BobotOcih 

5 Elonianleidief Squares 

15 clots djbKpbsn 

lSCtei(faiS[urds 

60 

ManBiNgfU 

AtmorvsRn«3l+H 

- 

Ro^(^j'e 

am 

ISO 

4 Bells d 53th 

l^ilL 

0 

D 

J5 

MaKEnetgfi-5 

Atmorvs &f#i-5 

- 

Rf^Ctoiios 

am 

250 

fiBclErf 53lh 

l^ilL 

0 

0 

44 

MaK&t6Tgft5 

.4rmorvs Bfti-5 

- 

Re^iK^jis 

am 


aBclts(jl53lh 

2^ilk 

0 

0 

50 

Mai(EnHgft5 

Armorv^Earti-5 

- 

Refill 

am 


g Bells of 53thi 

3 Silk 

a 

0 

56 

Marc Energf 1-5 

Atmorvs Bfti-5 

- 

Refill 

am 

l.COO 

IE EobotCloih 

3 Silk 

0 

D 

62 

Mait&iHgirt5 

Armors -5 

- 


finjp^ 

i.w 

RrJlK nf f1i-ith 

i5ilh 

n 

n 



riiTTii'irK 

- 

Refill Gciijis 

am 

li.OM 

50 Efifcs otGoh 

5 511k 

0 

0 

65 

MaicEnergifi-5 

AtmorvsBrti-5 

- 


am 

5D 

iGcltdOc'ih 

0 

0 

0 

15 

MaK&iHEFH 

- 

- 


am 

ISO 

1 Belts of Cbth 

0 

0 

0 

30 

Man&itrgfta 

- 

- 

Sti|Ul0niE5 

am 

250 

J Belts of 53th 

0 

0 

D 

39 

Man&iHgff-S 

- 

- 

Sr-fUidnis 

am 


4 Belts ef 53th 

0 

0 

(? 

45 

Mast&iergfta 

- 

- 


am 

TOD 

a Belts ef 53th 

0 

0 

D 

51 

Ma!(BiBr^ft-5 

- 

- 

Stickles 

am 

\m 

s Bells cf Goth 

0 

0 

D 

57 

Man&isgyta 

- 

- 

QfiVES 

NECRQIVIANCERCLCVES 

1,SI3 

M BobotGotfi 

£) 

0 

D 

60 

Mait&ifcrffti 



Spietee Oi'/s 

am 

SO 

it^®dhideS(}inia 

0 

0 

D 

15 

Mai(6iergfta 

AimorviPis«diis+E5 

- 

ScAetee Gb'« 

am 

150 

4Tain^hic^S(|D«g 

4&3ie 

0 

D 

3D 


Afmorvifiir«is+t5 

- 

RmbceCb'^s 

am 

250 

ei^nedhid^Siinte 

4&3ie 

0 

D 

30 

MaK&ierjf*5 

AimorviH4«iij+t5 

- 

RmbieGbve 

am 

^00 

a Tanned 

3 Bore 

0 

0 

45 

Mai(Bnere4*5 

Atmonfiffeich|+E5 

- 

Rcntbue Cb« 

am 

m 

finned HdaSquws 

9&3re 

0 

D 

51 

M3K&ifrga*a 

Armor wtFbtii® +15 

- 

8(n«b;eGb'« 

am 

m 

tnjmajHideSqiflis 

il0®e 

0 

D 

57 

MauBnerpfta 

Armor wtPi*Kii®+(5 

- 

RmbieGb'^ 

am 

1,503 

iSTinr^ HiJeSflwia 

25 Gore 

0 

0 

60 

ManBipiijTta 

Armorvs.f4*fcii|+t5 

- 

RtiHbieGb'^ 

am 

15^053 

SOlanr^Hbe Sfjms 

so Bone 

0 

D 

60 

Mas(&i0f^*a 

AimorviP^fdn$+t5 

- 

ficndKeCbes 

am 

l^W 

SO Tanned Hide SdUiiG 

SO0®e 

15 Clots d6M|ll±JTl 

ISCtxiJiiiM 

60 


Armor +15 

- 

loili^l'scicijes 

am 

ISO 

iTanredhide SqijBe 

1 Steel Inp 

0 

D 

40 

MajiBierffH 

hcteasaddamse^i's Hely 


1oiefltors{^[y<es 

am 

250 

a Tanned hide Squita 

1 Steel bp 

0 

0 

40 

MaicBier^irtS 

hereageddafugeviHcly 

- 

TcneiHBt'sGJi^iES 

am 

^DO 

a Tanned hide Siysmes 

2 Steel bps 

0 

D 

55 

Ma!C&w*-> 

hcr^ilHusavi Hely 

- 

Itneotoi'sCJc^es 

am 

T'OD 

f Tanned hide Squies 

3 Steel bps 

0 

D 

61 

ManBier^iTf-S 

hiteased diiu^vi 

- 

luientersdcyjies 

am 

l.COO 

11 Tarred Hide Sqiaies 

3 Steel bps 

0 

D 

67 

MarBiergifi-5 

hcreaseddifuge^i Hcly 

- 

fenentof'S'lJ Oldies 

am 

1,503 

25 Tanned HideSqufs 

4 Steel bps 

Q 

0 

T13 

MaKBlBT^i-5 

hcr^ dauge-YS Hcly 

- 

loneotoi'sCJcidies 

am 

IS^OOJ 

50 Tarred Hide SqtBfas 

5 Celdrimor Steal kips 

0 

0 

T13 

MaKEnBtgfta 

hcreaseddwTge'i's Hcly 

- 

Tonreflipr'sCJci'dies 

am 

lSii»3 

50 Tarred Hide Sijifiias 

5 Celdrimcf Seealhigots 

15 clots dBxfihTn 

15 CtariaB Shards 

TO 

MaicEnH|fft5 

hcrdar^dainge^iS.Hoff' 

- 

ILIUM'S Q']^es 

am 

ISO 

4 Tanned hide Squ«e 

1 Leather Sipit 

0 

D 

50 

Man Energy 1-5 

AtmorvsfieiatS+t5 

- 

Fnuh'sdAes 

am 

250 

e Tanned hide Sijjiis 

1 Leather SqflM? 

0 

0 

39 

MaKEnHgftS 

Armor S'! PijKhs+f5 

- 

FlfDh'S(J':he3 

am 

fl03 

a Tanned hide SquiiEs 

2 Leather Srpies 

0 

0 

45 

Ma?:EnHgft5 

AjmorvsfieKhg+ES 

- 

FinilH^sO'Tdes 

am 

T'TD 

9 Tanned hide SijiiH 

3 Leather Sqtwes 

0 

0 

51 

ManEnergfta 

Aimorv'ifefdrtf+E5 

- 

Funk's 

am 

1,D03 

IE Tarred Hide SqtBRS 

3 Leather Srpts 

0 

0 

57 

Ma!!&iBrgift5 

Armor M^fieraij +15 

- 

FWk^sGo^es 

am 

1,SM 

25 Tanned HideSr^iiKS 

4 Leather Squies 

0 

D 

60 

Mai(&iHgrf-5 

Atmc4ftNedirs+t5 

- 

OAfifsCbis 

am 

15,030 

50 Tarred Hide SgiHS 

5 Eloniin If slier Square 

0 

0 

60 

Man&ieiEfta 

Atmor¥sfeKiii|+t5 

- 

Qili^Gbis 

am 

15,033 

50 Tarred Hide Srpns 

sEloniinl«MhnSqu'ai;s 

isGli^ted&irptjr] 

15 dsibi Shards 

60 

Ma!(&iHgf*a 

Atmt)f>iHeRhj+E5 

- 

NeoukCb'iS 

am 

1S3 

4 Tanned hide SquHes 

1 Shell 

0 

D 

40 

Marc BiEigjr 4-5 

hcreeseddam^vs Hcly 

- 

MrailkGbvs 

am 

250 

a Tuned hide SquHS 

ISI^I 

0 

D 

49 

Maic&iergf4-5 

hcr^dau?ei[^ Nely 

- 

NMUkCb'iS 

am 

flOO 

a Taired hideSijiHiB 

2 shells 

0 

D 

55 

M4!(&iergft-5 

her^dan^'i'i Ndy 

- 

\MTUitGb'lS 

am 

TOD 

atoned hide SquMB 

3 Shells 

0 

D 

61 


ixreaKddan^v^ Ncly 

- 

l^i:Gb'>es 

am 

l,Kb 

[lTaiiredHideS<|iiwes 

3 Shells 

0 

D 

67 

Mast Bi tngf*> 

her^diinEeyt Nely 

- 

N«rai:Gb')e; 

am 

1,503 

25Tanred HiJeSOBMes 

4 Shells 

0 

D 

'70 

MastBierpftS 

ha^diin^y'LHcly 

- 

N«4T«i;Gb'.e; 

am 

15,i»3 

50 Tarred Hide S^ueis 

SSh^ls 

0 

D 

713 

MastBisEftS 

Hciy 

- 

\»«cGb'^ 

am 

]m 

50 Tarred Hide 5^ 

s Shells 

l5ClctenlEa{{)iap 

laoteilvShar^ 

70 

Mai(BnerEif*6 

bcrssseddw^V'i Hdy 

- 

/flftScR Port^fn 

am 

1S3 

aRollsDiParchnenii 

0 

0 

0 

3D 

MastBwfTt^ 

- 

- 

/«nSQi PaDiefn 

awES 

2® 

atollsDiParifinaK 

l^er 

0 

0 

39 

Mas:Bi(rf^*« 

- 

- 

/onSon Pin^n 

aovi5 

5® 

aRoHsotPardineng 

2Fe3ih05 

0 

0 

45 

MaK&ietSif*^ 

- 

- 

/jnSoJ Pott-fD 

am 

m 

^tolMParditiaii 

3feniiei5 

0 

0 

51 

MauBneiFft^ 

- 

- 

/ffiSof Paliefn 

am 

6&3 

U ysoF Patrhmen 

3 feathers 

0 

0 

57 

Masc&iEfEftft 

- 


/fiiSoi Poiitfn 

am 

ao3 

25Rollsaf Panhtnaa 

4 Fathers 

0 

0 

6D 

Mas:&ieigir*S 

- 

- 

/mScu PdtKfn 

am 

fl,0® 

50 Hells of 'k^lum 

5 feathers 

0 

D 

60 

hlarcBierg^t^ 
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Armor cont. 


NM( 

Type 

COLP 

Materul 1 

Mahrial 2 

f^ATlRIM I 

fAmtiH. 4 

Aumcir Uvel 

Effect I 

EFFEa 2 

Effect 3 


aowES 

m 

SORolbof'k^lum 

sfeclieR 

15 Clobsql&stilbjni 

D 

60 

Miii&ieJgfti 



Oom 

ac^ES 

so 

\ T^wd Hcfe SOJK 

0 

0 

D 

15 

Man Energy +5 

- 

- 

Ne<nni}n^r$ CJp,® 

aovES 

ISO 

i roned hide Sqowe 

0 

0 

0 

30 

Man Energy *3 

- 

- 

^tv«vn;«r$ CJwR 

ao^ES 

ISO 

].T®ned hideSquHs 

0 

Q 

0 

39 

Man Energy t j 

- 

- 

Nemnvic£['$ Cic^ie^ 

a<m 

^03 

4 Tanned hideSq(]i«es 

0 

0 

D 

45 

Man&ieJgy*3 

- 

- 

CJcy^iES 

OfMS 

TOO 

ATanred hide SquHes 

0 

0 

0 

51 

Man&iergy*6 

" 

- 

\eauMK^['s 

QOVK 

l,CiM 

9T®ned hideSjjjjtfs 

0 

0 

D 

57 

Man Energy t3 

" 

- 

Neauunc^r's GiyiS 

a(m 

1,500 

m Tamed Hbe Squhs 

0 

0 

0 

60 

Man Energy 

- 

- 

(^Cb'js 

a<m 

150 

4T®ned hide Sqjms 

1 urarilieSti; 

0 

D 

40 

Man&ieigy*6 

h:r^ douse vs Hcly 

- 


a<m 

ISO 

6TanriEdhfde Squiea 

1 Granite Slab 

0 

D 

49 

Man Energy *6 

hireas^d dHugevs. Hcly 

- 

I^GIdvh 

GL(MS 

^CiO 

STanns] hide Squajes 

I Granite Slabs 

1] 

0 

55 

Man Energy *5 

hcre^ddHuges'sHcly 

- 

(^Gb'£S 

a<m 

TOO 

9 Tanned Hcfe SqoMB 

3 Granite SWjs 

i] 

D 

61 

Man Energy *6 

hire^ddami^vsHcly 

- 

l^iGbfS 

QOVES 

l.OM 

)l Tamed Hide Sqisrs 

3 Granite 5t±s 

0 

D 

6T 

Man Energy *5 

hiEsed damp Hcly 

- 

fi^iGbiKi 

a-jiCi 

I,3J|J 

ji^TdiiiKiU ripJc j(|ii«^ 

4 QldliUi JUa 

u 

u 

^ij 

*0' 

Ir.iciitiJ nul|i 

- 

filjsitieirer's Gbves 

aa^ 

15,®] 

Ki Tamed Hide ScHBres 

5 Granite SMis 

1] 

D 

T] 

Man Energy +5 

hcrea^ddousevsHcly 

- 

ElEMENTALIST C10VE$ 










AeiHUK^^ Gb'e 

a<m 

150 

4GdEcf Cbtfi 

1 Bolt of Li™ 

0 

0 

30 

ManEnEsgy*5 

Aimorvs Ij{|lrfietl5 

- 

AefmncT's Gb‘e 

Glows 

250 

6BdE(f Cbth 

1 Bolt of Li™ 

0 

0 

39 

Man Energy t6 

Tjmorvsli^lttiig+15 

- 

Anmucff^ Gbves 

CLOWS 

AM 

iGcteofCbih 

i Bolts Of li™ 

'] 

0 

45 

Man Energy +3 

Armor 'ts li^lAtng +15 

- 

AHWlK'Ef'l Gb'£5 

GIOVB 

TOO 

96dl5rf Cblh 

3 Bolls Of li™ 

0 

D 

51 

Man&iergy*3 

Aimor'yili^ti^+15 

-- 

AtWHRGfiGb'fi 

aows 

1,®] 

n Bob d Cloth 

3 Bolts of li™ 

1] 

0 

5T 

ManBieigyt3 

Armor yi li^tar^fT5 

- 

kmioc^-i Gb'£S 

acws 

1,5® 

ISBcitsrfCb^i 

4Bolisoflir«ti 

0 

0 

60 

Man&ieigy*6 

Armor y3liyi«uig +15 

- 

AeiWMC«rs Gb'« 

acvES 

1S,0S3 

SOEofeotCIcdi 

SBoltsofDsinet 

0 

0 

60 

Man Energy 

Armor ' pSi +13 

- 

Gb'^ 

aovB 

IS.®] 

SO Bob o1 Goth 

S Bolts of DutubI 

15 GltteiH£cK(il]Tii 

i50te«^Slt}Kh 

60 

Man Energy *> 

Armorvs; Ij^«tt)g+t5 

- 


aows 

ISO 

iedtic^Cbih 

1 Granite Slab 

0 

0 

30 

Man Energy *s 

Armor yi Esrti +13 

- 

Geonners Go^'es 

aows 

ISO 

60CJl5rfCta[h 

1 GrariK Sbb 

0 

0 

39 

Man Energy *3 

Armorys; Earti +13 

- 

Cecnmreri 

QOWS 

4® 

eecit5cfCbih 

2 Granite S^ 

0 

0 

45 

Man Energy t3 

Arniorvi &rti +13 

- 

Oofiffcer^ aft® 

aovES 

TOO 

tBcJisofCbih 

J Granite SiSbs 

0 

0 

51 

ManBneigy+3 

Aporys feifi +13 

- 

Gwiwst's Om 

aows 

1,W0 

II BofedGnh 

j Granite syjs 

0 

0 

57 

Man&iergy+3 

Aporys;£arti+i3 

- 

Gwnjncefs Gc'.Bi 

acws 

1,EOO 

3j0cJGOfCblh 

i Granite Sbbs 

0 

0 

60 

Man Energy *3 

Armor ys ^+13 

- 

Gwuncers Ge^ft 

QOWS 

lSi®3 

50Bobotd«h 

5 Granite Sfebs 

0 

0 

60 

ManEneigy+j 

Aporyi &I1+I3 

- 

Gwwmf's Gm 

aows 

15.®] 

so Bob ol Goth 

5 Granite SHss 

15 dote til BxftjTii 

IfObs^SLards 

60 

Man Energy *3 

APorvsEarti+13 

- 

ffiwa£fiOmi 

aows 

50 

jBcJti of dQlh 

0 

0 

D 

15 

Man0iergy+3 

Aporys, fire+i3 

- 

PnamatsOmi 

aows 

ISO 

4BcJtscf Cbih 

1 Scale 

0 

0 

30 

Man&iBrgyt3 

Aporysftr«+l3 

-- 


aows 

ISO 

fiBctecf Cblh 

1 Scale 

0 

0 

39 

Man Energy *3 

Aporsifirf+lS 

- 

P^amitsQoiti 

aows 


5Bdt5 of Cbihi 

2 Scales 

0 

D 

45 

Man Energy *3 

Aporys Jire+I3 

- 

ffotMiifiGaits 

aows 

TOO 

9BcJtcf Cbih 

3 Scales 

0 

D 

51 

Man Energy *3 

i^rmory^ fifc+15 

- 

fUcnacitsQiyiti 

aows 

1,C® 

Ti Bob ot Goth 

3 Scales 

0 

0 

57 

Man&ietgy*3 

.Apory^ fire+l5 

- 

ffwatcifiGam 

aows 

1,®] 

25BcJt5cfCbth 

4 Scales 

0 

0 

60 

Man Energy *3 

.Apory^ (tfc+15 

- 

PiroMic^r'S'Gcf^ie'. 

Qum 

15^®] 

®Bcibot Cloth 

5 Scales 

0 

0 

60 

Man Energy *3 

.Aporys fire+15 

- 

PifGiwrt^i'S'Gp^iei 

aows 

15,®] 

KiEo'bot Cloth 

5 Scales 

]5Glotetij^{)la-7i] 

1 5 Shards 

60 

ManEnetgf*3 

Apor^fire+is 

- 

Ad^sGlcy£S 

aows 

1,®] 

11 Ef'bot Cloth 

3 Silk 

0 

D 

57 

Man Energy *3 

Aporvs 0«^iEj|t5 

- 


aows 

1,®] 

25BcJtsof Cbth 

4 Silk 

0 

0 

60 

Man Energy *3 

Aporyi 0ti»aiQt+5 

- 

^baer^Gb'jQ 

aows 

lii®] 

50 Bob ot Cloth 

5 Silk 

i] 

0 

60 

Man Energy *3 

Aporysflaiiental+S 

- 

aawf{areir5Gl(7^iB 

aows 

50 

1 BcJt'jfOoih 

0 

i] 

0 

15 

Man&iE9gyi3 

- 

- 

SanfrtafefiGJftiB 

aows 

150 

iGdsrfCbth 

•] 

0 

D 

50 

Man Energy *3 

- 

- 

39Kf{^!f5Cl(7(ieS 

aows 

250 

5Bdi5rfCbih 

0 

0 

D 

59 

Man Energy *3 

- 

- 

Bawfifi^sOp^iK. 

aovB 

flW 

4BdteofCbth 

0 

0 

0 

45 

Man&ietgy*3 

- 

-- 

SemtfCafeTsGcME^ 

aows 

TOO 

sBdisofCbih 

1] 

0 

D 

51 

Man&iergyt3 

“ 

“ 

dBwdisrsGc'^ 

aows 

1,®] 

9Bdi5cf Cbth 

0 

0 

0 

57 

Man&iergy*3 

- 

- 

Bgintali5i;5Gci^i& 

aovES 

1.®] 

II Bob ol Goth 

0 

0 

0 

60 

Man&ietgy« 

- 

- 

Gb'^ 

aows 

IM 

4BcferfCbih 

tsy 

0 

0 

30 

Man Energy *3 

APorviOiM+13 

- 

Gbve; 

aows 

ISO 

6BclE5ofG]ih 

1 Shell 

0 

0 

39 

Man Energy *3 

ApornCiiU+6 

- 

Gb« 

acws 


iBcterfCbih 

2sys 

0 

0 

45 

Man&ietgy^s 

APorvsiOili+B 

- 

H^JioceKerj Gb^ 

aows 

700 

90ol[sofCbih 

3sys 

0 

D 

51 

Man Energy *6 

APorystOW+iS 

- 

Cb'« 

aows 

1,®] 

II Bob oi Goth 

3sys 

0 

0 

S7 

Man Energy *3 

APorw^GoM+13 

- 

Hf*om«ec'? Gbw; 

aows 

1,500 

isBcJcsofCbih 

4sys 

0 

0 

60 

Man Energy 

Aporv?i<ji*J+t 

- 

Gb'« 

aows 

m') 

so Bob o1 Orth 

5sys 

0 

D 

60 

ManBnetgy^3 

Aporyi-GoD+ij 

- 

H^lwawtertCb'^ 

aows 

U,(»] 

SOBobolGah 

5 Shells 

15ClDtBtil6if(ib5ni 

l5Cted»5h}fdJ 

60 

Man&ifiigyi3 

Apory^OjIJ+lj 

- 

MONK CLOVES 












aows 

150 

4Bdiicf Cbih 

iSilk 

0 

0 

55 

Man Energy *3 

AporsiGoU-S 

” 

^HHk^AniK 

aows 

ISO 

6Bcteof Cblh 

iSilk 

0 

0 

44 

Man Energy *3 

APoryiGiiS(l-3 

- 
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Armor cont 

Nme Tvi>e 

9 

Cm 

Material i 

Material 2 

MATlRIfii 3 

Maiiaial 4 

ARMClRliVEL 

Effect i 

Effect 2 

Effect 3 


am 

JM 

^BdisofCtaih 

2 Silk 

0 

0 

50 

HaKBiHgftS 

AimorvsdjIJ-Si 



am 

WO 

^ecJisrfCbih 

5 Silk 

0 

0 

56 

Mas:Enetfif*6 

AtmornGalJ-i 

- 

SiHjnfiii3p; 

am 

1,0® 

IE BobotCloih 

3 Silk 

0 

0 

ol 

Man&itJgftj 

/jmorviOjH-S 

- 

SiHHld'AT.]piS 

am 

1,503 

25 0cJ[sc/G3ih 

4 Silk 

0 

0 

65 


/pqrv^GdU^ 

- 


am 


50 Boh ot doth 

5 Silk 

0 

0 

65 

MatcBwg^H 

Amiqrw,OiiJ’5 

- 

SilHjnl'AiDp; 

am 

ii,a» 

50 Eohotdoh 

5 Silk 

15 Globs dBlGpla^ 

15 Ofcs^ Shards 

65 

MatcBiEfe^H 

Aimorw.Oitlo 

- 

Sundrtind wraps 

am 

150 

4BcJ[Srf5Dlh 

1 BolLofUnian 

0 

D 

30 

MaicBicjgyH 

Aimorvi BerKiEak5 

- 

SiaalHandwTaps 

am 

iSO 

*Edii0f Ctoih 

1 Bolt Off Unan 

0 

0 

59 

MauBififgiitS 

Arniorv^ BetHd^k5 

- 

SiOcdKindwTaps 

am 

AWi 

JBdtsrfdDth 

sBolisdljtui 

Q 

D 

45 

Maic&iE(|^^i-j 

.4rniqrvi Bbf»3itali-5 

- 

SHKdhandwTapis 

am 

m 

5iBd[scf Cbth 

3B3ltsoflJH« 

q 

0 

51 

MaK&iHEftS 

Ajmorw flaiaisat+5 

- 

Sided HandwTaps 

am 


It Bf-hot Cloth 

3Boll].ofO(HR 

'3 

0 

57 

MaKEriHgftS 

Amiorv^ 03fi»3ital+5 

- 

Sided Hondwraps 

am 

]^yi 

25 Belts cl Cljth 

4B3ltsafldna« 

Q 

0 

60 

ManEnetgftS 

Amiorvi ten&k5 

- 

San^Nanc^i^s 

am 

15,i») 

50 Bcihot Cloth 

5Bi3llsa[CMi£L 

q 

0 

60 

MaxEn£jjj*5 

/jnior ft feiiainl3t+5 

- 

>aiJ|f rtdiiiini4i:> 

01OVT5 

li,UJJ 

KJ Dub L'l dull? 

:> Dubut DmiaI 

13 VjlLtAylCLJK|lb!lll 

DCtniia 3lNid] 

DU 

MdF.mBI^I *0- 

i^imji VI Ehinfiuh^: 

- 

AsGrtc’s^nn teiji 

OiMS 

150 

4RollsotPar[hmgifl 

0 

q 

0 

50 

MaKBieigi0f6 

- 

- 

/fiTjar/s^nn 

QO.TS 

2D0 

t Rolls GitParditTflij 

1 feattief 

0 

0 

39 

MaKEnei^f*S 

- 

- 

Aso»'j^nn D«(ji 

CfcCMS 

Jffi 

a tolb cd Pardunart 

2fe3ttiets 

q 

0 

45 

Mat(&iBiSf*6 

- 

- 

AKS^s^nn Desiji 

am 

flW 

SRalbotParihirenl 

3fealiet! 

q 

0 

51 

MaK&lM^f*5 

- 

- 

AsGEt's^m Dhi^ 

am 


\i HcIb'DdPaidnrM 

3Featiet3 

q 

0 

57 

MaxBiBfi!ift« 

- 

- 

Ascefc:'5^/in Desiji 

am 


25Rdlsof Psthin^l 

4feJtl03 

q 

0 

60 

Ma!(&iEts:vf5 

- 

- 

Aset'S ^jin teigi 

am 

a.OO; 

50 Rdlsof'ii'^lufn 

SFeatfiffi 

0 

0 

60 


- 

- 

Aset'S Dsigi 

aovB 

a,ooo 

50 Rdlsoftielum 

sFeattfiets 

i5Gld3sglBJEvb4n 

0 

60 

MaK&iprgf*^ 

- 

- 

UtaiHandvv'aps 

aovHS 

so 

IBcJhJfaoih 

0 

0 

0 

16 

Ma!(&ifcigF*S 

- 

- 

Mont FVind'An|;s 

am 

150 

2 Belts d doth 

0 

q 

0 

50 

MatcBiBgif*6 

- 

- 

MonkKandwaps 

am 

2S0 

^Bdtsddaiti 

0 

q 

0 

59 

Ma>i&ii4gf*6 

- 

- 

^(citKindwrapi 

am 

403 

4BdtsdCbih 

0 

0 

0 

45 

MaKfrietptS 

- 

- 

Mont Hindwaps 

am 

wo 

iBdisofCbih 

0 

q 

0 

51 

Mai(Bnetjf*6 

- 

- 

Mdil mnd\vip6 

am 

1,003 

tBdtsofCtoih 

0 

q 

0 

57 

M4!(Bneaff*6 

- 

- 

MdiKandwap^ 

am 

1,503 

IE Boh o1 CIcth 

0 

q 

0 

60 

MaKBnprgtffS 

- 

- 

y^jndtwfs Har^igps 

am 

50 

iBdisdOpih 

0 

q 

0 

16 

M?!(B3Pg|f*6 

Amiqrvi ftnamti-5 

- 

lA'indwfs HamjAiapj 

am 

150 

4BdisclCbih 

1 Tanned Hide S4fff 

0 

0 

30 

MauBnetp^i^ 

/jniprft tMieraal i-S 

- 

Wmd»er$ HandAtaps 

am 

250 

e Belts of dPih 

1 Tanned Hit Stifife 

0 

0 

59 

MaKBiHig^tS 

/pqrft&naitatfS 

- 

Wnktti^s HanchAiaps 

am 

4M 

aBoitscfciriih 

2 Tanned Hidf54itfes 

q 

0 

45 

MaKB3fi]g]fr«6 

Amiorft Bnemat^S 

- 

WnjKers HaiYMraps 

am 

WO 

^ Bolts of doth 

3 Tanned Hidr Soares 

q 

0 

SI 

MaK&iet^yti 

Amiorft OifleiRati^S 

- 

Wnfc^r's Handclaps 

am 

1,W 

It Boh oit doth 

5 Tanned HidbSfHes 

0 

0 

57 

MairBiE^ff-S 

Arninrft Bcfi^tS 

- 

lAlftteers Harch\Taps 

am 

1,»3 

25 Bolts of 55th 

4 Tanned HtdaStiJores 

q 

0 

60 

MarBietjfff-S 

Aimorftflatiaital+S 

- 

WnVur's Handwiaps 

am 

15^0® 

50 Ecih otdnh 

5 Tanned iitSqmes 

q 

0 

60 

Maii&w*-! 

Arniorft fla»3itati-5 

- 

Windier's HancMiaps 

am 

13, OB 

soEcihotdah 

5 Tanned HktSaiffes 

15 Globs dGiltfilasn] 

15 Ctsaifai Sturds 

60 

MaiiEnej^t-s 

i^orft BemetiQl-irS 

- 

Genual t^wraps 

am 

133 

4Bcliscf ebth 

1 Steel bp 

q 

0 

30 

MacBittgfH 

>4miqrv\Hpcrf+K) 

- 

Censa^HandwTap^ 

am 

250 

6 Belts of 53th 

1 Steel bp 

0 

0 

39 

Man Energy *t 

Amll3rviF^^Ml+|q 

- 

(BNi'sHaridwTapfS 

am 

4M 

aBcltsof53thi 

2 Sled bps 

q 

0 

45 

MaicEnBtgfH 

.rumor ft F4 q^ +10 

- 

Census Handwraps 

am 

WO 

4 Belts of 53th 

3 Steel bps 

0 

D 

51 

MaKBieigff4 

AimorftH^f^+K) 

- 

CfTEff^HandwTaps 

am 

\m 

EE EohtjtdDth 

3 Sled hEDts 

0 

0 

57 

MaiE&ieig'fU 

Armor ft +10 

- 

{^('sHandwraps 

am 

1,903 

25 Belts cf 53th 

4 Sled hEDts 

q 

0 

60 

Mas&iBrgfi4 

Armor ft Hii^ +10 

- 

Judy's Haic^TaiiG 

am 

15^000 

5Ci Boh otOah 

5 DebrimH Steellbecit 

q 

0 

60 

MaxBifiigfH 

ArmorftFi^^+P3 

- 

Judff'iHancMTap^ 

am 

13,003 

50 Bob ot doth 

5 Dsbrimu Sleeilbicits 

l5GldsqlELfc|]laini 

l5CbGiiHShar(b 

60 

MattEnei^fH 

Armor ft H?¥9Ql+ro 

- 

Asoeti's^nn teigi 

am 

15-3 

^RalbotParthtnatH 

0 

q 

0 

30 

MaKBieigyt^ 

- 

- 

/fleet's^ Desigi 

am 

2D0 

ftRolbolParehtiel 

1 Fatliet 

q 

0 

39 

Man&iHgftS 

- 

- 

/set's ^nn teigi 

am 

300 

a Rolb otParthtnart 

2feltierj 

q 

0 

45 

MaK&iHg'f*^ 

- 

- 

Ascet's/nnCteigi 

am 

400 

tRalbolParthmaffl 

3fettlE(3 

0 

0 

51 

ManBiBtgf+S 

* 

- 

Aset's /rm teigi 

am 

dOO 

EE Rdlsof Patttimtit 

3Fisatl0j 

q 

0 

57 

ManBlBfgfrt 

- 

- 

Asest'S/nn Destgi 

am 

S0>3 

2SfidlsC[fPsdiirefl 

4featie(5 

q 

0 

60 

Mas&i0jf*6 

- 

- 

Ase*rs //in Design 

aovE5 

a,o» 

SOBdlsOf't^lutn 

5fenti03 

q 

0 

60 


- 

- 

MARRIOR GLOVES 

ASQtoaOaLnikis 

am 

50 

2 \m Insois 

0 

q 

0 

55 

Arrar^.RtfSfal+IO 

Damage -1 

- 

AscatonOtniteli 

am 

150 

4 [fco Ingots 

1 For Stouit^ 

0 

0 

50 

Annor^,(1pGl+ to 

Damage-i 

- 

ASQloflCaunikiis 

am 

250 

$lfC 0 Ingots 

1 Fur Squff^ 

q 

0 

59 

Arirwr«.(lwit4l+10 

Damage -1 

- 

AjcstonCJintteis 

am 

4C0 

a Iron Ingots 

2 Fur Squares 

q 

0 

65 

Armorw.n^+10 

Dama^-i 

- 

AscatoflCamiteis 

am 

WO 

t Iron Ingots 

3 Fur Squares 

q 

0 

71 

Armor«u(Mi3l+10 

Damage '1 

- 

AsoloaCauntkis 

am 

1,003 

IE lion hgj«i 

3 Fur Squares 

q 

0 

77 

Armqr^!1i^!+10 

Damage-i 


AsatMCjintieis 

am 

1.9B 

25 Tcfi Inps 

4 Fur Squaies 

q 

0 

ao 

//mar^Hpol+lO 

Damage'l 


AsGteitGaundels 

am 

15^003 

50 licin bgots 

5 Fur Squares 

q 

0 

60 

Afn>3r^Tl^aol+l0 

Daniage'l 


Asc^mGaLTitkls 

am 


50 lion bps 

5 Fur Squares 

15 Globs 

15 cyili Shards. 

flO 

Am>3n6.rtF/9ol+lO 

Dama^-l 

- 


Armor Append 
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Armor cont 

Nme Tvpe 

Golk 

lUlATEFtUL 1 

MAm\kl 2 

G*vnriIGaurik5 

Q.(m 

dw 

4lfon Inj2i5 

0 

GunmitGaurilH; 

am 

720 

Siren insois 

0 

OaimjitCaurxkc 

am 

1,002 

Olfcn In^aii 

0 

VliV«at Gander; 

am 

150 

4lfonln33is 

iSiiale 

W/venOaundHS 

am 

250 

eifonlngoii 

1 Scale 

Vi^venGaiundcts 

am 

^00 

a Iron liigcils 

2 Scales. 

lAVv^nGundots 

am 

700 

Slrcfllngois 

3 Scales 

1A\wfftGaundets 

am 

l.Cffi 

a Ittin hgits 

3 Scales 

1AV«i(jE(undels 

am 

1,»2 

3S ^cfi Ingots 

4 Scales 

DraewGauillels 

am 

15.002 

50lmn h^cls 

5 Scales 

Ota^Gaijirlers 

am 

15^0>2 

50 Iron h^D(s 

5 Scales 

'[^fain's Gaurtlers 

am 

15»2 

4lrcnlr0]ls 

4 Tanned Hide SvEces 

ilriij&f^Gaurtte 

am 

250 

6 Incfi Ingots 

6 Tanned Hilt S^isres 

diJliftiK-r Ciui-aIe^ 


ifOO 

d Tpc-fi Ir^c-tE 

0 Tann-b-cl Ci^n^e 

GUfa&CE Gaurtlels 

QOVES 

?20 

tfren Ingot 

9 Tanned Hilt 

dilutH^Gaurtte 

am 

1,(»2 

31 Iron hgets 

11 Tanned HideStiHfs 

diifatirsGduntte 

am 

1,K>2 

25 hfi Ingot 

16 Tanne-d Hide Sues 

GUbDrs Gdurtlets 

am 

15.C02 

50 Iron h^DG 

l6Tann^HHieSqur& 

GliSiDf^GdurtlEts 

am 

15.0X) 

50 Iron hj.ot 

16 Tanned Hide Squares 

Kri^sQuntte 

am 

1,002 

11 Iron 

3 Leather Squares 

Kjj^sQuitlers 

am 

1,500 

35 Ion Ingot 

4 Leaiher SquKES 

Xti^GduitleCi 

am 

1.502 

35 Iron Ingot 

4 LeailH Squares 

SoUKs GiundEt^ 

ao«/K 

TOD 

9 Iren Ingot 

3 Sleel btre 

SoUeCs Cjundee 

ao^ 

1,C02 

n iron hgoG 

i Sie^ bsce 

HArTBid Gaultiers 

am 

1,002 

II iron tiim 

3 SiE«l bps 

nHWiGaunjec; 

ao^iES 

1,502 

25 Iron Ir^t 

4 Sled bgcc 

RnsvitGaundecs 

am 

15.002 

so Iron bloc 

s Deldiimcr Sreelitips 

RiMm}i(G3jnde(s 

am 

15,002 

50 Iron bjee 

5 Daldiimci Si^iips 

Aifit^Cdunileis 

am 

SD 

ttron Ingoi 

0 

RtteniGiirdeis 

am 

150 

3 fren Irogot 

0 

fln)tpuiC]ijiilei$ 

am 

250 

Jirm Ingot 

0 

SondinCdUfidets 

am 

^00 

fifren Ingot 

2 Granite Sfebs 

SwndisCjuftkc 

am 

720 

?lnon Ingot 

i Granite Sbbs 

Stoi^fiGaurtkc 

am 

1,020 

II Iron bps 

3 Granire Slabs 

SrakfaGaunlote 

am 

1,502 

35 ^01 In^t 

4GrarrteSlabs 

RANGER GIOVEE 

HriiH'sGrvjes 

am 

m 

4 Tanned NdeSquMS 

4 Bone 

Hditi’s (kti& 

am 

250 

a Tanned hide ^ais 

4Bor¥ 

EbttCs Gcf ji0S 

am 

A02 

5 Tanned hide Squures 

a Bone 

Hillers 

am 

720 

9 Tanned hide SquMES 

9 Bone 

fliiiM's Gcjies 

am 

1,000 

II Tamed Hide Srprs 

11 Bene 

HuiW's Govis 

am 

1,502 

25 Tanned Hide Sqiijfs 

25 Bone 


am 

15,0)2 

50 Tamed Hide SqrBrs 

5(2 Bene 

Hmlffs Gpj¥5 

am 

15^0)2 

50 Tamed Hide Squss 

50 Bone 

Ol^{/Ehie5 

am 

150 

4 Tanned hideSquHES 

4 Weed Plinte 

OfwfsClcEie; 

am 

250 

^ Tanned HdeSqjwes 

4 Wood Plant 


am 

AOO 

5 Tanned HdeSqjiis 

a Wood Planto 

OnHfsGhhis 

am 

720 

9Tjined HdeSquae 

gWcod Planti 

Or^sGbes 

am 

1,000 

ti Tamed Hidei-pfa 

11 WbodHaiTls 


am 

1,502 

35 Tanned Hide 5qDiies 

25 'Atood Plais 

Or^sCines 

am 

15.002 

SOTamed Hide Spt£ 

50'AtodBsrto 

Cm^jOEVjes 

am 

15.»2 

50 Tamed Hide Squws 

5DWtodH»ib 

FtfUiedGbvs 

am 

50 

3TenrEd hideSqujaa 

0 

Ftflii^Gb'« 

am 

150 

i Tanned Nd? Squiae 

1 Fur Square 

liMi(KdGb'i«; 

am 

250 

« Tanned Squiae 

1 Fur Square 

(if lined Gb'« 

am 

400 

$Tanr^ Nik Squiite 

2 Fur Squares 

fiKinedGb'« 

aowES 

720 

Signed h(deSqu«es 

3 Fur Squares 

FvlinedGb'« 

ClOfrES 

1,W2 

II Tjrmd Hide 5qi»ra 

1 Fur Squares 

fuiinedGb'^ 

aosns 

1,502 

35 Tanr^ Hide^dtHfffl 

4 Fur Squares 

fillMlKWd diJiK 

am 

15iOX 

SOTamed Hide 5ps 

5 Fur Senates 

fiosiMiiiid Govb 

am 

15.0)2 

SOTamed Hide Square 

5 Fur Squares 

5w(Utd Lather (}a& 

am 

150 

4Tanrcd HideSquuEs 

1 SieeI bgnt 

SoKbedL^iber Giv^ 

am 

250 

6 Tanned Hc^ Squires 

1 Steel bgn 


^ATE];tM I 


IVlAitfiiM: 4 Amok UvcL Effect l 


Effect 2 


Effect 3 


]5 GlctG i EiftfikTi] 1 5 Cbi^M 


]5 CIdIs 1 5 5bjr{t 


15 GlEte Eot^TH 15 Cteibi 


15 Gld£OlG0N(4tini 


D 

D 

D 

0 

0 

D 

D 


15 Globs <ii ElEfibTi] 1 5 CtE^ Stldr^ 


15 Glebs ill GdcpbTn 



5D 

50 

55 

50 

59 

60 
66 
72 
75 


Armcfr^,n^r^+20 

^^irar^.fh:Sal+20 

Arirwr^,flrj^+2P 

Afn>3r^,a^^+1D 

Arnurv.jTi^+10 

Anncir&fl^-^io 

Afincinfi.flpal+10 

Afirii3r^.rtt3d+10 

.ijmor'd.rtipQl+lCi 

Afmt]r B . Aij^-tlO 

,iifir>3r'£.fl5^+l0 

MflKEnMg'fti 

MaiiEnBJg’fi-l 

PJ21H Cniir]^," - 1 

MaxEriEig'fi-l 

MaxEnBtjf^-l 

MaitEnH^ft-1 

MaxEnEfg'fi-l 

^Jiror^. I%sbl+1Q 
Afinor^.Jfij^+10 
Afimr^. Fti]5bl4]p 
Arinor^.%ttJl+20 
Afirans.fMal+20 
Armi3r^fMcjl+20 

kmjy^.^ifkA+ 20 

Afrar^.fh/«ilt20 
^monfi.«^*20 
Arinon6,fMcJt20 
Afiw^,fln^+2D 
Anrur £.ft^j^+20 
Armorvs,fhj«jl+20 
Arii(wrB,ni/^+20 
Armorv.fl^wl+20 
Armor !£.n 9 acd+ JO 


Arn>or%B«En&lf']0 
Armor ^.flaii^U50 
Arir>on£.^n^U50 
Armor *30 

Armor ys.d^fion&l *30 
Armor itftfiHiQl *30 
Armor E.0snsntal*3O 
Armor 'B.flenaual *30 
Man&iESi^f*-! 
Maj(&iergf*-l 
Majt&ierjfi-i 
MaxBiESff*! 
MaK&ittgfi'I 

Maniieigfi^i 
Armor «.&n^E*30 
Armor «.Eknnalf30 
Armor *30 
Armor *30 
Armor ^.Q;flit^E*30 
Arirwrvs,tbaft™U30 
Armor *30 

Armor k.Bw^I* 3D 
Armor *30 

Armor vs. *30 
Armor v.BaHiEal *30 


lAtmorvs W^jad+lQ 
■Armor vs rtifjijI+Kl 

.^jm tr t-t T4 ^i»J * 3a- 

Armorvsftij^+10 

ArmorviM^^+l^l 

AtmorvsficfSBi+KJ 

Armorvs%sbl+l3' 

Armor vs MiisbI+m 

Damage-l 

Damage-i 

Dairugf-I 


h:r3a^JuiO()cit»iidura 

hcieasodMdo«nd 

heie^lcruddswidur^ion 

hoi5asad1uudDdbHrtdurdion 


ArmorvsF^adi;*ls 
,Atmorvsfi5fLh|+i5 
,AtmorvsFteithg+l5 
Armor vs feoK^+rs 
.4rmorvsfeR3t|+l5 
Armor vs feiig+[5 
Atmiorvsfefij(|+lS 
Atmorvs&Kiig+l5 
,Atm'orvsaiKii6iE*30 
Aimorvs fe*9ial*30 
Atmorvs 0swiQl*3O 
Atmorvs03iifisl*3O 
Aimorvs *30 

Aimorvs 09B^I *30 
Aimorvs *30 

Armor vs 0ak^ *30 
Armor vs CiU+ti 
Armor vs OW tis 
APorvsCoil+^ 
ArmorvsGoU+li 
Aimorvs GAI *15 
Armor vs Go*) tu 
Armor vs OM +15 
Armor vs <jj4)+^ 
Aimorvs CMI+tj 
Armorvs Iffmtie*l5 
Aimorvs li^atiig *15 
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Armor cont. 


N/ME 

TVt>E 

CoLI» 

Material l 

Material 2 

MaTTRiM 1 

MAItRlAL 4 

Armor le vel 

Effect I Effect 2 

Effect 3 

Si«dkdL^dier Glc'fie^ 

acvES 

AM 

alined Hici?$giMtes 

2 Sl^ tops 

0 

0 

55 

Anror^.Ebi^lfSO Aporvs b^wig * *13 


Si(Me<fl*jitier ClcvR 

QC^ 

700 

tinned Hid; SqiiitES 

3 Sid iips 

0 

0 

6l 

Mirror tt,Oe«ieimlf so ^por vui^mn^ *15 

~ 

awBe^LejUier 

acvES 

1,005 

11 Tamsd Hide 

33d kips 

0 

0 

57 

^iTJ3r^,&mimai*S0 ^Porv5;U^*fti^>i5 

- 

SudWL^itier Gc'-i& 

aovES 

1,50J 

25 Tanned HideSqwis 

4 Sd kijos 

0 

0 

70 

Afir>3ntaeftiflal*30 Aimorvi (i^mng *15 

- 

SwIWLeiitier 

am 

1^000 

SOTanne'd Hide 5<Titfs 

5 Deldiimtf Sdingot 

0 

0 

70 

ArmiryiBam^UsO Arniorvs.li^flniS*l5 

- 

SD«dMt^(ti«r Qoj& 

am 

li^OM 

50i Tanned Hide Squats 

5 Deldiiimi Sieelbpn 

l5GlDteolb»()lasni 

lSCIsi6aiSll4r{& 

70 

Annor^Ba«4ttal*SO i^<3rv;li^miR«15 

- 


am 

IM 

4 Tanned Hic^Squaies 

1 Sole 

0 

D 

4C> 

Anr>3r Banantal *so Annor vl kt -*is 

- 


am 

250 

$T^nedH(d;SqiiifE 

1 SGle 

0 

0 

49 

Arir»3niLBeiiefn!3l*3(3 Arniorv^lte-ilS 

- 


am, 

^CO 

a Tanned Hiik Sqiiite! 

2 Sales 

0 

0 

55 

Annir^BertmaUsCi Amiors\fife+l5 

- 


am, 


5 Tanned Hide SijiME5 

3 Sales 

0 

0 

5l 

,^n>3nE.Baiefn3l*so i^orv^lirc-iis 

- 


am 

l.DiM 

11 Tonr^ Hide Squses 

3 Sales 

0 

0 

67 

Anror ys. B^refital *30 Armor v^ firi: +15 

- 

OrAf^e Genies 

am 

1,»3 

25 Tanned Hide SiMffs 

4 Sales 

0 

0 

70 

Armor 'tBaiMial *30 Armory; fit( +15 

- 

OfAtxaleGvjies 

am 


50 Tanned Hide Sqins 

5 Sales 

0 

D 

713 

Arn>3r «. fenantal *30 .Armor vi fire +15 

- 


ftrtiTC 

1 

rr, 1 

r r^-.kr 

ir Jr ii|itiiiii 

1 r /*4v’jCnn rLvjL 

T."i 

Apnb-.r^iF- rl !!■ ■!■> ih . Ti~i AmiAPiir IdAB -in 



am 

5D 

1 Tanned hide SpKE 

0 

0 

0 

25 

Arn>3r^BaiHital*30 - 

- 

Cicelies 

am 

IM 

2 Tanned hide Si]uiies 

0 

0 

0 

40 

Arn>3r^ft*i*Bal*30 - 

- 

leiiHfGcyjies 

am 

250 

I Tanned hide Squiis 

0 

0 

0 

4& 

Artr>3r\5.fl»HfEal*30 - 

- 

lejiwClftiei 

am 

^03 

4 Tanned hide SijiMS 

0 

0 

0 

55 

Arn>3r^BeriHtaU30 - 

- 

teiinffOoiies 

am 

TOO 

a Turned hide Sqij«Es 

o 

0 

(? 

61 

Armtir^.0ejiHiQl*3O - 

- 

te^dthies 

am 

\m 

9 Tanned hide SqiuKS 

0 

0 

0 

67 

Arm3rw.ftfiejital*30 - 

- 


am 

1,5M 

11 Tamed Hide SqiEis 

0 

0 

0 

70 

Armor^.ft«Hrtal*30 * 

- 

MISMER HELMS 


mjA 

m 

^Bdlsof Clalh 

1 SirI iip 

0 

0 

SD 

+1 DomnmnVagic 

- 

Imposing LV]^ 

VBM 

250 

«Bdi5Cf Cloth 

1 Sled kip 

0 

0 

3? 

4i Donvidiwwigc - 

- 

IlDOiiifig VUSk 

HELM 

^03 

aecii^c^Goih 

2 Sid ingots 

0 

0 

45 

+1 DDmiwBOMigc - 

- 

I4)0fine fi^sk 

HEIM 

700 

ted&ofctaih 

3 Sid kips 

0 

0 

51 

+1 DamraiMnMjgc - 

- 

hposflg LUsk 

HELM 

1,003 

la Bob ol Clo(h 

3Sd kips 

0 

0 

57 

4i |)3rwwftS#agit - 

- 

llPOiin;LU:k 

WA 

l&M 

250dcsdO3ih 

4 Sd kips 

0 

0 

60 

4 1 tominiWftUigc - 

- 


HEIM 

1M 

aedurfCbih 

1 Boll of Litaan 

0 

0 

50 

4i FaacKWj 

- 


HEIM 

250 

eediiofOoih 

1 Boll ofliiai 

0 

0 

SO 

4| FasKJWS 

- 

mm 

HELM 

403 

5BdisdfGo[h 

2Bolisofiiiia 

0 

0 

45 

4| Fascaaf 

- 

mm 

HOM 

700 

0 Belts of cloth 

JBol&flfjjns 

0 

0 

SI 

4 1 FastCJ^ 

- 

mm 

HaM 

IGOO 

n Bobotaoiii 

3 Bolts of lane* 

0 

0 

57 

4 1 Pascal 

- 

9eA.U£li 

HELM 

1,503 

15 Belts cf 55th 

4Boltsofliniei 

0 

0 

60 

4 1 FiScis^ 

- 

CbsuncMd^ 

HELM 

150 

4BcliLd5aih 

1 feather 

0 

0 

so 

+1 IILisionM]^ 

- 

OhuikM 

HELJ1.1 

250 

e Belts d 53th 

1 feather 

0 

0 

39 

+1 lllusk^ttMiagtc 

- 

OfilineMdsk 

HBM 

403 

^ Belts of 53thi 

2 feathers 

0 

0 

45 

+1 lllua3nlUa^ 

- 

Q}SiiiKMd^ 

HBM 

730 

9 Belts d 53th 

3 tethers 

0 

0 

51 

+1 IlkjsttniLtagc 

- 

C^iiwMdsk 

HBL1 

1,053 

IF BobotGodi 

3 feathers 

0 

0 

57 

+1 IILsionMia^ 

- 

{iMiRcMdsk 

H&JLI 

1,5)53 

35 Bcics cf 53th 

4 feathers 

0 

0 

60 

+1 IlkjsBriMQ^ 

- 

/rifiulMsk 

HBM 

15)3 

4 Bells of 53th 

1 Tanned JfideSfia^ 

0 

0 

50 

+1 InepitaML^ 

- 

^^wwlLtek 

HBJL1 

250 

& Belts cf 53th 

1 Tanned ldii^S)(pDe 

0 

0 

39 

+1 InEpitiSmAbac 

- 

/^l^k 

HBM 

4C0 

Bolts cf 53th 

2 Tanned Hide' Sipres 

0 

0 

45 

+1 IriEpitffiim Magic 

- 

/nmthtek 

HBM 

M> 

■9 BciLs of 53th 

3 Tanned Hid? SflHes 

0 

0 

51 

+1 InEpitBtonAtegic 

- 

/kiwi Mask 

HBM 

1,053 

It Bc'botGrth 

3 Tanned Hide Stpres 

0 

0 

57 

+1 InEpiffltoiA^ 

- 

^nwlhtek 

HB.M 

1,5)>3 

25 Belts of 53th 

4 Tanned Hide Squses 

a 

0 

60 

+1 InspiratoiAl^iE 

- 

OtsuRt Vask 

HBM 

10 

1 Pile of GlitiemEPiia 

0 

0 

0 

5 

- - 

- 

OisoRtVask 

HBM 

50 

1 Pile of Glitter'ntOtua 

0 

0 

0 

^b 

_ 

- 

Disocti Ma^ 

HBM 

IM 

iPilesofGinennEDici 

0 

0 

0 

30 

- 

- 

Oifocti 

HBM 

250 

SPilesofGillenneDiEl 

0 

0 

0 

39 

- 

“ 

OkSORiUask 

HUM 

J03 

4PilesafGliD^neDii9 

0 

0 

0 

45 

- 

- 

CfeOft! Mask 

HELM 

700 

5:PilesofGilieniigOui 

0 

0 

0 

51 

- 

- 

OkSORiUask 

IfiM 

1,003 

t Piles of Gi[ieniie Dui!i 

0 

0 

0 

57 

- 

- 

OinRiMask 

HEIM 

l,£iX 

le Pi^cfCio^CM 

0 

0 

0 

60 

- 

- 

NECROMANCER HEIMS 

fl«t$e4S(ar Raiufn ifiM 

IM 

aftalbolPardiiriSffl 

0 

0 

0 

so 

4| BloodMitEit 


ftit$KkS(4r Paiifim 

HEIM 

200 

1 $ Rolls dParchtTitn 

Ifeaths 

0 

0 

SO 

4| EjeodWk^t 

- 

fUttKdScar Panern 

IfiM 

300 

5RollsdPar(hiii;N 

2 tether; 

0 

0 

45 

4| BloodMi^ 

' 

(Uc£Hi$car Raiifim 

HBM 

403 

^fiolboiParehmaii 

3 tethers 

0 

0 

51 

- 1 - 

s 

1 

1 

- 

itiiflRiSfar Padem 

HELM 

603 

It Rdlsof PanshiTiHi 

3 feathers 

0 

0 

57 

4l Bludlilli^ 

- 

Riesc^^ar Pddfrn 

HBM 

ao3 

25Rollsof Parehinefi 

4 tethers 

0 

0 

SO 

+1 BiDodUt^ 

- 

VSdedScarPaiteiri 

HBM 

150 

4fiQllsDtPar[tiiiri5re 

0 

0 

0 

30 

+1 Citises 

1- 
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Armor cont 

Nme Im 

CQLla 

lUlATERIAL 1 

MAmvii 2 


IVlAitfiiM: 4 

Armor Uvel 

Effect l 

Effect 2 

Effect 3 

VidBdScjrPjtt^m 

41M 

m 

eftalb d Pardimetii 

ifether 

0 

D 

59 

4i Caises 



IWdedSarPjKin 

tm 

300 

afeilb otpardiman 

2fetlie(s 

0 

0 

45 

4i Cuises 

- 

- 


HEIM 

400 

9fiolb otParrtin^ 

3Fsdtiei5 

0 

0 

51 

+ 1 Ct)l5t' 

- 

- 

V^ScrP^a^in 

«LW 

600 

M Edlsof Paichmtn 

JF^ers 

0 

0 

57 

4| Oiises 

” 

- 

Glided SQfPjit^in 

wm 

5t)5 

25Rdl5d 

4F^ers 

0 

0 

60 

4i Caises 

- 

- 

^5oiP3tKm 

\m 

IW 

iRolls otParchirasl 

0 

0 

0 

30 

*\ DfdltlMlglL 

- 

- 

\%SOlP3tI^ 

HELM 

200 

6Ralb otPardimem 

1 r^iiEt 

0 

D 

39 

+1 Deaili Ui^i 

- 

- 

V^SofPait^ 

HUM 

300 

atolb otParchmaB 

2F^lias 

0 

0 

45 


- 

- 

\ft-SofPattffn 

HQ.M 

400 

9 tolls d Pardimerd 

3 feathers 

0 

0 

51 

-ft DeadiMi^ 

- 

- 

Vd^Sof fatten 

HUM 

600 

ri EcJIsof PardimBTi 

3 feathers 

0 

0 

57 

tl Death Mig»; 

- 

- 

VjbScrPatttm 

HUM 

flW 

35RcJlsaf Pafrhtr«i 

4 feathers 

0 

D 

60 

4i C'ealhMi^: 

- 

- 

Oevfch Scar Pattern 

HULl 

m 

4tolls citPard’imera 

0 

0 

0 

30 

-ft Soultt^pfg 

- 

- 

Ofiviih Scar Pattern 

HU.M 

200 

atolls otParrhrraai 

1 feather 

0 

0 

59 

-^1 Soultj^xg 

- 

- 

£<ar [Vittcm 

OevWt Scar Pattern 

lEUi 

HUM 

3W 

400 

A n^lls c+ Pordimanl 

9tolls C'tParrhtTflfl 

2 rcGthcfi 

3 feathers 

0 

0 

D 

D 

IE 

51 

■ 1 EnjIlkD^iHig 

tl SoulliBa^ 





De\4sh Scar Pattern 

HUM 

600 

II RcllsdPatclimBrr 

3 feathers 

0 

0 

57 

tl Sou1^e4pfg 

- 

- 

Of*h Scar Pattern 

HUM 

.900 

23RcJlsd ParthtTBifl 

4 feathers 

0 

0 

60 

tl Soulf^ee^ 

- 

- 

Out Sar Pattern 

WM 

10 

1 toll of ParcImEffl 

'3 

0 

D 

5 

- 

- 

- 

OufeSar Pattern 

WM 

50 

ztollsotPardimafl 

0 

0 

0 

15 

- 

- 

- 

Ouh Scar Pattern 

HUM 

150 

4tolls dParditnem 

0 

0 

0 

50 

- 

- 

- 

GukSor Pattern 

IflM 

200 

atolls d Parrtimafl 

1 feather 

0 

0 

59 

- 

- 

- 

Gude Scar Pattern 

HUM 

300 

atolls dParchmaifi 

2 feathers 

0 

0 

45 

- 

- 

- 

Gut Star Pattern 

I«1M 

40>2 

stolbdPardimaai 

3 feathers 

0 

0 

51 

- 

- 

“ 

Gut Star Pattern 

tflM 

6W 

11 RdlsafPerctimefl 

3 feathers 

0 

0 

57 

- 

- 

- 

Gut Scar Pattern 

41M 

900 

2SRcflsof Pentiinsu 

4 feathers 

0 

0 

60 

- 

- 

- 

ElEMENTAUST mUMS 

SmtfiEve vm 

150 

4PjlesdGII[tenneCui 

4 Iran ln0C4J 

0 

0 

50 

*\ TirMagi: 



Staffs Eye 

4LM 

250 

e Piles of Oinerin^Oifi 

6 Iran ingC'U 

0 

0 

59 

tl rirM^ 

- 

- 

SEanfsEye 

I€IM 

4M 

aPifesofClinerinaOusi 

a Iran inacis 

0 

D 

45 

tl ^rM^: 

- 

- 

SBMfS^ 

HELM 

m 

9fflesd ditierinaOw 

Oiran ingc4j 

0 

0 

51 

tl ^ruegc 

- 

- 

StofifsEye 

HEIM 

m 

11 Piles of GEltefii!g0u9 

II lonIngoK 

0 

0 

57 

tl TirMi^ 

- 

- 

Swffs^ 

taM 

1,»3 

25 Plesoffcji?Dw 

25 Iren Ir^ 

0 

0 

60 

tl ArM^; 

- 

- 


HUM 

150 

4PifesofdiDerittgOifl 

1 Cratice SWj 

0 

0 

50 

tl EanfiMigi: 

- 

- 

Swifts 

HUM 

250 

£ Files erf Ciinenn^C^ 

1 Granilie 5lab 

0 

0 

39 

tl Earth Migi; 

- 

- 

56]ne^^ 

HUM 

400 

aPilesofdittefinEQifl 

2 Granite Ms 

0 

0 

45 

tl Earth 

- 

- 

Stands Ey? 

HUM 

TOO 

aPilesdCJineringCtusi 

3 Granite Stabs 

0 

D 

51 

tl Earth Mif^ 

- 

- 

Smog's ^ 

HUM 

\m 

II Piles of CEtterinsDiti 

3 Granite Sli! 

Q 

D 

57 

tl Earth 

- 

- 

Stones ^ 

HEU.1 

1>M 

25 Plosof GiQeati!DiEl 

4 Granite SMu 

0 

0 

60 

tl Earth Mi^ 

- 

- 

/frSHfigE»« 

HUM 

IM 

4PilesofCJiderineOt£i 

4 Iran Ingc'ls 

0 

D 

30 

tl EnereySktnp 

- 

- 

rfi-SrangE^^ 

HU.M 

250 

aFifesofCJinerinEDict 

6 Iron In@c4s 

0 

0 

59 

tl EnerEj:S4Dl^p 

- 

- 


HUM 

400 

aPilesof'^iDHin^OiEi 

a Iran IrgC'is 

0 

0 

45 

tl Energy %Hge 

- 

- 

AlS(^P)ie 

HUM 

m 

9FilesdQitlGfinEOt£l 

9 Iran IngC'is 

0 

0 

51 

tl EnetEf/ftHiie 

- 

- 


HUM 

1,003 

II Piles of GitteringCua 

11 ton Ingots 

0 

D 

57 

4| EnerE,fS4oij®e 

- 

- 

/^SniigE^ie 

HU.M 

1,&>3 

25 Piesof GitteringDiEl 

25 Iron Ingorts 

0 

0 

60 

tl Energy' Sfc-Bge 

- 

- 


HUM 

m 

4PilesofGid.onn^QtEl 

4 Iran Ijipt'ts 

0 

0 

50 

tl FreMi^ 

- 

- 

flurw'i^? 

WM 

250 

£ Piles of Gittorin^DiEl 

6 Iran Ingcis 

0 

0 

59 

tl FfeMii^ 

- 

- 


HUM 

400 

aPilesdGitionngOiEi 

8 Iron Ir^^ts 

0 

0 

45 

4| FfeMa^' 

- 

- 


WM 

300 

9PilesdGitlorinBDi£l 

9 Iron Ing&ls 

0 

0 

51 

41 Ff e Map: 

- 

- 

awK's^ie 

WM 

1,030 

II Piles of Gitterit^Dusi 

11 Ion Ingots 

0 

0 

57 

4 1 FreLM^ 


-- 


IflM 

1,503 

25 PiRCf Giiteritf=CiuEi 

25 Iron Inps 

0 

0 

60 

4| Ffe Hiffi 

- 

- 

Viid^ 

KIM 

10 

1 PileofGliuerfi^DiEr 

0 

0 

0 

5 

- 

- 

- 

ItudN 

HUM 

50 

iPileofClinerriECnd 

0 

0 

0 

13 

- 

- 

- 

Vui]^ 

KIM 

1.^ 

iPilesotGinerineOusi 

0 

0 

0 

50 

- 

- 

- 

Did Eye 

KLM 

250 

SPifesofOiRerineOua 

0 

0 

0 

50 

- 

- 

- 

1tiidh« 

KIM 

400 

4Pife&ofGiReri(ieOufl 

0 

0 

0 

45 

- 

- 

- 

ItHd^ 

KLM 

700 

9PllesofGlneiineDu9 

0 

0 

0 

51 

- 

- 

- 

ItiidEy^ 

KIM 

1,030 

9FilesofGidenngOua 

0 

0 

0 

57 

- 

- 

- 

Hud Eye 

KLM 

1,503 

11 Piles of GitterinsCus 

0 

0 

0 

60 

- 

- 

- 

dwtfsEw 

KLM 

150 

4Plle$ofCilnenngCKja 

4 Iran Inps 

0 

0 

50 

tl Waietlflw 

- 

~ 

a»o*fsEye 

KLM 

250 

e Piles of Gi!leringf3iBi 

6 Iran Inps 

0 

0 

39 

tl Waieittj^ 

- 

- 


HUM 

400 

aPilesofditieringOrti 

3 Iran In^iis 

0 

0 

55 

tl Waierttrfk 

- 

- 

aotfs^ 

HULl 

700 

tPifesdditlHingCiiti 

9 Iran Ingctts 

0 

0 

51 

tl WaierUitEit 


- 

duffs Eye 

KU.1 

1,000 

II Piles of CEtteriiigDiia 

11 Ion Ingas 

0 

D 

57 

tl Water Utgf 

" 

- 

dutfs^« 

HUM 

1,500 

25 Plesof Gilterit^Dusi 

25 Iren Ingas 

0 

0 

60 

tl Water Migk 

- 

- 
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PRIM A OFFICIAL CAME GUIDE 


Armor cont. 


N/ME 

TVt>E 

Cold 

Material l 

Material 2 

MATt3%lA£ 1 

n/lA1tiliAL 4 

Armor le vel 

Effect ) 

Effect 2 

Effect 3 

MWK HELMS 

hcfher^ Scalp C«^ 

HEIM 

150 

iRolbolPaniiirigii 

0 

0 

D 

3D 

4| Divine Fasof 

- 

- 

hofh?!'^ Scalp 0^^ 

KIM 

:co 

6Roll;DlPard]iri^ 

iFeottiCf 

0 

D 

19 

4| Di<.fineFascir 

- 

- 

hoiWi Scalp D«igi 

im 

3C0 

4RglbotPar(hiri9n 

2Fs3ilier5 

0 

D 

45 

4| DifaneFasv 

- 

- 

hDfh^{ Scalp D^ifi 

IfLM 

400 

^BoHsotParchincn! 

5F^ha; 

0 

D 

51 

4i DivureFasor 

- 

- 

hqhif's Scalp 

HaM 

SDO 

Ill RcllicdPaitlmiNi 

31^1)05 

0 

0 

ST 

4| [SvineFautr 

- 

- 

pRfhci'sSalp 

h&M 

flCiO 

25Rcll&cif PachiiHi 

4Peath0s 

Q 

D 

6D 

tl Ci'4neFa»i 

- 

- 

Savant Scalp Design 

\m 

150 

4RollsDlPar[ti[na;a 

Q 

q 

D 

3D 

+1 Healing 

- 

- 

SavHTs Scalp Design 

tm 

2DD 

fi tolls otPardiiraK 

1 feaths 

i] 

D 

3D 

+1 Healing hi^ 

- 

- 

Savaiil^s Scalp Design 

N&M 

300 

atolls otPardimert 

sfethefi 

0 

0 

45 

-rl HEaliftgh^ 

- 

- 

Savao^s Scalp Desigri 

HELM 

4CO 

■Stolls DtParctiinflrt 

3fe3ttl0S 

0 

D 

51 

+1 Healing hiy«5 

- 

- 

Savasfs Scalp Design 

HBM 

600 

IF Rolls of PanduTaMi 

3F^het 

0 

D 

57 

+1 Healing Fhwr 

- 

- 

Sa^s Scalp Design 

Dc4l> Deign 

KBM 

iim 

aro 

IM 

25 Rolls dPactinwel 
4 Ralh d rvird-irrurt 

4Fefltli0s 

0 

0 

0 

D 

0 

60 

JC- 

+1 Healing Plijiefi 

F4dk EncTf^f 1 1 

- 

- 

Sca(fDedgn 

HBJI.1 

200 

stolbotPantiirai! 

1 fealtiff 

0 

D 

59 

MajcEnerE?*-! 

- 

- 

Scatf Design 

HBM 

300 

atolls otPartLiingna 

2f^0S 

0 

0 

45 

MaxEnHEfi-l 

- 

- 

Sr4)De^ 

HBM 

40] 

^toUsotPardiiraa 

3fe3ttl05 

0 

0 

51 

MaicEnejgfi-i 

- 

- 

Sc4)LiS3gn 

HBM 

bOO 

1C Rolls of Paiclniiieff 

3fe3ltiet 

0 

D 

57 


- 

- 

Scat) Design 

HBM 

aoo 

25 Rolls cfPanhnwil 

4f^et 

0 

D 

60 

Max&ier^ftl 

- 

- 

Drfgicter's Snip Desi^ 

HBM 

IW 

4tollsotPar(J]in3nl 

0 

0 

D 

30 

+1 ItolHSJoPiatieR 

- 

- 

Order's Salp tei^i 

HBM 

20C' 

6tolb cf ParchnMfl 

1 featliEf 

0 

0 

39 

+1 ItolHjftio Flaxen 


- 

Dcfeder'^ Scalp 

HBM 

300 

6 tolls ol PanJimai! 

2 Feathers 

0 

0 

45 

+1 Fitaec&m Risers 


- 

DftEKfer'i Scalp Desi^ 

HBM 

400 

atolls DtPartfmgfl 

jFaatheis 

0 

D 

51 

4| FtoleCttinR9(efi 

- 


OH^r'i Scalp Desi^ 


6D0 

IF RClISOfPaitlnwfl 

3 Feathers 

0 

D 

57 

+i Fiioiawifti^efi 

- 

- 

Merkfcf; Scalp De$Qn 

HBM 

dco 

2S Rolls of Pardinwfl 

4FeatheT} 

0 

D 

6D 

+1 Proie»3ft friers 

- 

- 

Drfaifef'^ Sulp D^en 

ECIM 

IM 

4tolNPar(fihwn 

0 

0 

0 

3D 

■rl Smltifrg 

- 

- 

OHcMeci Scalp Design 

HELM 

2C0 

e tolls cfPard^rriaK 

1 Father 

0 

D 

39 

■ri Smrhf 

- 

- 

OHakfef'i Scalp C^ign 

ICIM 

300 

itolbofParthnisn) 

2l^hers 

0 

0 

45 

■rl Smiting 

- 

- 

Otfakfcr'a Scalp D^iji 

HEIM 

40] 

1 tolb cf PartfinwK 

3 Fathers 

0 

D 

51 

■tl Smtine 

- 

- 

OdaKte's Scalp D«gn 

HEIM 

60] 

i c Rolls of Paictiiwi 

5 Fathers 

0 

0 

57 

4i Srniig 

- 

- 

Odtnier'^ Scalp Dsign 

iflM 

600 

2S Rolls of Parchn^ 

4 Fathers 

0 

D 

6D 

■ri Smiiig 

- 

- 

Sd^Sdp Design 

HELM 

10 

\ toll of PardiniOT 

0 

0 

0 

5 

- 

- 

- 

Setea'sSdp Design 

m\ 

50 

JtolbotParchinsra 

0 

q 

0 

15 

- 

_ 

- 

8(fc»tf'tSdpDessn 

HaM 

150 

4tollsotParij^[ncn! 

0 

q 

0 

3D 

- 

- 

- 

Befe.a's Sdp Daign 

HBLI 

200 

etolbDlParcfiiMH 

1 F^h0 

0 

D 

39 

- 

- 

- 

Gefe^Soip Design 

HBM 

300 

^tolbolParchinciia 

TF^ha: 

q 

D 

45 

- 

- 

- 

Sd^j-a's Scalp H^ign 

leM 

400 

^ tolb otParchmert 

3F^has; 

q 

D 

51 

- 

- 

- 

&et?ia'5 Sc^p [is^n 

KEU1 

600 

IF Pills of PancliiMi 

3F^has 

q 

D 

57 

- 

- 

- 

ediA^sSolp [^ign 

NBJ1.1 

flCO 

25Rcllsi]f Pjdinal 

4F^has 

q 

D 

60 

- 

- 

- 

AsGsk^Scat Desigri 

HBM 

IM 

4tolbolPard]inanil 

0 

q 

0 

30 

MasBOH^a*! 

- 

- 

Ascek'sScat Design 

KBM 

200 

fttolbotPard'iingrt 

1 Faatha 

q 

0 

39 

Mas!EnBig(ff-l 

- 

- 

Asedt^s Scat) Design 

HBJL1 

30C' 

atolbolPard’iiTfli! 

2F^et 

q 

0 

45 

MaFiEneJEf*-! 

- 

- 

Ascrtc^s Scat Design 

HBM 

40] 

s tolb otPardiiraa 

3F^ers 

q 

D 

51 

MaKEnergici-l 

- 

- 

AsGflfc's Scat Design 

HBM 

600 

IE Rolls i]f Paidimen: 

3F^05 

0 

0 

57 

MaKBiHEfi-l 

- 

- 

Ase*'5SGt Design 

KBM 

60] 

25 Rolls d Pjihiwrt 

4F^0S 

q 

D 

60 

Maxtoergifi-l 

- 

- 

WARRIOR HELMS 

AsdoaHelm 

KBM 

50 

2 Iron Ingot 

1] 

0 

D 

35 

AnnonE.Ftiga3l+20 

- 

- 

AscdooHelm 

KBM 

liO 

4 Iron Ingot 

1 Fur Square 

q 

D 

50 

Anr>orv5.rtijsol+20 

+1 Tadci 

- 

/ficdonHelin 

HELM 

250 

6 Iron Ingot 

1 Fur Square 

0 

D 

59 

Anr>onE.nij5iQl+20 

+1 “faaits 

- 

AscdonHelm 

HELM 

4W 

6 Iron Ingot 

2 Fur Squares 

q 

D 

65 

Armorvs.Ft^^+20 

+1 Taois 


AscdoiiHelm 

HBM 

TOD 

^Ircfllngot 

3 Fur Squares 

q 

D 

n 

Armorv5Llli(«i!+2D 

+1 Taois 

- 

AsokniHelm 

l«M 

l.DOO 

IF lion hgjocs 

3 Fur Squares 

0 

0 

77 

Arjn'orii$.nwiGl+2D 

4i Taqia 

- 

AscdOttHelm 

HBM 

1 ,»] 

25 ren ingat 

4 Fur Squares 

q 

D 

6D 

Wn>orifi.R^-HO 

Damage-i 

- 

AsulOAHelm 

HELM 

U,i»3 

50 liC'n hgccs 

5 Fur Squares 

0 

D 

6D 

A;ran6.f!w*cjf+1D 

Damage -1 

- 

AscdOAHelm 

HEIM 

1S,0» 

50 ton hgets 

5 Fur Squares 

iSQctedEcKpbgii 

l50bsiJii«M 

6D 

Afrrcnvs.n^l-^10 

Damiged 

- 

&M»ow'iHelin 

HEIM 

150 

a im Ingot 

1 Sieel hp 

q 

0 

5D 

Armorvs.flwiul4 2D 


- 

ScMBongt'sHelin 

HEIM 

250 

elm ingot 

iSied hgicr 

q 

D 

59 

Armon£,ni^!y-^2D 

4| feeMKHV 

- 

awwanef'sHelm 

HELM 

40] 

i Iren Ingot 

2M hgets 

q 

D 

65 

Anrorv5,n^+2D 

4i Aaeiteiw 

~ 

&«w)fler'iHel[n 

HBM 

TOD 

5 Iron Ingot 

3Sieel mgcE 

q 

D 

71 

Armorw.nwial-i'2D 

4iteMaswy 

- 

Ecm^'sHelm 

NBM 

1,0>] 

u ton hgcG 

3 Sled hgot 

q 

D 

77 

ArmorvtWpcii+2D 

+1 Ai^Ujchv 

- 

&Mi»fler‘$Helin 

HBM 

1.500 

25 Lon Ingoii 

4S|«I hgCG 

q 

0 

6D 

Arn>onis,f1i^l+20 

-rl 


Cip&h'^Hehi 

HBM 

1.5CO 

25 Lcfi Ingot 

4Slllc 

q 

D 

75 

Armor^Rpot+lO 

- 

- 

OwnuiiHeh 

HELM 

400 

4 Iron Ingot 

0 

q 

0 

65 

- 

- 

- 
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Armor Appendix 


Armor cont. 


H 


Nmi 

Jm 

C0LI> 

Materul 1 

Mahrial 2 

f^ATlRM I 

Matirm 4 

Armor Uvel 

Effeh I 

EFFEa 2 

Effect 3 

Ouinm^t^hi 


?]D 

Slfco Ir03li 

r] 

0 

0 

71 

- 

- 

- 

GuinauilHehi 

tm 

m 

jrrcnlnjjis 

0 

0 

D 

77 

- 

- 

- 


HQ.U 

150 

4leonlnsoi^ 

1 Scole 

0 

D 

55 

Arirars£,fl^+10 

4| Sirmgjh 

- 


«LM 

250 

effonln^jis 

\lQ\i 

0 

D 

54 

AriTOrs6.%9Pl+l0 

+ 1 5nen&ih 

- 


Hajt.1 


eirmlngi3ii 

2SC3le5 

0 

0 

73 

Artnor^nij^+io 

+1 StrenEfli 

- 


HELM 

m 

Ofrcnlngols 

1 5ule^ 

lO 

0 

7a 

Amur K.(1ijsaaJ4 lo 

4l Strmith 

” 

WjWfnKdm 

HQ.M 

m 

ti Iron 

3 ^oale^ 

q 

D 


.Arnuru.fltjeiiQUio 

+1 StrenEJh 

-- 

IhVntltftn] 

HELM 

1.M 

25 tm Ir^sls 

4 Scales 

i3 

0 

a5 

Amun^TlliwI+io 

+1 StrenEih 

- 

QrasmHielin 

HELM 

li.®D 

50 lion hps 

5 Scales 

0 

0 

35 

Aimor^fhfacrf+io 

+1 SirenEio 

- 


HEU.I 


50 lion h^cts 

5 Scales 

15 <ilctS19l&K{Flil?n 

isObASbatih 

35 

Armor ^fhi^+io 

+1 StrenEla 

- 


mA 

liO 

■Urmlngot 

4 Tanned Hide Sfiere^ 

0 

D 

50 

MaxEneigi'f-l 

Armors +20 

+1 Taaic 


HEU.I 

250 

6 Iren logo li 

S Tanned MSi|flces 

0 

D 

59 

MaxEnagirf-l 

AmiorviF^5a(y+2& 

+1 Tame 


HEUA 

Am 

slum Ingot 

a Tanned TTideSquons 

0 

(3 

65 

MaKEneig’ff-l 

Amiorv5ftf/«d+2(0 

+1 ladiG 

/"I'wC'^wV LL-il~n 

LDU 

-yic, 

iL Irm lr^"iir 

fi Tirininrl JJijI^ 

ri 

ft 

■71 

Lri^v QunTU^ ■ 1 

Armi~iri.r bVl 

l'I Tirhrp 


HEIM 

l.C'M 

11 Imn hgiot 

11 TannodHdeS(|iff^ 

0 

Q 

77 

MaisEneig'fi-l 

Armor VS Rii^ +10 

+1 TadiG 

QtbDf'slishi 

HEIM 

1.SM 

25 Tcfi Ir^ls 

la Tanned HideStiuKs 

i] 

D 

30 

MaxEnEi^fi-l 

Aimorvsrtpol+10 

+l Tactic 

Ovo'iWHelin 

HELM 

liO 

4lrcfllngot 

1 Steel hp 

0 

0 

50 

Armor^.rtil^+20 

+1 Hammer 

- 

[jKT.wHelm 

HEIM 

250 

sineningot 

1 Sled Hp 

0 

D 

59 

Armor 20 

+1 Hammer Wi3&y 

- 

OpffifoHelm 

WM 

Am 

Sfrmlngot 

2 Steel Hget 

0 

D 

65 

Armor ffi.Fhj^+ 20 

+1 Hamirer Mj3ler(' 

- 

DKTiinHelm 

IfLM 

T'JO 

9lrmlr^t 

3 Steel liEDls 

0 

D 

71 

Armor’c.^iol+lO 

+1 Hammer .MatHy 

- 

OiavmKelm 

HEIM 

1,W3 

tF lion hg.tts 

3 Sted liEDts 

0 

D 

77 

Armor B.Hii^+20 

+1 Hamira MBS’) 

- 

DMancfiHdin 

EHM 

1,&» 

25 Ton Ingot 

4 Sted Ti^as 

0 

D 

30 

ArmorVs.flijW3l4 20 

+1 Hamiw-MBiair 


Kri^sHehi 

WM 

\m 

II Iron 

3 Sted heoG 

0 

a 

77 


- 

- 

Kni^shtehi 

HEIM 

1.S(B 

25 Tm Ingot 

4 Sted tips 

Q 

0 

30 

Armor vS.Ftrj^4 20 

4l Slrenglh 

“ 


rtlM 

M 

tFrm ingot 

3 Sled Tips 

0 

0 

71 

ArmonE.f1i'j^4 20 

- 

- 

SoUKsKefm 

HEIM 

1,»D 

II inon hp; 

1 Sled Ttfiot 

0 

0 

77 

ArmotM.JMal4 20 

- 

- 


41M 

1,»3 

II lion hps 

3 Sled Hgets 

0 

0 

77 

ArmotM.fhpwJ4 20 

- 

- 

Hii^Kdni 

4LM 

1,»D 

25 rm ingot 

4 Sled Inps 

0 

0 

3D 

Armor 115 , 11 ^ + 20 

- 

- 


«IM 

15, m 

50 lion hjoc 

5 DeUiinief aeeiiips 

0 

D 

30 

Afmor^,JlWicil+20 

4i3iraneih 

- 

liem^sMeiin 

«LM 

Am 

sifoi Ingot 

2 suit 

0 

0 

50 

Armor «,%wTl + 10 

- 

- 

neour$C$ 

HCLM 

5D 

1 rrm Ingoi 

0 

0 

D 

55 

Armor ^.Hvywl+20 

- 

- 

liHnifsOp 

HQM 

150 

2 Iron Ingot 

0 

0 

0 

SO 

Armor^l!V5kd+20 

- 

- 

flemiifjOp 

rtLM 

250 

3 lrm Ingot 

0 

0 

0 

59 

Armor 20 

- 

- 

Oi^sKdir) 

HBM 

150 

■tffcnIngoB 

1 Sl£d Tip 

0 

D 

SO 

Armor^.f1^f^4 20 

4| 

- 

OufesKelm 

HELM 

250 

siren Ingot 

1 Sted hp 

0 

D 

59 

Armor '£.111/301 +20 

4l Si'iorrkmdip 


Di^sltejm 

HELM 


a Iron Ingot 

2 Sted hps 

0 

D 

65 

Arinonfi.Tlti^4 20 

+1 ^Kord^mordTP 

- 

Ouisfs Hfliri 

HELM 

700 

9 Iron Ingot 

3 Sled TiEcis 

Q 

D 

71 

Armor^Jlrj^4 20 

+1 SftordsflBfBliip- 

- 

Diffars HEliri 

HELM 

l,OM 

FF lion hps 

3 Sted Hedis 

0 

0 

77 

Armor £.dtif^4 20 

+1 Sh'ordsfnstkdfp 

- 

Otii^sKdin 

HEIM 

l,5)Xi 

25 tm Ingot 

4 Sled Tips 

0 

0 

SO 

Armor k.Ai/^4 20 

+1 Sh'iorcbiTHdip 

- 

Srae's Kelm 

HEIM 

IM 

4 Irm Ingot 

1 Sted TiEDt 

Q 

D 

50 

ArmorK.rttif3Ql4 20 

+1 Strength 

- 

di^i Helm 

HELM 

250 

siren Irgot 

1 Sted Tip 

0 

D 

59 

ArmorK.flti«3l4 20 

+1 SirenEih 

- 

SME^sKelm 

HEIM 


slum Ingot 

2 Sled hEOts 

0 

0 

65 

Armor^JlpQl+20 

+1 Strength 

- 

Sra^slfefm 

HELM 

m 

9 fren Ingot 

3 Sted TiECts 

0 

0 

71 

Armorw.rt^[«3l+20 

+1 Slienglio 

- 


HEIM 


II Imn hgets 

3 Sted hEds 

0 

0 

77 

Armor ^.Jlllf9Ql+ 20 

+1 Strenglh 

- 

eiUc^sHelm 

HQM 

l.&M 

25 Tm Ingot 

4 Sted Tiedc 

■3 

0 

30 

Armorvs.fl5W3l+20 

+1 Snenglo 

- 

T»i(Uffs Keim 

mM 

150 

4lnmlngot 

1 Sted TiEDt 

0 

D 

50 

ArmorE.rtiifS(al4 20 

+1 Tadic 

- 

T»i(wfs 

HELM 

250 

6 Irm Ingot 

1 Sted TiErt 

0 

D 

59 

Armors. 11)5^4 20 

+1 Tadc 

- 

TiiMifs Helin 

HEIM 

flW 

sfrm Ingot 

2 Sted hEcts 

0 

0 

65 

Armorvs.fl5'^+20 

+1 Tadc 

- 

THhisfs Helm 

HIM 

730 

9 [rm Ingot 

3 Sled Tigtls 

0 

Q 

71 

Armor «.Hi)f^4 20 

+1 Tactic 

- 

THkwffs Helm 

HEIM 

1,000 

II lien hs,ot 

3 Sled TiEdS 

0 

D 

77 

Armor «. 11^3*3)+ 20- 

+1 Tactic 


tMuri^Helm 

HEIM 

1.503 

25 Im Ingot 

4 Sted TieCC 

0 

[J 

30 

ArmorvS.Jt^f9ai4 2Ci 

4| TacDc 

“ 

RANCER HELMS 

Tina's Mjsit 

HLM 

150 

^Boltef Cloth 

1 Fur Square 

0 

0 

40 

+1 Beast M£kff 

- 

Armor Wi EkmemiJt-JC' 

TlwrsMJSk 

HIM 

250 

secJtrfCbih 

1 Fur Square 

0 

D 

49 

41 BeaaMaoHy 

- 

Armor VL Elemeaul+W 


HIM 

Am 

sGcIt of Cloth 

2FutSquaJe5 

0 

0 

55 

4| BeaaUasHy 

- 

AimorvL Eleroi 0 Jul#» 


HLM 

?30 

9ecJt of Cloth 

3FurSquaiei 

0 

D 

51 

4i 

- 

AimotK Elemsrfliltw 


HLM 

1,003 

II eobotaHh 

3 Fur Squares 

0 

0 

57 

4i 

- 

Armor Vi ElaoiOTil+MT 

Twa'sMdsIc 

HLM 

1.503 

25 0dE of Cloth 

4 Fur Squares 

0 

D 

70 

+1 Beast 

- 

Armorvi Ebmaml+jo 


HELM 

150 

^edtcfOoih 

1 BoliofUnsn 

0 

D 

40 

4i MahTifiuneAicF 

- 

Armor Vi ElemeriMlt jo 


HLM 

250 

eBcJtcfcbih 

1 Boll 0(1 Lingii 

0 

0 

49 

4l h4)rltiiiun6h{F 

- 

Armor Vi Ebierail+W 

^idM'sMdsk 

HELM 

Am 

sBolt of Cloih 

2 Bolt of linen 

0 

13 

55 

4l Marl>iiMis6f 

- 

Armor Vi EkmenultW 


HELM 

m 

^BoltofCbih 

3Boltonii^ 

0 

0 

61 

+1 Maiisflunsl![F 

- 

Armor 'ii Elemerraltso 


HEIM 

1,003 

FI Boh ot Cloth 

3 Bolt of linen 

0 

(3 

57 

+1 MarhsinLinst^ 


Armor 'Ji Elemanl+w 
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Armor cont 

Nme Type 

m 

Cold 

MilTERUl 1 

Matepul 2 

MATt&Wt J 

ivuniiiAL 4 

AftMt}R lEUEL 

Effect i Effect 2 

Effect 3 

Mia'S Alask 

IflM 

l.Kfi 

2J0dcrfOD[h 

4&3lisoflka 

0 

D 

70 

■ti Mjifsflkxidip 

Armor EfemaiultW 

HimfshUsk 

MOM 

m 

a BcJii cf Cbih 

I5ilk 

0 

0 


■f i DpsitiH 

Apor<!^ El3TiaiMlt» 

HuiKSiusk 

HEIM 

250 

^GcJurfCkDEti 

iSilk 

0 

0 

40 

4| EiiSJm? 

Aporvs Ekmawltjo 

Hum's Mjsk 

HBM 


eSdisrfCtaih 


0 

0 

55 

4| 

Armory Efernenul+W 

Hums Mask 

HEU.1 


fScJtsrfdoih 

55ilk 

0 

0 

51 

+1 E)i^ 

Armor ys, Elemonl+JO 

Hums Mask 

HaM 


n BobotOah 

3 Silk 

0 

0 

57 

+1 Bjkiik 

Armor vs EkmaHil+]t> 

Huwrs Misk 

HQJL1 

1.5f>3 

J5 BcJte cf Ck5lh 

4 Silk 

0 

D 

71} 

4i Bfeitb? 

Armory’S Efemaiul* *» 

^teUask 

HBM 

ICi 

1 BcJtafdDih 

0 

0 

0 

ID 

Annisn£.Bafia)QU50 - 

- 


HEll^ 

50 

lEdtafdciih 

0 

0 

0 

25 

,^™n&.fl3iiailaU30 - 

- 

^^ask 

HBM 

m 

ZBcJtsrfCkDih 

0 

0 

0 

40 

Afrar^.B?(»itiiEaU]0 - 

- 

Snfkliask 

HQM 

250 

sBdtsdM 

0 

0 

0 

49 

Anr»7r&EtfiaTQU50 - 

- 

^hfkUask 

vm 

^[0 

4Bdi5ofQDtki 

0 

0 

0 

55 

Af[i>3r^.flejMttal43Ci - 

- 

^i;^ask 

Hmi 

m 

d BdcdOilti 

0 

0 

D 

61 

Armor vsLBsHuaUJCi - 

- 


mu 

],rin 

fl RrJft ci rlnfh 

n 

n 

n 

f7T 

(rirvtn^ - 

- 

^l^jsk 

HBM 


W EobotOotti 

0 

0 

0 

70 

Armor ^BarentaUjo - 

- 

Inekf's Mask 

HBJL1 

IM 

a GdE d Qitf-i 

1 Scale 

0 

0 

40 

+1 WikkHsSffl'/'-al - 

Armor ys. Efema«il+30 

ftwiif's Mask 

HBlil 

250 

eBdEofCbih 

1 Scale 

0 

0 

49 

4] Wiliemesa Srj'jal - 

Armor 'rs. Elemasiilt30 

iMfcfs Mask 

HaM 

^03 

iBdEof Daiti 

2 Sales 

0 

D 

55 

+1 WiktemssSurdVial - 

.Armor ys Ekjwait-30 

■h«l?^5 Mask 

KaM 

TOD 

9 Bdt d ClDitl 

3 Sales 

0 

0 

61 

+1 WiHemss Stir,vial - 

Armor vs. Elemaflil+W 

tn^^s Mask 

KQM 

\m 

)f Bob of Cloth 

3 Sales 

0 

D 

67 

4i Wildfnsss Sarjf'ial - 

.'^jmorvs. ElemHililt-» 

twfei'sMask 

HaM 

1,5M 

25 Bdcs d Cbth 

4 Sales 

0 

D 

70 

41 Wiltmss5a™l * 

Armor vs. Efemawlt-Sf 


MESMERLECCINCS 


OwIrKose 

LEOCINGS 

SO 

aGdisdCk^ih 

0 

0 

0 

15 

4 1 Ene0(lj[jiFi 

+15 ArmiFKiliiccaarig 

- 

Owi^Kose 

lECONGS 

150 

aedisdcioih 

2B3teoflaiveti 

0 

0 

5D 

4 1 

4is ArmoiTiiJie<a5tiog 

- 

Cwl^Kose 

LEGGINGS 

250 

t3 Eolisoffdaii 

2B3tedGt^ 

0 

0 

59 

4 1 Ensigf BLjeft 

4is Armorf04ecaaticis 

- 


LEGGINGS 

4t0 

16 Bob ol CIrti 

4B3li^ofG(vefl 

0 

D 

45 

4 1 ErvaB^Befai 

4is Armor rtileaaing 

- 

<iwi^KC6e 

LEGCIHCS 

700 

16 Bob ol Cloth 

5Eotedl^ 

0 

0 

51 

4 1 

4i5APcyfliile<aafig 

- 

CcufrKose 

LEGGINGS 

1,000 

22 0dcsdO3ih 

6&3ii^dyi^ 

0 

D 

S7 

4 1 

4i5AP0trfife<aaifig 

- 

OiuifHose 

LEGGINGS 

15W 

50 BC'b ol Octh 

3Dotedljft5t 

0 

0 

60 

4 1 Enetfgv'fl4etn 

4i5Aimoiwii*a<aarig 

- 


LEGGINGS 

ISiCW 

icoEijiuofOcdi 

lOBd^dOwA 

0 

0 

60 

4 1 

415 Aportthferaaog 

- 

Ncbbk^ 

LEiGGlNGS 

li^m 

iffl &3iii(jfactJi 

lOBdtidftaimi 

MCbtedlooflasm 

KiOassitanaffils 

60 

4iEr^B(jen 

415 Aimctftthfecaaifig 

- 

Entor's Hose 

IfiCGlNGS 

150 

j<Bdu.dCkiih 

2PibdOliMlieDu5E 

0 

0 

50 

4 1 Erras^ Rfttn 


- 

End^r's Hose 

LEGGINGS 

250 

12 EobofClHli 

jPibdcftiEfiieDia 

0 

0 

59 

4 1 

Mj!£&0BJ+2 

- 

Bidiatter's Hose 

LEGGINGS 

4CO 

16 Bob ol Gc(h 

4 Files Off t^fig Oust 

■3 

D 

45 

4 1 EnsijffftfSKi 

Mai&iergr+i 

- 

OidaitEF's Hose 

IKXIHGS 

TOO 

16 BobotQah 

5Pilesd(^uenieDu{ 

0 

0 

51 

+ 1 Ena^fliMii 

Mai +2: 

- 

Gndianter's H'ose 

LEGGINGS 

1,HM 

21 Belts d Cloth 

5 Piles Off GlAenis Dust 

0 

0 

57 

4i Ena^ ReSBi 

Mac Blabs' +2 

- 

OidBiter's H'ose 

lEGGfflGS 

1,W3 

50 BC'b ol Clcih 

aPilesofdliMfi^Dtft 

0 

0 

60 

4 1 EnstH'Rfsen 

MacBierg**! 

- 

HtdoueF's Hose 

LEGGINGS 

15,000 

ICO Boteof dttli 

l0PiBd{lAaiieE>it3t 

0 

0 

60 

+ 1 EraRReseiii 

Mac Bvagf +i 

- 

aidaifir's H'se 

LEGGINGS 

li\C»3 

ICC' Boteof dotli 

icipieddifeariiig[3ttst 

93GlatedE(Hi{:lasm 

93{3lMfanSlEr(li 

60 

4 1 Erw/fttsm 

MacBvs(gf+2 

- 

tatamia's Hoso 

LEGGINGS 

193 

j Belt d doth 

2 Silk 

0 

0 

50 

4 1 Enaft fttfift 

4i5 Armorttlifeaang 

- 

PafoiM's Host 

LEGGINGS 

250 

12 Bote of doth 

2 Silk 

0 

D 

59 

4 ] Er3srpvR(seo 

4i5 Armfflidifccasang 

- 

ftiftwiw'sHQSO 

LEGGINGS 

4C'3 

16 Bob ol Cloth 

4 Silk 

0 

0 

45 

4 1 Enerpv'tejifi 

+15 Atm-sudifeca-ang 

- 

Fafamw^ Hose 

LEGGINGS 

730 

16 Bob ol Cloth 

6 Silk 

0 

0 

51 

+ 1 Enapf Resui 

+15 Armor nWe Gang 

- 

fafoifiHrt Hose 

LEGGINGS 

1,(»3 

2iBctedd3th 

6 Silk 

0 

0 

57 

+ 1 Er^pfRefen 

+15 AtmijrTiWecaang 

- 

tafeuMsHose 

LEGGINGS 

1,903 

50 Bob otClotfi 

3 Silk 

0 

0 

60 

4 1 EnaEr'RtSiJa' 

+15 AtmonrWefaa'ng 

- 

Wtnso'sHose 

LEGGINGS 

15,003 

ICO Bote 'jf doth 

10 Silk 

a 

D 

60 

4 1 Enap/ReieFt 

+15 ArnearwhleGang 

- 

klMfiO'sHose 

LEGGINGS 

15,0>3 

ICO Bote of doth 

10 Silk 

30Gbt?sd[iiKrffa3Ti 

30€(bsii»9)ach 

60 

4 1 EnaEj'Rfuen 

415 AtmffluWe Gang 

- 

Atieue'sHcise 

LEGGINGS 

50 

aBdedCbih 

0 

0 

0 

15 

4 1 Ensir'flSffn 

ArmorvlFtf/sof+ld 

Mac Biergf-i 

Rogue's Kos 

LEGGINGS 

193 

5 Bote d doth 

iLealtierSqBHes 

0 

0 

50 

4 1 EriHBffttpo 

Aim(3ryiHFjaiii+P3 

Mac EnoiB'f -j 

ftrpie'sKose 

LEGGINGS 

250 

liGoteofGoth 

2 Leather Sqtwes 

0 

0 

59 

4 1 EnaEf'Rejw 

Armor Vi ttifatil+K) 

Mac EneiEV‘l 

itcge'sKose 

LEGGINGS 

403 

16 Bob ol Cloth 

4 Leaitw S(|«i€i 

0 

0 

45 

4 1 EosreffiKSect 

AimorviHafsol+w 

Mac Biergy -i 

Rest's Hose 

UCGINGS 

700 

13 Bob ol Cloth 

6 Leather Sqsaei 

0 

0 

51 

+ 1 Enaff R**rtt 

Arin3rvs.HFj«H+W 

Mac 6iargi'-1 

ItofMe^Kose 

LEGGINGS 

1,0M 

nBdts d Cbth 

5 Leather Seiuam 

0 

0 

57 

4iEi^R*ieJs 

ArmorviH^stjl+to 

Mac 

R($«''SHose 

LEGGINGS 

1,500 

SO Bob d Cloth 

3 Leather Sqswi 

d 

0 

60 

4 1 E^-R*|efr 

Armor 410 

Mac 

ftoEue'TKose 

LEGGINGS 

]\im 

KOBDteofacdi 

10 Bonianiertia Stores 

0 

0 

60 

4 1 Ensts^Reptv 

Armor vs. 

M» Energy -1 

Aosi^^Kose 

UGCINGS 

1S,0» 

ICO BotlJOfOCLll 

lOGonianMaSttjuares 

SCCbtsdEaoftasm 

3-3 Mat Shad! 

60 

4 1 Er^-Refeti 

Armor w.H0trf +10 

Mac BTarjfi 

R<«ilitose 

LEGGINGS 

15-0 

eededCbih 

2 Silk 

0 

0 

55 

4iEiwr>t*P 

Armor Vi 

- 

ftf^Hcise 

LEGGINGS 

250 

i3&5teofaotii 

2 Silk 

0 

0 

44 

4iEivet^Re|w 

Aimorvi Eartt-5 

- 

nejiiKise 

LEGGINGS 

400 

16 Bob ol Cloth 

4 Silk 

0 

0 

50 

4iEr^B*3)ift 

Armorvi Earti-5 

' 

MHctse 

LEGGINGS 

700 

16 Bob ot doth 

5 Silk 

0 

0 

56 

4iEiWfB(Sifl 

Armor Vi Earti’5 

- 

A^Hose 

LEGGINGS 

1,000 

2iBdEdd3ih 

5 Silk 

0 

0 

62 

4 1 Ena^f'ltfsiO! 

Armor VI Ml’S 

- 

Retalttose 

LEGGINGS 

1,500 

50 Bob ot cloth 

3 Silk 

0 

D 

65 

+ 1 El^fiiSWl 

Armor Vi ^-5 

- 

Aetiittcrse 

LEGGINGS 

i^ooa 

icci Bote o(f doth 

10 Silk 

0 

0 

65 

+ 1 ErflE^RfSBi 

Armor Vi ^^5 
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Armor cont. 



Name 

Type 

Cold 

Material 1 

Material 2 

Materw 3 

rVlATTRlAL 4 

Armor lEvEL 

Effect i 

Effeo 2 

Effect 3 


uccacs 

1i,TO 

looBoiiiofacdi 

ID!ill[ 

50Ci5tedta3p(asni 

50 Min Shards 

65 

4 1 EretgfRtfen 

Aporw; EarEi-s 

— 

St^Hose 

IECC0IGS 

so 

2ecJlsofOoih 

0 

0 

0 

15 

4 1 Ensfg^Beiefl 

- 

- 

StJiilHMS 

IfGCtnCS 

150 

4ecJisc^05th 

0 

0 

0 

3P 

4 1 Enargrfifgwi 

- 

- 


lEOCWGS 

iSO 

$ecJ[ic/aoih 

0 

0 

0 

59 

4 1 Er^i^ffitstn 

- 

~ 

SlffcAlfcKd 

IKCJHGS 

^00 

5 Belt!, cf Goth 

0 

0 

0 

45 

4 1 EnaiFrUtftfl 

- 

- 


IfGOKGS 

700 

16 Bobs of Cloth 

0 

0 

D 

51 

4iEreigT«(tm 

- 

- 

Sot4iH«e 

IfOCIJlCS 

1,HB 

16 Bob dI Cloth 

0 

0 

0 

57 

4 1 Ereijg/Rifm 

- 

- 

St)UiHC6e 

IfCCWGS 

1,5)>] 

iiBolts of Cbih 

0 

|5 

0 

6P 

4 1 EneigyRfgKi 

- 

- 

NECftOMANCER LfCClNCS 










BoHbreLes^ngs 

IKCINCS 

50 

4 Tanned HdeSquas 

0 

0 

0 

15 

4 1 Enetgffiegfn 

,^orvs.fe(ihg+i5 

- 

&G(Hk»Lej^ngi. 

IKOiGS 

150 

a Tanned Hii:^ Square 

a Bone 

0 

0 

;o 

+ 1 Eneig'filtestn 

.^Drvifteotg+15 

- 

BGitdbceLeg^n^ 

IfGCIKGS 

250 

n Tamed HideSjiures 

a Bane 

0 

0 

55 

4 1 Enetgf Itesm 

ArniorviPieithj+is 

- 

ficwkeLeg^'n^^ 

IfCClflCS 

J1CO 

16 Tanned HkleSqusfes 

16 Bone 

0 

0 

45 

4 1 Enetpf (tepn 

AimorKf^enii+15 

- 

SontteeLe^r^ 

IKOHGS 

700 

13 Tamed HideS^usa 

16 Bone 

0 

0 

51 

4 1 Enetgif R»fm 

Arir>]rm.i>tefi»!|+I5 

- 

SmekeLeg^r^ 

IKCINGS 

1.C07 

22 7ann«l Hide Squira 

22 Bone 

0 

0 

57 

4i EneigjRifm 

Aimorvifedti+ss 

- 

Son^eLeg^n^ 

IKCffiGS 

1,5M 

bOGamed Hide Sqtspes 

50 Bore 

0 

0 

60 

4 1 Ereig} Rfgm 

Amiorvif^Mtg+lS 

- 

ftsHbce Legging 

IKCIHGS 

15.i>M 

ICO lamed HideSimfK 

ICO Bone 

0 

0 

60 

4 1 EneipiRffen 

Timor v'lFfetfi? +15 

- 

ScTHk? Legging 

IKCliHGS 

15.®7 

100 Tamed Hide SriHfs 

ICO Bone 

50GiatedE(bf]^fni 


60 

4 1 Eneigf Hfgm 

Timorvifenitj+is 

- 

^nKflCsr's L^ggngs 

IfGGlGS 

150 

a Turned hide SquriES 

2 Sleel iigofc 

0 

0 

40 

4 1 Enetg]fRfsm 

br:ra®ddiiiaeeaHoly' 

- 

lijmwfc'rs Legangs 

IKA^CS 

250 

Id Tamed Hide Squires 

2 Steel bigots 

0 

0 

49 

4 1 EnepJtejfo 

hcreaffiddimjEEVs Hcly 

- 

Ifli^r's L^ggrigs 

IfGGIflGS 

qco 

toTanmd HldeSguBrei 

4 Steel bigots 

0 

0 

55 

4 1 EneiFfRfien 

biC[€£eddj^v9.Hob' 


1oi«NDf's L^ngs 

IfGCffiGS 

700 

laTamed HideSqtns 

6 Steel bigots 

0 

0 

61 

4 1 EneigrR(jeR 

bicteaeed diii3^¥S..Holy 

- 

IniHfliOf's Leggingj 

IfCCl^iGS 

1,»0 

22Tant^HideS(}Djta 

6 Steel bigots 

0 

0 

67 

4 1 EnetErRtjjtt 

IncteaseddiougeviHolv 

- 

IcnrtinDrs L^ggnes 

LECOtflGS 


SOlarmdHijeSquvs 

a Sled ingots 

Cl 

0 

75 

4 1 Enetgr>W 

bcr^diinqeeviHohr' 

- 

tamiOKirs L$ggng; 

IfGC^GS 

]i,m 

ICO Tamed HideSquit«5 

lODeldrimorSiMliiigets 

0 

0 

73 

4 1 £neJgiR*(efl 

incBseddantge^i Kcly 

- 

HmvDCs L^ng$ 

IKCfflGS 

u.ooo 

ICO Tamed HideSquVfi 

lDDeldrin)]iiS!Kxlin^is 

lOGloTjicf&Kfllasm 

30 Shards 

73 

4 1 EhftprRejtfi 

hcreased ditiuei Hdy 

- 


lECCt^GS 

150 

alined NdeSejivs 

2 Leaiter Sgnaies 

0 

0 

5D 

4 1 EnsJgiB((efl 

T7fn3rw.Riei«|4is 

- 


IGGCMGS 

250 

manned Hid&Squrrw 

2 Leait^ Sqsaies 

0 

0 

39 

4 1 EnsigyBtjift 

Aimorvi fte*t(^4i5 

- 

fwifiEsgginy 

iKiCinGS 

^00 

i6Tanr^ HideSguirs 

4 Leather Sqg)f« 

0 

0 

45 

4 1 Energy 

Ttirarvs.Pist(i|+i5 

- 

fwiTi Laggings 

IKCtHGS 

700 

i3Tam$j HijeSguw» 

6 Leather SQi«ei 

0 

p 

51 

4 1 Enajp/Rtftn 

Timorvs.rt3(hf+i3 

- 

FtfOKTiL^ingf 

HGCmGS 

1,005 

22 Tanned Hide Sqova 

6 Leather Sqtise 

0 

D 

57 

4 1 Er^igyR(*Hi 

TimoryiPtef«|+i5 

- 

fOTAfstiggingi 

icccmcs 

1,505 

SOTjm&dHdeSquuii 

3Lealh^Sqii»es 

0 

D 

6P 

4iEr^»(Stfl 

Anmrw.fie*cii®ti5 

- 

Gi^uggjn^ 

lEGCMGS 

1S.055 

ICO Tamed Hide SquMm 

loSonianUa^ Stores 

0 

0 

60 

4 1 EneiFr Rep 

Aimorftfiefoij+15 

- 

Qie^^Ugging^ 

[fCCfflGS 

15ii»5 

ICO Tamed HideS(]iurR 

lOHonianLeatltefSipres 

50 Gh1%d Ea»{kn] 

5^5 OlKdin Shards 

60 

4 1 Ereigy-Rfp 

Timor s^fertnj +15 

” 

Nfook leggings 

iKcmcs 

150 

a Tanned hic^^qmifs 

2 Shells 

0 

p 

40 

+ 1 Enagjfitp 

bursal dHQgavj. Holy 

-- 

NHittkLeggjr^ 

IKCWCS 

250 

Klliimed HideSiiuiffis 

2SMs 

i5 

0 

49 

4 1 EnsigyRtp 

brreseddffiugeviHdy 

- 

iNfOME Leggings 

IKCINCS 

^05 

16 Tamed HideSqwa 

4 Shells 

0 

0 

55 

4 1 Energ^ftep 

biereasAddwiugevs Hcly 

- 

NcdotE Legging 

IKCWGS 

TOO 

18 Tanned HideSgiures 

6 Shells 

0 

D 

61 

4 1 EneigyRip 

btcteaffiddMnaeanLHoly' 

- 

^flIai:Leggj^g^ 

IKCUiGS 

l.OM 

21 Tanned Hide Sijuifft 

6 Shells 

0 

0 

67 

+ 1 Eneigf Rep 

b>:te£dddBn(i(ge'AHcly 

- 

Nflitfc Legging 

IfGCIflGS 

1,505 

iOTamedHideSquus 

asl^ls 

0 

0 

TO 

4 1 Enei^/ftep 

bicrea5BddMHeen.Hci|y 

- 

Noiouc Legging 

liGClWCS 

15,0>5 

ICO Tamed HideSquiie 

10 Shells 

0 

0 

TO 

4i EnetpfRep 

bto^didanugev^Koly 

- 

\«(ionE Legging 

IHXIHGS 

15,05i] 

TCO Tamed Hide&piK 

lOShelb 

wCblsGfBitifbsni 

3>5 0l^£]nShjiih 

73 

4 1 EneigfflUfen 

biireasd dwBgev'i Hcly 

- 

LfigScifFatteni 

liGCffiGS 

15i5 

s Balls otPardiinem 

r] 

0 

0 

50 

4 1 EnatEjRep 

MfflEneigy+2 

- 

LegScJiPattmi 

IKGIHGS 

200 

)i Rols of Paichmerr 

2fe3tiie(s 

0 

0 

59 

4 1 EretpyRep 

Mffi&Kt?f+2 

- 

Icg'^F'alD^n 

IKCPIGS 

500 

16 Bolls '3f Paidimyf 

4F33tlietS 

0 

0 

45 

4 1 EreipyRep 


- 

LegSai Pattern 

IHMGS 

^05 

16 Rolls 'DffPaidllMT 

of^as 

0 

0 

51 

4 1 EneigyResen 

Mffl&ieiigf"+2 

- 

leg 5c»Ri Item 

IfGCIHGS 

600 

22Rcllso(f Padiineill 

6f^95 

0 

0 

57 

4 1 EnetgyRep 

MasEnet^f+2 

-- 

Legs:* f^ttefn 

IfGCIfiGS 

am 

MRollsof Paidimert 

shHlfias 

0 

D 

60 

4i EneiEfRtp 

Mffl&iergy+3 

- 

leg Scar F^ittefn 

IfGC^GS 

3.O0O 

TOO Rols of V^Jbm 

10 Feathers 

0 

p 

60 

4 1 Enetgyltep 

Mffl &BJsy +2 

- 

l^Scar Pattern 

IfGClKGS 

am 

too Rols of Velluin 

10 Feathers 

jOGIotecfEoo^dsm 

D 

60 

4 1 EneigfRep 

Man Bietgy +3 

“ 

\«K!ni3fice['s LegghES 

IfGCMGS 

SD 

3 Trned Hide Sqos® 

0 

0 

0 

15 

4 1 EnetEjRfp 

- 

- 

rMiorufKers L^ng^ 

lecc^GS 

150 

4 Titled hidekMi^ 

0 

0 

0 

3P 

+ 1 Energy Rep 

- 

- 

\r<nmn;ers L^hgs 

lECGlKGS 

250 

OT^ned hide Soarrs 

0 

0 

p 

39 

4 1 Enetfyfiep 

- 

- 

L^hgs 

LfiGCI^GS 

^co 

$ Tanned hic^Sprs 

0 

0 

0 

45 

4 1 EhJJgyRep 

- 

- 

N«<nn}»;er& L^hg^ 

l»mGS 

1,»5 

laTanmd Hid6 Spurns 

0 

0 

p 

57 

4 1 EnsrpyRep 

- 

- 

\<vtn}A;er$ l^hgs 

IKCIHGS 

l.Sffl 

22 Tanned Hide Sgurres 

0 

0 

0 

60 

4 1 EneifyBep 

- 

- 

pjsmuggiflgf 

\x.mzi 

150 

a Tanned hideSojina 

2 Ci^nite SlJbi- 

0 

p 

4P 

4iEnfjgyflep 

ln;teK«]dim»eavi,Holy 

- 

PagnUM 

itccwcs 

250 

0 Tamed HideSqtnrf? 

2Craniis^ 

0 

p 

49 

4 1 Energy Rep 

incieas^ dmgevi Hcly 

- 

Pignirggjngs 

l£0»iGS 

^DO 

16 Tanned HiJeSgtaa 

4 Granite Slabs 

0 

0 

55 

4 1 Energy Rep 

bic(95seddifiaigeyi,Hohy 

- 

Pagmlrgglng^ 

IKClUGS 

m 

i6Tanr^ HkleSqtafes 

6 Granite Slabs 

0 

0 

51 

4iErwTRt®W' 

bicteSBddiiniteJWvHohr 

- 

PagmLeggjng^ 

iKcmcs 

1,K» 

22 Tanned Hide 'Squun 

6 Granite Slis 

Cl 

p 

67 

4 1 Eneygyftfp 

Instead dumfen Hcly 

” 

>^L«ggjng$ 

lECCIflGS 

1,5CO 

SOTamed Hide 5qtfl«s 

3 Granite SWss 

0 

p 

TO 

+ iEneJfyR(p 

b]CteasedrUBu^v;,.Hcily 

- 

SlKfkfTEf'i l-Bggngs 

IfGCttlGS 

15i®5 

ICO Tamed HideSguiiH 

10 Gim lie Slate 

0 

D 

70 

4 1 EneigyRep 

b£rsasadilaQeavs.Hof|i' 

- 
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Armor cont. 



nme 

TVPC 

COLl> 

MATEftULL 1 

MAnmi 2 

mnsoA 3 

IVUllAiM 4 

Armor livu 

Effect i 

Effect 2 

Effect 3 

[KntENTAUSI UECCINCS 

Le©nss lECCIHGS 

m 

ledecfOoiti 

2 BaliiofLitKfl 

0 

0 

50 

4 1 Era?tE^R*jeft 

MmorvslidviRg +15 


A«BfvjftC?f'3 Legjngs 

IKCWGS 

iSO 

u&jteofaofii 

:Babd!jt«* 

0 

D 

59 

4 1 EneaigyReten 

ArniorvsUdBwgtis 

- 

Leggirps 

lECClMCS 


16 Bob d dc(Ji 

4Baboflk* 

0 

D 

45 

4i EreJKBessfl 

AmnorvUigBiii^4i5 

' 

AtfonjiDc^r'^ Leggngs 

IKClWGS 

TOD 

16 Bob d doth 

6 Bab of Gw 

0 

D 

SI 

4l 

Aimoissli^mig^lS 

- 


lECClMGS 

1 .COT 

21 Belts cfCtaih 

bBabofliw 

0 

D 

ST 

4 1 Ensig'/Ibgen 

Aimorv^ Li^Mig 4i5 

- 

Aenmuci^ 

lEGGIWGS 


BOBobotdtKti 

SBobdllw 

0 

D 

6 D 

4 1 EnafF/ftfsefii 

Arnioivsltian^tis 

- 


LEGGirtGS 


ICO Bote oddctli 

IDBdtsofDoiHi 

0 

D 

60 

+ 1 Enap^'Bfiin 

AmiiarvslidiWtl5 

- 

^fGOVMC^ Leggrigs 

IfiXtKGS 


ICO Eoteof dcdi 

ID Belts dGondt 

BOGlatedEa-a^Hism 

3i3 Qbt&nyETds 

6 D 

+ 1 En?iigjBfSiii; 

Arnioiss Li^BHIg tl5 

- 

Gtcnsicer's 

lEG&lNGS 

IM 

j Bells dCbifi 

iGiHiiteSliii 

0 

D 

JD 

4 1 Erw^/Rtsm 

AnnarvL^4is 

- 

uunuficei's L^hg^ 

lEGGIWGS 

250 

iiEoltS'DifCloth 

2 GiBiite Slits 

0 

D 

59 

+ 1 Eneipf fitftn 

ArniDiv^ EBfii4is 

- 

GtffBffcer's Liaggngs 

lEG&IWGS 

^co 

leEobotClodi 

4 Granite S^ts 

0 

D 

45 

+ 1 Erap^RfSin 

.Vir>arvsLEHh4is 

- 

(rfowncer's 

IKGINGS 

TOD 

laEobotClati 

6 Granite ^ 

0 

D 

51 

4 1 Ena^f Rtjeo 

Armor vSl^ 4 |s 

- 

dvniVimH'r <T|^ n [i r 

iQ“n*j/-c 

3,ri"fc'h 

llDrJh" 1 ^ rlivLli 

£ ^ nriP.^ Cidlv 

ft 

r, 

rr 


^.rrrB~iriir CidlL alC 


GioMicei's Leggn&3 

IKGIMGS 


50 Efib otdah 

8 Granite ^ 

0 

0 

6 D 

4 1 EnagS'Repn 

Armor vsLEalh +15 

- 

Gwnwicei's L'^ri&s 

IfiXINGS 

15^®3 

ICO Brtisaf Oali 

iC'GiaiiteSWw 

0 

D 

6 D 

+ 1 EneJFr'fitftn 

Armarvi^+15 

- 

iiHflHncers L-iggnj 

LEGGINGS 

i.sm 

iGCi Bolls i 3 f Gall 

lDGraibSlii4 

30GkabcfE(Kiffosni 

30 Ob^jffli Shards 

6 D 

4 1 EnaFfllfsen 

Armorvs Eali+I5 

- 

PaoiiKiHr's L'?ggngs 

LEGGINGS 

5D 

iBcItsolDoiti 

0 

0 

D 

15 

4 1 EnetEiflhsen 

Armor WL Fie +15 

- 

PjWiwflc^i's Leggngs 

LEGGINGS 

ISO 

a Belts cf Clolti 

2 Sales 

0 

D 

5D 

+ 1 Ena^'Refm 

Armor V 5 . Fie +15 

- 

PirawiCei's Lt^gngs 

LEGGINGS 

250 

nBoteofOali 

2 Seales 

0 

0 

39 

4 1 Ena^Rfjm 

Armor ft (te +15 

- 

PflWHrt^i's Le?3ng5 

LEGGINGS 


16 Bob ol Clah 

4 Scales 

0 

D 

45 

4 1 Efagv' R (shi 

ArmarftJie+l5 

- 

brawters Lt^rgj 

LEGGINGS 

TOD 

laBobotClah 

6 Sals 

0 

0 

51 

4 1 Ena^ftejm 

Armorft.Fie+IS 

- 

Pffiimrt^rs Leggnss 

LEGGINGS 

1,000 

n 0 dc?cfck)ih 

6 Sals 

o 

0 

57 

4 1 EnaEyfttSifl' 

Armor ftJie +15 

- 

Nnwc^i's Lejgiiigs 

LEGGINGS 

1.S03 

50 Bob d Clah 

a Sales 

0 

0 

60 

4 1 EnagyRjtjiFi 

Armor ft. Fie +15 

- 

p#craifc«rs L^ggres 

LEGGINGS 

1 S, 0 » 

ICO Bob of Gall 

lOSejb 

0 

0 

60 

4 1 

Armorvs.fie+is 

- 

Pvnmfc«rs L^rt^ 

LEGGINGS 

li.OM 

ICO Bob of Gall 

10 Seales 

SOGbbdEoodisni 

SO Shads 

60 

4 1 Ensigf BLjeft 

Aimeifft Til +15 

- 

UH»'3 Leasing 

LEGGINGS 

1 , 0 M 

22 Belts d Ckjth 

oSill: 

0 

D 

57 

4 1 Ervag^Beim 

A/moift Ekriaiwl +5 

- 

kum Lessings 

LEGGINGS 

1,»3 

50 Bob d dah 

asb 

0 

D 

60 

4 1 

Aimorft ftnawf +5 

- 

Hiiw'iteaainei 

LEGGINGS 

u,™ 

100 &3bafGaih 

m 

0 

0 

60 

4 1 

Anaiorft ENnaml+5 

- 

Stnm^s 

LEGGINGS 

50 

lecbddoffi 

0 

0 

D 

15 

4 1 Enefgy'R^n 

- 

- 

8w«3fi5rs Laggings 

LEGGINGS 

TW 

iedeofOTih 

0 

0 

D 

50 

4 1 

- 

- 

Scnm^srs L^hgs 

LEiGGINGS 

250 

i^BdisdCloih 

0 

0 

0 

50 

4iEr^B(jen 

- 

- 

Legghgs 

LEGGINGS 

ilCO 

jBdtsdClolh 

0 

0 

D 

45 

4 1 Erras^ Rfttn 

- 

- 

Ooien^hS^s L^hgs 

LEGGINGS 

TOD 

16 Bobddah 

0 

0 

D 

SI 

4 1 Enea^Btsffi 


- 

BoMfitilisri L^hgs 

LEGGINGS 

1,l»3 

16 Bob d Clah 

0 

0 

D 

ST 

4 1 EnsijffftfSKt 


- 

flaMfikifi's Livings 

LEGGINGS 

1,503 

21 Belts cf Qaih 

Q 

0 

0 

60 

tl EnagyRtjKi 

- 

- 

HfdN(i»E^3 Legging 

LEGGINGS 

150 

ABdtsddTth 

2 Shells 

0 

0 

3D 

4i Ena^ RtSBi 

Armor 'ft {jld+ti 

- 

HfdmiB)C8r'3 Leggings 

LEGGINGS 

250 

11 Bab of Gail 

2 Shells 

0 

D 

39 

4 1 EnsiH'REsen 

AimorvftGsU+lii 

- 

Legging 

LEGGINGS 

^ro 

leBeibotClah 

4 Sfiells 

0 

D 

45 

4 1 EnsRRtitni 

ArmorftGuU+tS 

- 

HidFOiMiQEf^ Legging 

LEGGINGS 

TIOD 

IS Bobddah 

Ml 

0 

D 

51 

4 1 EraKfttfm 

ArmoriftGflkl *6 

- 

HdFjmancer^ Legging 

LEGGINGS 

],OM 

llBelcof dath 

6 Shells 

0 

D 

57 

4 1 Enaft fttfifi 

ArniorsiiGBy+ti 

- 

H]\fc)(renoErt LeggjngE 

LEGGINGS 

1,&53 

50 Bobddah 

8 Shells 

0 

D 

6D 

4 1 EneiEvRefeo 

Armorvs.Q)|[i+l!j 

- 

H^jRn^ef's Legging 

LEGGINGS 

1i,®3 

ico&abdGcdi 

iDShelb 

0 

D 

6D 

4 1 Emtg^'tejifi 

Armor ft GaU+lj 

- 

Legging 

LEGGINGS 

15-,m 

itt Bab d Gail 

ID Shells 

MGlabdEttafljsm 

30 Ob^jmSlee^ 

6D 

4 1 Eneiff R«S91 

AimorftGiiU+B 

- 

MONK LEGGINGS 

911^ 

LEGGINGS 

ISO 

aBeltsd dalh 

2 Silk 

0 

0 

35 

4 1 EnaEfRfiefi' 

Armor ft GbU^ 

- 

S&FafC 

LEGGINGS 

250 

uBobdGali 

2 Silk 

0 

D 

44 

4 1 Enagj'RKfHt 

ArmorftGotl-5 

- 

SiFsrts 

LEGGINGS 

400 

16 Bobddah 

4 Silk 

0 

D 

5D 

4 1 EnaR-Rejgft 

ArmofftQiU-5 

- 

5il^ 

LEGGINGS 

TOD 

16 Bobddah 

6 Silk 

0 

0 

56 

4 1 EnaEyBffm 

ArmorftOld-5 

- 

Stl^ 

LEGGINGS 

1,000 

llBdtsrfdaih 

a Silk 

0 

0 

62 

4 1 EraBfftifen 

AimorftQiU^ 


9lP}rc 

LEGGINGS 

1,»3 

50 Bob d Clah 

a Silk 

0 

D 

65 

4 1 EfieKgifR'tffff 

Amiorft Cod'S 

- 

Si Pare 

LEGGINGS 

li^OM 

ICO Bab of Gall 

10 silk 

0 

0 

65 

4 1 Era^ffitfeft 

ArmoiftCtid'5 

- 

Sif^ 

LEGGINGS 

n,m 

ICO Bob of Gall 

lOSilk 

30GfobdE<Kff4sni 

»CMn Shads 

65 

4 1 EnaffBtsen 

AimorftGad-s 

- 

SKKdPjn; 

LEGGINGS 

m 

^edisdcbih 

2 Bab of law 

0 

D 

50 

4 1 En^/R)tteft 

Armor ft Efemaiul +5 

- 


LEGGINGS 

250 

t] Bab of Gall 

2 Bab of law 

0 

0 

59 

4 1 

Aimorft ELasaital +5 

- 

SKHdPjrt; 

UGGINGS 

400 

16 Bobddah 

4 Bab of law 

0 

D 

45 

4lEf^-B(®«fl 

Aimoift Elaiwal +5 

- 

Swddfjrc; 

LEGGINGS 

TOD 

16 Bobddah 

oBaboflaw 

0 

D 

SI 

4 1 

Amiorft ELaiaiwI +5 

- 

Swi«dP}(t3 

LEGGINGS 

1,0>J 

iiBdcscfCbih 

6 Bab d law 

0 

0 

5T 

+ 1 Enaif/IUsffi 

AmiorftEliiiattjl+s 

- 

SKHdPin; 

LEGGINGS 

1,500 

50 Bobddah 

a Bab of law 

0 

0 

60 

4iEnygyfi(^ 

Aimorft Eknaral +5 

- 


LEGGINGS 


ICO BabofGdJi 

IDld^dOsH* 

0 

D 

60 

4 1 Eraf^Rtstft 

Ajmorft Binaffiil+S 

- 

Smi^ Pants 

LEGGINGS 

li^»3 

100 BobofGati 

ID Bolts dOauit 

^OGhbdEmdasni 

30l]il«klanSLQrol3 

60 

4 1 ElVJ^ItejHI: 

ArmorftBdiaiial-i-5 


^scei'stis 

LEGGINGS 

150 

iRabdPanhiTHH 

0 

0 

0 

30 

4iEraR(l*sffl 

MK&agf+l 

- 

Asgk'jUs C^agi 

LEGGINGS 

200 

U Rob d Pard™i 

Ifeatfieis 

0 

D 

39 

4 1 Era^Regeft 

Lk Baergif *3 

- 
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Armor Appendix 


fc 

Armor cont 

Nm( Type 

• 

COLP 

Materul 1 

Mahrial 2 

Matirim } 

MaTTRM 4 

AflMClR UvEl 

Effect I 

EFFEa 2 

Effect 3 


iKClLiGS 

300 

t^i ficJIsaf Paichniffl 

4fe(iiie(s 

0 

0 

45 

+ 1 Ene-ig/Beftfi 

Ensigr+l 


Aicac^l^ D«gn 

ItGCWCS 

W 

l& Hells of Paichmen 

6l^h0s 

0 

D 

51 

4 1 EnetgfRtjHi 

Mat Energy *1 

- 

Asoaic^les daif\ 

IKCWCS 

d(» 

23RcllsafPjdiiwi 

6feeli0s 

0 

0 

57 

4 1 Energy fiesen 

Mffi&iergy+2 

- 

htstCilti Dd^ 

IKCWCS 

a» 

SORclIsof Panthmen: 

Sfethas 

0 

0 

60 

4 1 En?JgfR(*(n 

ti 

- 

Ascsirsug Dd^ 

l£CCttLCS 

a,oc(' 

too Rols of (^lelluin 

lOFeatheis 

0 

0 

60 

4 1 EneigyRegMii 

Mat ^rgy >2 

- 

Ascs'jligCd^ 

HGCBLGS 

fl,0DG 

too Rols ol'^lelLJin 

to Fathers 

fqGlotet^Eogpbsm 

D 

60 

4 1 EnergrllfSHt 

Mai&i5rgyt2 

- 


IfCCWGS 

50 

3 Bdts rf Cbih 

0 

0 

0 

15 

4 1 Ereig/Bfgm 

- 

- 

htoi Farts 

IfGGIRGS 

ISO 

4GcJts cf Cbth 

1] 

0 

D 

50 

4 1 Energy Rpgm 

- 

- 

htoi Farts 

IfGCmGS 

250 

6 Bolts cf Cloth 

0 

0 

D 

50 

+ 1 Energy Rtfm 

- 

- 

kkiiiFans 

IKClfiGS 

AW 

a Bolts of Cloth 

Q 

0 

0 

45 

+ 1 Energy teffn 

- 

- 

kkfi Farts 

IKC^IGS 

l.&M 

iftEotsotCloih 

0 

0 

D 

57 

4 1 EnetBjfieHii 

- 

- 

ILtoA Farts 

IKGWGS 

1.&M 

23 Bolts of Cloth 

0 

0 

D 

60 

+ 1 Eneigyiftesffii 

- 

- 

'/{MtSmfs Pants 

IHXffiCS 

SO 

4 Bolts cf Cloth 

0 

0 

D 

15 

+ 1 ErergjSfgffl 

Armors^ Qaiien&Us 

- 

YlfjiiEkTo'j Fmib 

tUMIRCS 

1JO 

•i DtLlb ij( Ctjll 1 

Z Toi MIC J 1 lilt 

0 

D 

JQ 

T 1 D IC4|ff Rc^P 

^iiiui damitar T^ 

- 

Vl^idKef's Pants 

IfGCIKGS 

250 

B Bolts 'Of doth 

2 Tanned Hit^Sttses 

0 

D 

59 

4 1 EneigrRefifn 

Ajmorvs Seme!i&l45 

- 

V^rahHE's Pants 

IKClfLGS 

AW 

teEcibot Cloth 

4 Tanned Hide Sqj9es 

0 

0 

45 

4 1 Energy Refeft 

Aimorvs 03innal45 

- 

Vli'inlefef's Pants 

IHiClHGS 

m 

16 Bob ot Cloth 

6 Tanned Hide SQBfs 

0 

0 

51 

4 1 Energflfefffl 

AjmorvsS^vtflUltS 

- 

VI;'i(dn€F's Pants 

IKClflGS 

l.COO 

22 Belts cf Clotfi 

6 Tanned Hide S(|ises 

0 

0 

57 

4 1 Energ/RfBin 

Aimorv^ ftiHflal+5 

- 

Ih'irtfcfers Pants 

IfGCHGS 

l.&M 

50 Eob oilcloth 

6 Tanned HlrJ^Squaes 

0 

0 

60 

4 1 Energy iRejm 

Armor vs 03Hilal+5 

- 

WOTfcref's Pants 

IKClWGS 

15, COO 

ICC Bolts of dotli 

10 Tanned Htj^^qwes 

0 

0 

60 

+ 1 Enejgrlftjen 

Armor vs 0ew(*i{+5 

- 

Vft«fc*9P'5 Pants 

IfCCfflGS 

15,(03 

ICC Bolts of dttll 

10 Tanned HideSriHi^ 

soGlolTsdfEdiiFfasni 

30Gbsi£9l5fiar± 

60 

4 1 EnergfRejm 

AimorvsQgwi&Us 

- 

Cersfi'sFanG 

IfGCIKCS 

IM 

5 Belts of Cloth 

2Sreel hgots 

0 

0 

30 

4 1 EnergyRejm 

AimorvsJMfTl+K^ 

Mffl&Brgyd 

Qst^ivm 

LECCmGS 

250 

B Bolts of Goth 

2 5le^ hgets 

o 

0 

39 

4 1 EnergfBfsm 

Armorvsrtirtatd+fa 

Mi(&Brjy-l 

Oas<rsPanG 

iCCCffiGS 


16 Bob Oif Cloth 

4 Steel ingots 

0 

0 

45 

+ 1 EnstgyRfigeft 

Armor vs fM(3I+W' 

MfflEnsigy-1 

C^tMTsPam 

lEOCiHGS 

700 

teBC'bofCIcth 

6 Std tigets 

0 

D 

51 

4 1 EneigyRefietii 

Armor vs Wty«3l+» 

Mat&ergfl 

OaiMrsPams 

LCGCaOS 

l,t03 

22 Bdtsef Cloth 

6 Sid ingots 

0 

0 

57 

4 1 EneigyReftR 

Armor vs Mty«iJ+F3 

M«&efSy-i 

CEKCf'sPanis 

lELMGS 

1,503 

50 Bob lof Cloth 

eSd hgoe^ 

0 

D 

60 

4 1 Enstgyfitgm 

ArmorvsPhyw3l4& 

MatBiargy-l 

hd^hnts 

lEGC^GS 


too Bolls of Get'll 

iDDeldfitnorMingoes 

0 

0 

60 

4 1 En?tgyfi(fm 

ArmorvsJMol+h7 

Mffl Energy -1 

Farms 

1£GC»IGS 

]m 

ICO Bolls of Gotli 

10 DeldriiriofSwl Ingots 

SOGloTosdEMsm 

50 ObiSoi Shored 

60 

4 1 Ene-i^Regm 

Armor'/sB^4W 

Mat Energy -1 

AMeirsies l^sjn 

UOCfflCS 

150 

aRolb ol Parching 

0 

0 

D 

30 

4 1 EnergyRtgKt 

Mat&i?jgy42 

- 

Assic'sles l>d^ 

IGGCIHGS 

2E0 

u Bob cf PanJmeii 

2fefihei5 

0 

D 

39 

4 1 Energy 

Maf&^jgy+2 

- 

tew'sUs Ddgn 

iKClfLGS 

300 

16 Hells of ParchiTitn 

4felttl05 

0 

0 

45 

4 1 EnetgyBegen 

Ma( Bnei^>2 

- 

AscArsugDd^ 

IEGC0LGS 

400 

16 Hells of PaiohnoHi 

aF^has, 

0 

0 

51 

4 1 EnetgyftFSKi 

Mat ^rgy42 

” 

Asisaic'sies Dd^ 

lEGCBLGS 

sm 

Ilficllsaf Parehineii 

6F^lias 

0 

0 

57 

4 1 En?jgj Rtjtn 

Mai! &iergy'42 

- 

AscK'sles Dd^ 


aoo 

SCtRellsof PairhiMi 

aFsathas 

0 

0 

60 

4 1 EnergyttafHi 

Mffi Energy +2 


As^aE'sLtg Dd^ 

IKClfLGS 

fl,0DO 

ie« RdIs of VelLm 

iDFaiheis 

0 

0 

60 

4 1 EnergjResm 

Mai &rergr4-2 

- 

WARRIOR LECCmCi 










AsdoflL^nss 

IfGC^GS 

50 

4 Iftfl Ingots 

0 

0^ 

0 

55 

Arrror^.fltyad+lCi 

Damage -1 

- 

As«Jr>flLe^nss 

IfGCIfiGS 

150 

a Iron Ingots 

2 Fur Squares 

■3 

0 

50 

Ajrrer’fi.fhjwri+io 

Damage -1 

- 

AsakolL'^n^ 

liGCffLCS 

250 

Q Iron Inps 

2 Fur Squares 

0 

D 

59 

Armor K.Jltif^+l0 

Damage-t 

- 

A5olGflL>^r^ 

li&CIFiGS 

AW 

16 Iron hgets 

4 Fur Square5 

0 

D 

65 

Arrr>oncLfl^f9Ql+lo 

Dama^-t 

- 

AsdoU'e^n^ 

IKGIflGS 

m 

16 \m hgots 

6 Fur Squares 

0 

0 

71 

Arrr>]ns.fl^^+10 

Damage -1 

- 

AscJofuL^ggngs 

IKClUGS 

1,003 

22 tw Ingots 

6 Fur Squares 

0 

0 

77 

Armior B.fHii9[rf+l0 

Damage-t 

- 

AsdoBL>^D^ 

liGCIKGS 

1,503 

scHnon hgcls 

3 Fur Squares 

0 

D 

ao 

Arrr>orK.l!tlf^+lD 

Dairy ge-l 

- 

Asd(HiL<ES9ng^ 

IKClflCS 

15.0M 

ICC Iron Ingots 

lOFuSouars 

0 

0 

ao 

Armor B.rtii^+io 

Darryge-t 

- 

AsdoflL'^n^ 

IfCCULGS 

15,0>3 

ICC Iron Ingots 

10 Fur Squires 

50GlolsdfE(K)pfasn] 


ao 

Armor^.llllt«d+10 

Darryge-l 

- 

Giwmi^Leg^n^ 

IKCWGS 

403 

a Iron Ingots 

0 

0 

0 

65 

Armcin6.Fhi?nl+2i3 

- 

- 

OonBuil Legging 

IKCIHGS 

700 

16 Itorn hgois 

■3 

0 

0 

71 

Artnor«,rtiy!iiQl+2Ci 


- 

GunouilLes^n^ 

LEGCIKGS 

1,0>3 

16 Inon hgots 

0 

0 

0 

77 

Armor w,rtty»i)+20 

“ 

- 

Vlfy«f»L(i^ngS 

lEGClfiGS 

150 

aftmliigois 

2 Seales 

'3 

0 

55 

Armgr^.Fliii?«l4io 


- 

W^aenUf^tlSS 

IfiQG^GS 

250 

12 Iron ingots 

2 Scales 

0 

0 

61 

Armonis,Ftiy^4-io 

- 

- 

VikVvHrtleigings 

LCCCiKGS 

403 

16 liton hgets 

4 Scales 

0 

0 

70 

Anncir^.%«4l4-i0 

- 

- 


IfiXiHGS 

730 

16 lion hgets 

6 Seales 

0 

D 

76 

Afmori6,Wtyi(3l+10 

- 

- 

IhWUjgjnas 

litGOlGS 

1,003 

22 ten Ingots 

6 Sules 

0 

0 

32 

Ariror^n^ + 10 

- 

- 

y^Vren leggings 

lECClJlGS 

1,503 

5C inon ingets 

d Scales 

0 

D 

35 

Armor «.fhysi(4l+ 10 

- 

- 


lEcmcs 

15,033 

ICC iron ingee 

ID Scale? 

0 

D 

35 

Armor to 

- 

- 

Ora^t-^nss 

l£0CI^GS 

U.033 

too Iron ingets 

iDScalK 

MClolsd&ioEfisni 

50GbMtenSliords 

35 

Arm3nis.PMtilt lo 

- 

- 

Mot's Legging 

IKClfLGS 

130 

aifoningois 

3 Tinned Hide Sqiaies 

0 

0 

50 

Mik Energy li 

Armor vs Pl^ 420 

- 

ClttefH legging 

IKCWGS 

250 

13 Iron Ingets 

IjTannad HidcStniiws 

0 

0 

59 

Man&iergyti 

AJmorvsWr/wl+20 

- 

(Mot's Leggings 

IIGCILLGS 

403 

16 lion hgecs 

16 Tanned Hide Stiw« 

0 

0 

65 

MaKBiergy+i 

Armor vs P>^ +20 

- 

<3rfJOf'S Leggings 

lEOCIfiGS 

TOO 

16 Inon hgots 

l6Tanr^HideSq|kir{$ 

0 

0 

71 

Mart&iergyt-i 

Armor vs Fl^-^ +20 

- 

dddors Leggings 

lECCIHGS 

1,003 

22 1'on Ingots 

22 Tanned Hide Jflunes 

0 

D 

77 

Ma!(Biergy43 

■Armor vs fit^^ +30 

- 

□liitM's Leggings 

i 

IKClfLGS 

1,503 

50 Iron Ingets 

32 Tanned Hide Squrs 

0 

0 

30 

Matt Energy 4-3 

AjmorvsMi(ywd+30 




Protected, 
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Armor cont. 

NM4E TV1>E COLt^ 

MATERIAL 1 

MATERIAl 2 

Materm 1 

IVlATTRtAL 4 ARMCiR UVEL EFFECT 1 

Effkt 2 

Effect 3 


lEGGtNGS 

H,»3 

ICC' Iron Ingocs 

52 T^nedHidffqaqnes 

0 

0 

00 

ManEnwigetj 

^OrViHWffll+30 



UCCIHCS 

]m 

ICO Iron Ingots 

52 T^nedMitfeSOBt^S 

MCbtedEtWfbni 

MOlisi&niiBfds 00 

Ma!(B3erf|fti 

Amicirv5;Phi^+30 

- 

Krieli^^ leggings 

IKCIHCS 

m 

21 LCfl If^lS 

6 Leather Squita 

0 

0 

77 

AfTOMtPIpGl+K 

) Dainigt'i 

- 

legging 

lECCIlLCS 

m 

50 Iron Ingots 

0 Leather Sqtjires 

0 

0 

00 

Ar™rw,Hpo!tl( 

) Dairy^-l 

- 

Kii^ Leggings 

UCCIWGS 


ICO Iron Ingots 

10 Bo-man toiAei Squires 0 

0 

80 

7rinor^(^ffl3l+ic 

) Dannage'l 


fti^sLeggingj 

iKtllLGS 


50 Iron Ingots 

0 Leather Squats 

0 

D 

80 

ArnwrMLfli^l+lC 

) Daira^'l 

- 

Sartfft Laggings 

LEGCIHGS 

m 

lelroin Ingots 

Q Steel hgus 

0 

D 

71 

ArinontFl^[3Gil+20 - 

- 

Sdlfers L«gghg^ 

lECGIHGS 

\m 

22 rcfi Ingi]!'. 

6 Steel hgots 

0 

0 

77 

AriTBr^fi.a^ml+20 - 

- 

Leggings 

lEGGlMGS 

\m 

21 Lcfi Ingot! 

Q Steel hgus 

0 

D 

77 

.4rirp3r*.FtpQl+20 - 

- 

rtKfluil Leggings 

IHXIHG5 

1,5C13 

50 Ircin hgots 

8 Steel hgcfs 

0 

0 

80 

Arir>3r^nrj3Ql+20 - 

- 

ftefiuit Leggings 

IRXtfLGS 

li-sOM 

ICO Iron Ingots 

loDeld'imi3fS!«lEfigoE 

; 0 

D 

80 

ArinDr*.I1ij3al+20 - 

- 

(U^nail Legging^^ 

IfGGIWGS 

li.CBO 

icti Iron Ingots 

10 Delrfiinot Steel lif^E 

i 5>3CbtedEai)fTa3i] 

ZOCiteiloi^ch 80 

Arir>3rfi.rtiy«3!+]0 - 

- 


IKGIWGS 

SD 

2 Incti Ingots 

0 

0 

0 

55 

Arir>Dr^l1^«3l+2l 

5 - 

- 

JS»BihI Leggns 

1RX1WG5 

IM 

llrcfi Ingots 

0 

0 

D 

SO 

Arir>3rv6JI?t3Ql+20 - 

- 

RA^Leggngs 

lE&GIflGS 

250 

6lncnlr^3ts 

0 

0 

0 

55 

Arir>Dr^rti^{+20 - 

- 

RAN€ER LEGG1N€S 










Hirtefs L'sggrgs 

IfGGlHGS 

^yi 

5 Tinned hide SqtiKB 

8 Bone 

0 

0 

40 

■f 1 EnetgyRegefi' 

Tomorvi BmsfOifiCi 

.Armor ft Percrrg4i5 

HuMfs L^ngs 

IKGIHGS 

250 

12 Tamed Hide StpvH 

8 Bone 

0 

0 

45 

+ 1 EretEyRegm 

Aimorvi Bwmaitjo 

Armor ft Pbcf3f4|j 

HuiM's Legghg^ 

l£GGIKGS 

m 

l6Tamej Hide Stpies 

16 Bone 

0 

0 

55 

+ 1 Eri90fR(tefii 

AimoTiriEiawtQl+'jci 

Armor ft Pietch£4l5 

Huff's L^ssng^ 

LfGGIKGS 

m 

i& Tarred Hkle SguBies 

16 Bone 

0 

0 

61 

4 1 ErsFfRigeti’ 

Armor V5i 0iw®i4]O 

Armor ft Pb;fif4is 

Huikf$ Leggng^ 

IfGGlHG^ 

1,000 

UTanraed HideSOtuiei 

22 Bone 

0 

0 

67 

+ 1 EnaByRepfii 

Amiorvi &i»9]tiT43ci 

Armor ft Pien:ng4is 

Hire's Lessiigs 

UCGINGS 

1,500 

50 Tamed Hide Squve 

5DBot^ 

0 

0 

7^3 

4 1 EnsrEjRigeA 

Armorvi Bsnartalr-jo 

Armor ft Pien;f>g.4is 

mtKfi L^ngS 

LECCiriGS 

n,m 

100 Tamed HideSi|uie$ 

IDO Bene 

0 

0 

70 

4 1 Ereiff togett 

Arniorvi Bo«9icat >30 

Armor ft Pbcfjg4is 

Hintf; L'^iigs 

LEGGINGS 

15,033 

ICO Tamed HideStiuxis 

ICO Bone 

!0GT3b5^Et»{;TaRn 

3<3 0tb?ili) Shard!: ?o 

4 1 Er^Rnfert 

Amiorvi. Oawnal i-so 

Armor ft Pietchg 415 

Oi^i L^ng; 

LEGGINGS 

1M 

■9tairaedHdeSgiMies 

0Wccdm 

0 

0 

40 

4 1 Ei^RtgeA 


Armor ft Elemawl+w 

OupdsL^ng; 

LEGGINGS 

250 

n Tamed Hide Sprt^ 

aWeedIMj 

0 

0 

40 

4 1 Ei^-Regen 

BTSrtgSr *1 

Aporft Ebm^tjo 

OmIfUgsng; 

LEGGINGS 

^CO 

15 Tamed Hide S« 0 s 

itAtodBiute 

0 

0 

55 

4iEn$i|gy(t(|itr 

MfiBnsr®*! 

Apofft Ebmmji+j^ 

Oiiff 

UGGIMGS 

^3D 

ift Tanraed Hide Squms 

iB'/itoodBatti 

0 

0 

61 

4 1 Enejp/IlKwn 

M£;Er>$n^tl 

Aporft Ekm^tSLi 

Oiwbl^r^ 

UGGINGS 

IMO 

2lTanraed HideSqws 

22'AtoOd» 

0 

0 

67 

4 1 En?iffrB(sen 

M^CiEnetg^ti 

Apofft ElsmOTll4» 

0»f$ leggrtg; 

leCGlNGS 

l.Bffl 

SOTaraosd Hide SqtflHS 

M 'Atod Bids 

0 

0 

73 

4 1 En^-firgen 

Mai!Er^*i 

Aporft Ekmmil4» 

Ofwts Uggr^g; 

LEGGINGS 


100 Tanned Hide 5dU)r« 

ico'A'ocdfUite 

0 

0 

70 

4 1 Ereteyfttt»i 

Ms&isra+i 

Aporft EkmaxiltW 

OwTs l^ggr^ 

LEGGINGS 

li^O>5 

ICO Tanned Hi deSprts 

icoA'oodlllitts 

50G1ot?dfEiHcTaafn 

MGtlssiiaiiiSLBfds 73 

4 1 Energy Btien 

MasEner?f4l 

Aporft ElsmafliJ4]0 

fif-liiedLeggDgs 

LEGGINGS 

50 

^TainedHiclsSiiwies 

0 

0 

D 

25 

+ 1 En^-flettn 

Aimorv!^ B£tKfnai430 

Aporft GsTd 415 

FifiingdLegsngi 

LEGGINGS 

150 

e Tanned hide Sq^iKS 

2 Fur Square? 

0 

0 

40 

+ 1 Ena^itesm 

Armor V? BenetiQi 430 

APQrftOJbtlj 

fniiredLesgDgs 

LEGGINGS 

250 

U Tamed Hir^Sqrflres 

2 Fur Squars 

0 

0 

45 

4 1 EnarEyRfsin 

Armory Banem^l 430 

,4porft(jold+lS 

Rf-UnstLEggn^ 

LEGGINGS 

^CO 

lg Tamed Hide Squses 

4 Fur Squats 

0 

0 

55 

+ 1 Erflff Begefl 

Atmorv:^ B^fKftsT430 

.ipotft CokdtlS 

Rf4inEdLjEg0n3S 

LEGGINGS 

TOO 

IB Tamed Hide Sqiflfs 

6 Fur Squats 

D 

0 

61 

+ 1 EreJF/IlKgm 

Armors 9wfital 430 

Aporft Cold 4i5 

Rf-UnstLeggn^ 

LEGGINGS 

1,(»0 

22 Tanned HideStjaaiei 

S Fur Squats 

0 

0 

67 

+ 1 EnetpfBfsen 

Armor ft 0aiiat!ai43O 

.ipotft Oo1d4|5 

ftf-UierfLeggr^ 

LEGGINGS 

1,5)M 

50Tam&d Hide Sqtflia 

a Fur Squars 

0 

0 

73 

+ 1 Enap; ftfgen 

Armor ft 02m3ital 43O 

.ipotft G3ld4is 

Foabcund Leggngs 

LEGGINGS 

15,000 

IGC' Tamed HideSjtotes 

lOFif Squsrs 

0 

0 

73 

+ 1 Enai^ fiesen 

Armorvi flaiiKittaT 450 

■Aporft Ooid4ii 

ffitsbttind Leggng^^ 

LEGGINGS 

15,l») 

ICO Tamed HideStptes 

lOFu^iujrs 

JOClifedEiKHjtasm 

30 0lBiiifeiiSbi(fe la 

4 1 EretR'tepi 

Armor ft feiiEfltai 430 

Aporft ijoW4ii 

5»Oed Leather Leggng! 

LEGGINGS 

m 

■0 Tenned Hide 

2 Steel hgrrs 

0 

D 

40 

+ 1 EretErRegen 

Armor ft a3wtial450 

.ipotft Li^iiring4rs 

Stwthd Leather Leggngt 

LEGGINGS 

250 

12 Tamed Hide SquHH 

2 Steel hgtJi 

0 

0 

45 

+ 1 Ereigjfieseo 

Armor Vi te*eiffai430 

Aporft li^iliiiig4is 

Snddeft Leather Leungs 

LEGGINGS 

^OC' 

16 Tamed Hide SqiEfes 

4 Steel iig.DE 

0 

0 

55 

+ 1 EraET Refen 

.StmorviBwantal 430 

Aporft li#Hig4r5 

StwHed Leather L^ng! 

LEGGINGS 


16 Tamed Hide SqiiiRS 

6 Steel iigjoE 

0 

0 

61 

4 1 Eretp/Rffen 

Armor Vi Eljwilai 430 

Aporft y^iliiig4i5 

anddied Leather Lessngs 

LEGGINGS 

1,000 

22 Tanned Hide SqDUffl 

6 Steel hgcG 

0 

0 

67 

4 1 EnaBi-Refen 

Atmorft Bananal 430 

Aporft lr^mwg4)5 

SMUetl Leather L^hgs 

LEGGINGS 

]>Xi 

50 Tarred Hide Squps 

8 Steel iigoE 

0 

0 

70 

+ 1 EnetFjRefen 

Atmorft ^fwtal 430 

Aporft Lighiijtig4i5 

SndJefi Leather Less'ng^ 

LEGGINGS 

15,033 

ICO Tamed Hide StjUKi^ 

lODelcEiinorSlnlCtigDE 

i 0 

0 

TO 

+ 1 ErsgyRefen 

Armor ft EiaaBnial 430 

Aporvi Ijghlmg4i5. 

StKUed Leather Lesgngs 

LEGGINGS 

15,003 

ICO Tamed Hide Squares 

lODelciiinGrSInltngqE 

i 30GI(>bi.tfE(Ki{;l^5n] 

30 ClHfart Shards to 

4 1 EneigyBefeti 

Atmorvi tewttaT43o 

Aporft Lighliing4B 

[Hitsc^eL^r^ 

LEGGINGS 

IM 

■5 Tanned hide 

2 Sab 

0 

0 

40 

Arm(3rvJ.0?m9i{al45O ArmarvsJrt4i6 

+1 Enagi' Regal 

tHiHcale Leggings 

LECaNGS 

250 

U Tamed Hide SquwM 

2 Scab 

0 

0 

45 

i^ironfi.fletisittaUio Ainiwv^fif4i5 

+1 Enagii' Regai 

Dii«fta|je Leggr^ 

LEGGINGS 

4C1C> 

lOTaired Hide Squats 

4 Scab 

0 

0 

55 

Anrnr^.0»Aiifiial4jo Aimotififin+ii 

+1 Eneigf tegeft 

Oiratode Leggings 

LEGGINGS 

?3t3 

16 Tamed Hide Squis 

6 Sale? 

0 

0 

61 

Arnif3rvs.0e*Btca]4JO 8rniorftfiff4ii 

+1 Energy' fep 

Oi^tode Leggrgs 

LEGGINGS 

1,C05 

22 Tanned Hide Squt» 

6 Sab 

0 

0 

67 

Arimrifi.0j«iitulfJO Amnorvir#f+ii 

+1 Energy' tegai 

Oirl««de Leggngs 

LEGGINGS 

1,500 

50 Tann^ Hide Squats 

0Sab 

0 

0 

70 

Afirorw.EfeflitmaItjo Aimc'rw.firifti5 

4| Energy 

OrA«ide Leggngs 

LEGGINGS 

15,030 

ICCi Tanned HideSquvti 

10 Scab 

0 

0 

73 

Anrerw.Oitf^lfJO A/morvirtff+i5 

+1 Energy' Rieai 

Onteide Leggrags 

LEGGINGS 

15,033 

ICO Tanned HideSquit<$ 

10 Scab 

50 ebb? ^ Maim 

30GMnStBrds 70 

Afirar«.tkfBfml4J0 ^orviFw+is 

4| Energy Re^ 

beggrags 

LEGGINGS 

50 

2 Tanned Hid? Sijstes 

0 

0 

0 

25 

Arimrw.&*HiMl43o 4i Enagvftegai 

- 

laAii Uggrags 

LEGGINGS 

150 

iT^nedhldsSqtaie 

0 

0 

0 

40 
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